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Foreword

David Buckingham

EMERITUS PROFESSOR, LOUGHBOROUGH UNIVERSITY

United Kingdom

VISITING PROFESSOR, KING’'S COLLEGE LONDON

United Kingdom

Media literacy is by no means a new idea. One can look
back to the 1970s and find examples of research and
educational projects in the field of television literacy.
Work on visual literacy dates back even further, to the
early 1960s; and the idea that film requires a kind of
literacy was being developed by the Soviet film-makers
Pudovkin and Kuleshov as long ago as the 1930s. In
more recent decades, we have had advertising literacy,
internet literacy, game literacy, information literacy
and digital literacy, among many others. These different
media literacies have rather different histories and
motivations: some are primarily about protecting
young people from harmful influences, while others are
about empowering them to create their own media;
some focus on instrumental skills, while others are
about developing critical awareness; some are about
the basic grammar of the medium, while others take a
much more broad-ranging, conceptual approach.

To talk about literacy in this context is implicitly to
make a claim for the status or importance of new

media alongside that of written language. Importantly,
it also puts questions about learning on the agenda. It
presumes that understanding media isn’t wholly natural
or automatic: it isn't something you learn just by using
media, or something that is acquired with little effort.
On the contrary, it implies that - as with traditional
literacy - there is a process of more or less deliberate
teaching and learning that needs to take place as well.

Of course, literacy has always been a contested term.
What counts as literacy, how we measure it, who defines
it and why they do so - these are social and political
questions. We need to pay close attention to the work
this concept is doing, and whose interests it serves.
Literacy can function as a means of empowerment,

but also as a technology of social control. Historically,
one can identify literacy ‘crises’ - moments where
literacy, or a lack of literacy, comes to be seen as a social
problem. Sometimes this is a general phenomenon, but
sometimes it is applied to particular groups in the wider
population. It may be that we are at such a moment of



crisis right now, especially with respect to social media.
But it is precisely at such moments that we need to take
particular care. Do we need this concept at all? Why do
we need it, and who says that we do? Who in particular
is seen to be lacking in literacy at this time, and what'’s
the basis for these claims?

In the past couple of decades, media literacy has
become an important dimension of media policy.
Governments have been ever more reluctant to
regulate media, partly because of their commitment to
the so-called ‘free market’, but also because technology
seems to be defeating attempts at centralised

control. As an alternative, regulatory bodies around
the world are now increasingly required to promote
media literacy. Media literacy is also a dimension of
international policies, for instance in the European
Commission and in UNESCO. In these contexts, media
literacy has a kind of ‘feel-good’ appeal: after all,
nobody is likely to argue for media illiteracy. We can all
agree that media literacy is a Good Thing, as long as
we don't probe too closely into what it actually means.
As aresult, media literacy is often poorly defined. It
frequently seems to be more of a rhetorical gesture
than a concrete commitment. Furthermore, media
literacy is largely seen as a responsibility for media
regulators: even now, in a world that is completely
saturated with media of various kinds, very few
ministries of education seem to regard it as a priority.
Establishing a firm basis for media education in the
compulsory school curriculum has been a long struggle,
and there are very few places where it has been
successfully achieved.

And yet the need for media literacy - and for coherent,
rigorous programmes of media literacy education -
seems even more urgent than ever. Over the past
twenty years, the global media environment has been
dramatically transformed. A whole range of new media
technologies, forms and practices has emerged. Media
users have been presented with new opportunities

for self-expression and communication; yet media

companies have also greatly enhanced their ability

to gather and sell data about their customers. New
media have by no means replaced older media, but

the boundaries between public and interpersonal
communication have become increasingly blurred.
New challenges have emerged, for example in the form
of ‘fake news’, online abuse and threats to privacy;
while older concerns - for example about propaganda,
pornography and media ‘addiction’ - have taken on
anew form. The global media environment is now
dominated by a very small number of near-monopoly
providers, who control the most widely used media
platforms and services.

The authors of this book are proposing a new form

of media literacy to help us deal with this new media
ecology - to respond to its new challenges and take
advantage of its new opportunities. While their label -
transmedia literacies - might seem new, the approach
they outline here seems to me to build on the insights
and achievements of decades of work in this field.
There are a great many abstract theories about the
characteristics and impacts of new media, and their
social and psychological implications. Several of these
inform the various contributions here. However, what
these authors are presenting is both concrete empirical
research and a set of tools that are designed to be of
practical use for educators. They offer a taxonomy of
media literacy skills and practices, which includes the
very latest social media but incorporates older media
as well. They provide frameworks that will help us to
think through the range of formal and informal learning
practices that are involved in engaging with these media.
And they present some practical teaching materials that
can be used in a variety of educational settings.

Inevitably, their work also raises new questions. There
is a strong emphasis here on informal learning. This
partly reflects the new opportunities for learning

that are emerging in online settings - on social media
platforms, among gaming communities, in media
fandoms, and so on. Yet media literacy is not something



that will develop spontaneously of its own accord,
simply through using media. The most active media
users are not necessarily the most media literate. In my
view, media literacy also requires a systematic process
of study; and for better or worse, schools are going to
remain vital (and indeed compulsory) institutions in
this respect. Both formal and informal learning take
place across different settings, both outside and inside
schools. Out-of-school settings (whether they are more
private, like families, or more public, like community-
based youth projects) have their own constraints; and
online spaces are also constrained and structured in
their own ways, both by the commercial imperatives

of the companies that provide them, and by the social
norms that their users develop and try to enforce.

In this sense, a binary distinction between ‘formal’ and
‘informal’ isn’t especially helpful. By definition, media
education involves an encounter between out-of-

school knowledge - what we might call more everyday,
vernacular knowledge - and the more academic, high-
status knowledge promoted by the school. How these two
forms of knowledge (or these two varieties of literacy)
interact is complex, and often fraught with difficulty.
There is a struggle for legitimacy here, which is fought
out in the world of educational policy, but also in many
everyday classroom interactions. In many countries
today, educational policy-makers seem to be emphasizing
traditional definitions of knowledge and pedagogy. From
this perspective, the aim of education is essentially to
replace vernacular knowledge with legitimate academic
knowledge. By contrast, media educators have always
attempted to build upon these forms of everyday
knowledge - recognizing them as legitimate in their own
terms, but also seeking to make them more systematic,
more comprehensive and more critical. Quite how we
achieve that is by no means a straightforward matter, but
acomplex practical challenge.

Finally, there are also broader questions here about
the politics of media literacy. In the early days of

the internet, many enthusiasts foresaw a massive
proliferation of communication, participation and
creativity. It’s hard to deny that this has occurred

- yet almost all of it is happening on platforms that

are owned and controlled by a very small number of
commercial corporations. In this context, media literacy
can seem like a rather individualistic response: it places
the responsibility for safety, for privacy, for dealing
with phenomena like fake news and hate speech,

back onto the individual. For some, this might even
preclude the need for proper public accountability, for
non-commercial public space, and for governmental
regulation. Pushing responsibility back to the individual
citizen (or, more frequently, the individual consumer)
seems rather like passing the buck. There is a danger
that media literacy will come to serve as a kind of alibi
for the failures and exclusions of digital capitalism.
There’s no doubt that we all need media literacy
education - or transmedia literacy education, if you
wish. But in an ever more complex and challenging
media environment, we probably need more radical
social and political responses as well.
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Between teens, media and education

Since the diffusion of personal computing in the
1980s, the expansion of the World Wide Web in the
1990s, and the emergence of mobile devices and social
networking sites in the 2000s, digital technology has
been a catalyst for social change in contemporary
societies. From economy to politics, from education to
culture, practically all aspects of human life have been
transformed due to the different ways of developing
and using ICT (Benkler, 2006; Rainie and Wellman,
2012). In the specific field of media and communication,
the media ecology has mutated from the traditional
broadcasting system to a new environment, where the
old ‘media species’ (radio, cinema, television, books,
etc.) must compete with the new ones (YouTube,
Twitter, Facebook, mobile devices, etc.) and adapt

and change in order to survive (Scolari, 2013). In

this context new media production, distribution, and
consumption practices have emerged, the audiences
have fragmented and the former passive TV viewer

is now an active user that jumps from one media or
platform to the next one looking for specific content

or information. Last but not least, many of these new
media consumers are now considered ‘prosumers’ who
create and share “user-generated” contents.

Even if high schools have made great efforts to adapt
to the new socio-technical conditions in the past two
decades, the general perception is that the social life
of teens is built up around a set of digital technologies
- from social media to mobile devices - and new
practices that are frequently very different from the
educational protocols of schools. Researchers like M.
Castells have detected the existence of a cultural and
technological gap between today’s youth and a school
system that has not evolved along with society and
the digital environment: “the idea that today a young
person must load a backpack of boring text books set
by ministerial bureaucrats, and must remain closed in a
classroom to support anirrelevant speech in the name
of his/her future, is simply absurd” (Castells, 2007:25).

The Transmedia Literacy Research Project



Many questions emerge at the crossroads between
teens, media and education: How can be reduced

the ‘gap’ between the formal education institutions

and teens? How can teens’ media practices be
introduced into formal learning settings? If we consider
that teenagers are very active in social media and
videogaming platforms, then more questions could be
raised: What are teens doing with new digital interactive
media? What kinds of practices are they using? What
kinds of contents are they producing and sharing? How
did they learn to do it? And again: How can these skills be
‘exploited’ inside the classroom? These are the questions
behind the Transmedia Literacy research project.

The research project

The Transmedia Literacy research project was born due
to the initiative of a group of researchers that share an
interest in teenagers, digital interactive communication
and teaching-learning processes. The proposal was
presented to the H2020 ICT 31 - 2014: Human-centric
Digital Age call in April 2014, and was approved in
September 2014. The research started in April 2015
and concluded in March 2018 after thirty-six months of
work in eight countries.

Participating countries

Spain (coord.), Australia, »
Colombia, Finland, Italy, Portugal,
United Kingdom and Uruguay

The Transmedia Literacy Research Project

The main objectives of the Transmedia Literacy

research project were:

e tocontribute to a better understanding of how
teens are consuming, producing, sharing, creating
and learning in digital environments;

e tocreate a map of transmedia skills and informal
learning strategies used by teenage boys and girls to
identify how these can be “exploited” in the formal
education system;

e togo beyond the identification of skills/strategies
and propose a Teacher’s Kit that any teacher can
download, adapt and apply in the classroom.

The Transmedia Literacy project developed in a context
of interuniversity collaboration. The following institutions
and companies participated in the research project:
e Universitat Pompeu Fabra - Barcelona
(Spain - Coordination)
e Jyvaskyladn Yliopisto (Finland)
e Pontificia Universidad Javeriana (Colombia)
e Universidad de la Republica (Uruguay)
e Universidade do Minho (Portugal)
e Universita degli Studi di Torino (Italy)
e Universitat Oberta de Catalunya (Spain)
e University of Oxford (United Kingdom)
e Ars Media (ltaly)




Two scientific institutions collaborated in the project:
o INDIRE (ltaly)
e RMIT University (Australia)

The Transmedia Literacy project involved an
interdisciplinary group of more than 50 junior and
senior researchers with sound experience in fields
such as media literacy, transmedia storytelling,
user-generated content and participatory culture,
traditional and virtual ethnography, and pedagogy and
innovation in education. This team produced many
research outputs, including papers, articles, reports,
White Papers and this book. At the same time, the team
produced a YouTube channel and a web portal (the
Teacher’s Kit) to disseminate the research findings and
the didactic cards.

The book

The book is divided into two parts. The first part
includes three sections. Section 1 focuses on the main
outputs of the Transmedia Literacy research project:
the map of transmedia skills and informal learning
strategies identified by the research team during

the fieldwork. Each subsection presents a specific

set of transmedia skills (production skills, content
management skills, risk prevention skills, performative
skills, etc.) or informal learning strategies.

References

Section 2 presents the analysis of four social media or
platforms that, according to the researchers, occupy
a central position in the digital life of teens: YouTube,
Wattpad, Instagram and Facebook. Finally, Section 3
introduces two important fields: transmedia literacy
as aresearch programme and transmedia literacy as
an action programme. The first chapter of this section
explains how to analyse teens’ transmedia skills and
informal learning strategies; the second chapter
proposes how to exploit teens’ transmedia skills in
the classroom. In this context, Transmedia Literacy is
presented as a complement and, at the same time, an
extension of traditional Media Literacy research and
action programmes.

The second part of the book presents a collection of
didactic cards. This is just a small selection of the cards
that can be accessed at the website of the Transmedia
Literacy project (www.transmedialiteracy.org). We invite
the readers to visit the website and download the
didactic activities that are most useful for them.

This book is just one more part of a 360° research
dissemination strategy. The main objective of the book,
and the rest of the productions, is to reduce the gap
between teens’ lives and educational institutions by
incorporating the transmedia skills, cultural practices
and personal passions developed outside formal
learning environments into the classroom.
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Introduction: from Media Literacy
to Transmedia Literacy

Carlos A. Scolari

UNIVERSITAT POMPEU FABRA - BARCELONA

Spain

The vast diffusion of digital technologies and new
social practices around them has led to the emergence
of new concepts in the academic and professional
conversations about media literacy. In the last two
decades the semantic galaxy around ‘literacy’ has
expanded, from ‘digital literacy’ to ‘new media literacy’
or ‘multimedia literacy’. Although each new concept
has its own specificities, they all deal with a new set

of interactive contents, production skills, and techno-
social practices that have resulted from the emergence
of the World Wide Web. Most of the concepts focus on
how to do things with (new) media at school.

As Meyers, Erickson and Small (2013) put it, it is
necessary to make a ‘critical turn to the examination
of digital literacies, de-emphasizing skills and
refocusing attention on diverse contexts of use,

and the emergent modes of assessment that are
bound by specific circumstances and communities
of practice’ (360). Livingstone (2004) proposed
expanding the intervention of media literacy; for

12

example, by analysing “how the Internet mediates

the representation of knowledge, the framing of
entertainment and the conduct of communication’. In
tandem with this analysis, research ‘must investigate
the emerging skills and practices of new media users
as the meaningful appropriation of ICT into their

daily lives [...] A top-down definition of media literacy,
developed from print and audio-visual media, while a
useful initial guide, should not pre-empt learning from
users themselves” (11). In 2006 Buckingham asked
“What do young people need to know about digital
media?”; in the Transmedia Literacy project another
question orientated the researchers’ reflections: What
are young people doing with digital media? and How did
they learnto do it?

In this context the research team worked on an
alternative and complementary conception to
‘(new) media literacies’ based on informal learning
environments (Sefton-Green, 2013), bottom-up
processes (Livingstone, 2004), and participatory

Introduction: from Media Literacy to Transmedia Literacy



cultures (Jenkins et al., 2006; Jenkins, Ito, and boyd,
2016). The concept of ‘transmedia literacy’ was
developed to deal with these new practices and
processes that have emerged from the new media
ecology.

Media literacy

There are tens of definitions of ‘media literacy’
(Rosenbaum et al., 2008; Potter, 2005, 2010). In an
article about The State of Media Literacy published in
2010 Potter included more than forty definitions. In
the same text he confirmed that a simple searchin
Google produced more than 765,000 hits and there
were more than 18,700 articles about ‘media literacy’
indexed in Google Scholar (Potter 2010). Six years
later, in 2016, the number of articles has more than
duplicated (57,500). Another Google product, the
Ngram Viewer, confirms this explosion of literature
about ‘media literacy’ in the last thirty years. As it

Google Books Ngram Viewer

can be seen, media literacy is a key component of
academic and professional conversations about
education, media and youth.

Although it is almost impossible to process the many
existing definitions of ‘media literacy’ a series of
scholars have tried to organize, classify and synthesize
them. Potter (2005, 2010) made an extraordinary
effort to process the different definitions of ‘media
literacy’ and arrived at a series of common themes:

¢ the mass media have the potential to exert a wide
range of potentially negative effects on individuals;

e the purpose of media literacy is to help people to
protect themselves from the potentially negative
effects;

e media literacy is a continuum where subjects occupy
a personal position that depends on their knowledge
structures, skills and experiences;

e media literacy is a multidimensional space that
involves cognitive, emotional, aesthetic and moral
domains.

Graph these comma-separated phrases: media literacy

between 1850 and 2008 from the corpus English
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As it can be seen, Potter’s conception of media
literacy is strongly anchored in a theory of (negative)
media effects. For him media consumers activate an
‘automatic pilot’ that gives them a false sense of being
informed and controlling the situation. In this context
media literacy is necessary for de-automating the

media reception and activating a critical interpretation.

The purpose of media literacy is “to target a potential
negative media effect and to either inoculate people
against such an effect occurring or to counter the
already negative effect” (Potter 2010:685).

For researchers like Buckingham (2003) an
inoculation approach is important but not sufficient
in the contemporary media ecology; he believes a
production-centred approach is necessary. According
to Buckingham and Domaille (2009) the more
contemporary definition of media literacy “seems

to be based on notions such as ‘critical awareness’,
‘democratic participation’ and even ‘enjoyment’ of
the media” (23). This approach, also known as ‘media
education’, entails a more active, student-centred,
participatory pedagogy. However, as Buckingham
and Domaille remark, countries with a less well-
established tradition of media education ‘still seem
to be informed by a perceived need to ‘protect’ young
people from the media’ (24).

Transmedia literacy

The changes in the media ecology have unlocked
the discussion about the pertinence of traditional
definitions of media literacy and the emergence of
new literacies. Is it still possible to talk about ‘media
literacy’ in a context where the broadcasting (one-
to-many) model is being displaced by the network
(many-to-many) communication paradigm? As early
as 1993, researchers like Buckingham upheld the
‘need for a new definition of literacy [...] not tied to
particular technologies or practices’ but rather one
that ‘allows us to look at the competencies that are

14

developed across the whole range of culture and
communication’ (1993:20).

The emergence of new media producing, sharing and
consuming practices are challenging researchers and
educators: media literacy can no longer be limited

to the critical analysis of media contents or the
acquisition of skills inside the formal education system.
The traditional media consumer is now a prosumer (a
concept introduced by Toffler 1980) or participatory
creator (Meyers, Erickson, and Small 2013), an

active subject who creates new contents and shares
them in the digital networks. Researchers of new
media literacy have identified a set of competencies
defined as ‘prosuming skills’, which include the skills
necessary to produce/create media contents, from
the ability to set up an online communication account
to using software to generate digital contents and
programming. These skills often work together with
distribution, remixing and participation skills (Lin,

Li, Deng, and Lee 2013). It is in this context that the
concept of transmedia literacy can enrich the concept
of traditional media literacies and reposition the
theoretical approaches to the new literacies.

According to the Pew Research Center, 92% of
American teens report going online daily, including
24% who say they are online ‘almost constantly’; social
media are at the centre of this online activity: Facebook
is the ‘most popular and frequently used social media
platform among teens; half of teens use Instagram,
and nearly as many use Snapchat’ (Lenhart, 2015). The
same report confirms that teens are diversifying their
social media site use. A majority of teens (71%) report
using more than one social media site out of the seven
platform options they were asked about. In Europe the
situation is about the same:

The most common online social activities for young
people in the EU-28 in 2014 included sending and
receiving e-mails (86%) and participating on social
networking sites - for example, Facebook or Twitter,
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by creating a user profile, posting messages or
making other contributions - (82%), while close to
half (47%) of all young people in the EU-28 uploaded
self-created content, such as photos, videos or text
to the Internet (Eurostat 2015:201).

In this context transmedia literacy could be understood
as a set of skills, practices, values, priorities,
sensibilities, and learning/sharing strategies developed
and applied in the context of the new participatory
cultures. If traditional literacy was book-centred or, in
the case of media literacy, mostly television-centred,
then multimodal literacy places digital networks and
interactive media experiences at the centre of its
analytical and practical experience.

Traditional forms of literacy generally treated the
subject as illiterate, while media literacy focused on
the consumer as a passive spectator; transmedia
literacy, however, considers the subject to be a
prosumer. Another important element of transmedia
literacy is the learning space. The institutional learning
environment for traditional forms of literacy is the
school, but new generations are now developing their
transmedia literacy skills outside the school (from
YouTube to online forums, social media and blogs).
These informal learning spaces are a key component of
transmedia literacy research.

In traditional literacy the teacher plays the role

of a knowledge authority and, at the same time, a
mediator between the text and the student. In this
context the teacher manages the reading process -
as a part of the learning process - and verifies that
the text is interpreted correctly. In media literacy,
the teacher’s role is extended to the inoculation of
critical antibodies through the de-automation of
the media reception process. In transmedia literacy
the teacher is a knowledge facilitator, an actor who
involves learners in a collaborative learning process.
In this context, the teacher is a flexible, decentralized
actor who promotes bottom-up learning. This role

includes another set of activities that could be defined
as cultural translation: the teacher as an interface
between the educational institution (the classroom,
the school) and the external media ecology where

the students live and create. Finally, if traditional
literacy was inspired by linguistics, and media literacy
was strongly anchored in a theory of media effects,
transmedia literacy looks to cultural studies and media
ecology as privileged theoretical frameworks.

MRS

( AN
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The following table summarizes these three conceptions of ‘literacy’: the original conception focused on reading and

writing; the second conception, based on the (negative) effects of mass media; and the third conception, inspired by the

mutations of the new media ecology and the emergence of transmedia practices.

LITERACY MEDIA LITERACY TRANSMEDIA LITERACY
Media semiotics Verbal text Multimodal Multimodal
(language) (read/write)
Media supports Books and printed texts Printed, audiovisual Digital networks -
and digital Interactive media -
Transmedia
Aim of the action To develop critical readers | To develop critical To develop critical

and writers

consumers and producers

prosumers

Subject interpellation

As an illiterate

As a passive media
consumer

As a prosumer

Direction of the action

Top-down

1) Top-down
2) Bottom-up

1) Bottom-up
2) Top-down

Learning environment

Formal (schools)

Formal (schools),
no formal and informal

From informal to formal
(schools)

Role of the teacher

Knowledge authority -
Mediator student/text

Knowledge mediator -
Creator of learning
experiences with the media

Knowledge facilitator -
Cultural translator

Theoretical references

Linguistics

Media Studies
(Theory of Media Effects) -
Cultural Studies

Media Studies
(Media Ecology,
Transmedia
Storytelling studies) -
Cultural studies
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Transmedia skills

Transmedia literacy focuses on the ever-evolving media
practices developed by young people outside formal
institutions. Previous research in this field (i.e. Jenkins

et al. 2006) has identified numerous skills that could

be considered as basic competencies of transmedia
literacy, from playing (capacity to experiment with one’s
surroundings as a form of problem-solving) to performing
(ability to adopt alternative identities for the purpose

of improvisation and discovery), appropriating (ability

to meaningfully sample and remix media content),
judging (ability to evaluate the reliability and credibility

of different information sources), transmedia navigating
(ability to follow the flow of stories and information across
multiple modalities), networking (ability to search for,
synthesize, and disseminate information), and negotiating
(ability to travel across diverse communities, discerning
and respecting multiple perspectives, and grasping and
following different norms).

A first approach to transmedia literacy should focus on
at least three sets of media practices:

VIDEOGAME LITERACY

In their analysis of young people’s digital life in the
U.S., Ito et al. (2010) identified different kinds of
gaming practices inside the ecology of videogames.
One of the most important outcomes of their research
is the fact that young people develop social networks
of technical expertise.

The game has not directly and explicitly taught
them technical skills, but game play has embedded
young people in a set of practices and a cultural
ecology that places a premium on technical
acumen. This in turn is often tied to an identity as a
technical expert that can serve a gamer in domains
well beyond specific engagements with games. This
is the kind of description of learning and ‘transfer’
that a more ecological approach to gaming
suggests (Ito et al., 2010:200).
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Many videogames involve social practices, from online
playing in MMORPGs to player-generated contents like
machinima and video-based game walkthroughs (Ito

et al. 2010). Scholars consider that videogame players
develop and apply different skills from the ability to
read; they learn to make decisions and act within a
dynamically changing environment (Wagner, 2006).

WEB/SOCIAL MEDIA LITERACY

According to Hartley (2009) kids develop an
‘experimental engagement’ with peer-groups and
places in the context of both DIY (Do It Yourself)

and DIWO (Do It With Others) creative cultures
‘without the need for institutional filtering or control
bureaucracies’ (Hartley, 2009:130).

New generations are building their social relationships
in digital environments like Facebook or Snapchat, and
use the World Wide Web as a big library for any kind of
knowledge necessity (Rainie and Wellman, 2012; boyd
2014). Competencies like web navigation, information
gathering, taking and sharing pictures, managing
different levels of communication, constructing an
identity in a virtual environment, watching a webseries,
or managing the privacy and their personal identity

in online platforms are basic skills necessary for
navigating the digital environment.

In this area, it is useful to mention the connections
between self-learning of professional skills and young
people. Experts in information technology often
emphasize that they picked up their skills outside
formal training and instruction. Many members of these
technical communities learned how to manipulate code
on their own. According to Lange and Ito, young people
often reflected these values by describing “how they
were largely self-taught, even though they might also
describe the help they received from online and offline
resources, peers, parents, and even teachers” (Lange
and Ito, 2010:262).
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PARTICIPATORY CULTURES LITERACY

Researchers such as Jenkins et al. (2006) and Gee
(2004) have argued that new participatory cultures
represent ideal informal learning environments.
People can participate in various ways according to
their skills and interests because they depend on peer-
to-peer teaching with each participant constantly
motivated to acquire new knowledge or refine their
existing skills. Finally, they allow each participant
to feel like an expert while tapping the expertise of
others (Jenkins et al. 2006:9).

In the context of the Transmedia Literacy project,
transmedia skills are understood as a series of
competences related to digital interactive media
production, sharing and consumption, like those
identified by Jenkins et al. (2006). For the research
team, transmedia skills range from problem-solving
processes in videogames to content production and
sharing in the context of web platforms and social
networks; the research is also focused on the narrative
content (fan fiction, fanvids, etc.) produced and shared
by teens in digital platforms. The aim of the Transmedia
Literacy project was to expand the existing maps of
skills with new ones and improve their classification.

The data-gathering process was carried out in eight
countries using a short-term ethnography approach,
and the information was analysed with the software
nVivo for Teams. The results were used to generate a
complete and updated map with more than 200 main
and specific transmedia skills. The resulting chart is one
of the most exhaustive maps of skills related to media
production, consumption and post-production in the
context of youth transmedia culture. After analysing
the emerging skills, the research team proposed a
taxonomy that, without rejecting them, integrated
many of the previous classifications into a single frame
(i.e. Bloom et al., 1956, Anderson and Krathwohl, 2001,
Jenkins et al., 2006). In this context the transmedia
skills were organized into 9 dimensions, each including
44 main skills, and in a second level, 190 specific skills.
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The first section of the book presents the main outputs
of the Transmedia Literacy project in relation to these
transmedia skills.

It is important to remember that not all teens have all
of these transmedia skills. Any research about young
people’s digital or Internet practices and skills should
avoid the temptation of considering all young people as
‘digital natives’:

Many of today’s teens are indeed deeply engaged
with social media and are active participants in
networked publics, but this does not mean that they
inherently have the knowledge or skills to make

the most of their online experiences. The rhetoric
of ‘digital natives’, far from being useful, is often a
distraction to understanding the challenges that
youth face in a networked world (boyd, 2014:337).

The Transmedia Literacy team confirmed the
existence of a broad spectrum of situations, skills,
strategies, content production/sharing/consumption
processes and alternative uses of media. Transmedia
skills represent a diverse and uneven topography.
Some of the skills detected are very marginal, only
developed by some of the teens (e.g., the skills related
to ideology and values), while others are much more
widespread (e.g., productive skills). This is important
from the perspective of future (trans)media literacy
actions: there is a much higher probability of having
teens with an elevated level of productive skills in the
classroom than teens with skills related to ideology
and values. Media literacy strategies should take

up the productive skills and re-contextualize then

in order to promote a critical approach to media
production, sharing and consumption.

Introduction: from Media Literacy to Transmedia Literacy



Informal learning strategies

Beyond the identification of transmedia skills, the
second key element of the Transmedia Literacy
research project was to understand informal learning
strategies. According to Jenkins many transmedia
skills (playing, performing, navigating, etc.) are
acquired by young people through their participation
in the informal learning communities that surround
popular culture. Although some teachers and after-
school programmes are incorporating some of

these skills into their teaching and activities, the
integration of these important social skills and cultural
competencies “remains haphazard at best. Media
education is taking place for some youth across a
variety of contexts, but it is not a central part of the
educational experience of all students” (Jenkins et al.,
2006:56-57). As it can be seen, the new generations
are developing and applying informal learning
strategies that have been almost ignored by educators
and media researchers. Scholars like Sefton Green
(2006, 2013) have outlined research lines in this field
that need to be explored and expanded.

During the fieldwork the Transmedia Literacy research
team identified six modalities of informal learning
strategies: learning by doing, problem solving, imitation,
playing, evaluating, and teaching. To help identify and
analyse these strategies, the team developed a set of
areas, categories and oppositions (see Chapter 1.7).

In a general way, the Transmedia Literacy team found
that even if high schools are developing different

kinds of strategies to reduce the gap, there is still a
large distance between the media and technological
practices of today’s youth and the school system.
Researchers like Black, Castro and Lin (2015)
confirmed that there is a gap between the savvy ways in
which our youths use media outside school in everyday
life and the ‘structured, controlled, and often stilted
ways they are regularly used within schools’; this gap
has been defined as ‘digital dissonance’.
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How to reduce this gap? Clark et al concluded that
‘educators need to consider the kind of skills and
knowledge young learners bring to formal milieux’
(2009, p. 4).

According to Clark et al

School institutions appear to be slow to realize

the potential of collaborative, communicative
interactions, and the open and flexible potentials of
learning ‘beyond the classroom walls’ (2009:68).

Finally, Clark et al concluded asking

If young people are acquiring new and valuable

skills set in and through their interactions with
technologies, how can these usefully be introduced
into more specific settings such as formal education?
(2009:57).

The answer this question is the last stop of the
Transmedia Literacy research project.

Transmedia literacy: from research to action

In the last pages we have outlined a conception of
Transmedia Literacy as a research programme (more
information about this approach in Chapter 3.1). After
answering the questions “What are teens doing with
new digital interactive media? What kind of practices are
they using? What kinds of contents are they producing
and sharing? and How did they learn to do it?” we

could ask: What'’s next? The last part of the Transmedia
Literacy project was oriented to the following question:
How can these transmedia skills be ‘exploited’ inside the
classroom? The answer to this question is in Chapter 3.2
and in the second part of the book.

As we mentioned above, the second part of this book

includes a set of didactic activities for high-school
teachers. These activities were created based on the
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map of transmedia skills that emerged during the These didactic cards are taken from the Teacher’s Kit

research. This is a necessary step: research should not available on the Transmedia Literacy web portal, which
stop in the publication of a paper or the organization includes more activities, videos and information about
of a conference. The knowledge generated by the the research project and the scientific outputs.

research team must be returned to society.
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1.

TRANSMEDIA
SKILLS

AND INFORMAL
LEARNING
STRATEGIES

The Transmedia Literacy research team generated a
complete and updated taxonomy of transmedia skills.

It is one of the most exhaustive maps of skills related to
media production, consumption and post-production in
the context of youth transmedia culture. The transmedia
skills identified during the research were organised into
9 dimensions (production, risk prevention, performance,
social/individual/content management, media and
technology, ideology and ethics, narrative and aesthetics),
each of which included 44 main skills, and on a second
level, 190 specific skills.
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TRANSMEDIA SKILLS AND INFORMAL LEARNING STRATEGIES

Production Skills

Sara Pereira

UNIVERSIDADE DO MINHO
Portugal

Pedro Moura

UNIVERSIDADE DO MINHO
Portugal

The work on transmedia skills discussed herein is
anchored in the Media Literacy framework. This area of
study and intervention has gained increased attention
inrecent years due to the urgent need to pay attention
to media messages, agents, industries and audiences in
order to empower citizens to critically and ethically live
and participate in a media-saturated world.

Media literacy

According to the European Commission, Media Literacy
is “the ability to access the media, to understand and
critically evaluate different aspects of the media and
media content and to create communicationsin a
variety of contexts”, being “a matter of inclusion and
citizenship in today’s information society” and “one of
the key prerequisites for an active and full citizenship
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in order to prevent and diminish risks of exclusion from
community life” (Recommendation 2009/625/EC). This
definition highlights three dimensions: (1) access; (2)
critical understanding and analysis; and (3) creation
and production. Each of these aspects is of fundamental
importance in any work aimed at promoting Media
Literacy skills.

Although access is essential to the other dimensions,

it cannot, however, be considered the only condition
for citizens to become media literate. Even if media
access is assured, that is, if the conditions to guarantee
the democratization of access are created, the digital
inclusion of citizens cannot be solved only by access. It
is important to go further and promote opportunities
for developing skills in critically reading, analysing,
understanding, evaluating, creating, producing and
participating in media. This approach is based on the
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perspective of critical thinking and understanding
underlined by the critical Media Education and Literacy
tradition, according to which a media literate person

is capable of using the media, producing their own
contents and participating in the communication sphere.
Critical awareness is by far the most relevant traditional
dimension of media literacy, even considering the
importance placed on production/participation owing
to the widespread availability of digital media. Our
society lives today immersed in a participatory culture
paradigm (Jenkins et al., 2006). But are citizens truly
facing the media as fundamental tools for participating
and are they contributing to enriching the debate in the
public sphere? The levels of media participation and
production (concepts that we will not discuss here) are
very different, and their meanings and impact are also
different, depending on whether they are making a “like”,
publishing or sharing a photo on a social network or
commenting on a particular subject or a news report, for
example. Livingstone, Bober and Helsper (2005:289)
advocate that “the question of which online activities
merit the label of ‘participation’ remains unresolved”. So,
what skills should a produser have? As stated by Garcia-
Ruiz, Ramirez and Rodriguez (2014:16), “a prosumer
citizen will possess a set of skills that will allow him

or her to perform a series of actions, as a media and
audiovisual resource consumer, as a producer and a
creator of critical, responsible and creative messages
and content”. Broadly speaking, a person with high
levels of Media Literacy should be able to do proper
“reasoning, inferences, foresights, assessing the
probability of different events, reaching a diagnosis
based on a set of indicators, etc.” (Perrenoud, 1995:21),
when in contact with the media.

Competences and skills
With the proliferation of digital media, young people
have at their disposal a wider range of tools that could

lead to frequent production and participation practices.
However, some studies (Bird, 2011; Pereira, Pinto and
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Moura, 2015; Ofcom, 2017) have shown that the new
generations, while being large media consumers, are
more restrained in media production, contradicting
some public discourses that circulate an idea of a
society in which all young people produce content

daily and are prodigal in doing so. It is true that today
there are more and better means and conditions for
production, but these competences are not innate, they
must be developed through work that motivates and
empowers young people.

Media Literacy competences must be approached

in a holistic way, although it is possible to focus on a
particular dimension. Competence is here defined as
“an ability to address a class of problems” (Perrenoud,
1995:21) by mobilizing different resources, ranging
from knowledge to intuition and assumptions, as well as
representations of reality and perception, thought and
action processes. Therefore, a competence is much more
than know-how and more than proper performance,
itis “a problem-solving strategy relying on reasoning,
inferences, foresights, assessing the probability of
different events, reaching a diagnosis based on a set

of indicators, etc.” (Perrenoud, 1995:21). And a skill is
understood as an element of a competence. Schools
and teachers can play the role of developing these
competences and skills.

Production skills

The table below presents a set of production skills
identified by the Transmedia Literacy researchers
based on the skills mentioned by the adolescents in the
empirical work developed in the participant countries.
They derive mostly from teenagers’ self-declared
practices and explanations about their media uses
(performed or not) and are therefore a good starting
point for inspiring, encouraging and promoting activities
involving production skills that go beyond technical
know-how. These skills should not be considered

or developed in a decontextualized way, without
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considering what they presuppose in terms of the
domain of analytical skills, which can be acquired in
previous work and/or during the production activities.
As media access does not guarantee that the individual
knows how to use the media, neither does production
guarantee that students are able to understand and
analyse the media and the messages they spread. Nor
does it suppose that they put into play critical capacities;
teens can only reveal a technical know-how. As Garcia-
Ruiz and colleagues reported, “the use of machines or
technological devices does not guarantee their adequate
use, as far as that required to be media proficient”
(Garcia-Ruiz et al., 2014:21).

Irene

13 YEARS OLD - FEMALE
Spain

Interviewer: And what about making a video
with photos, how does that work?

Irene: Well, you have lots of pictures, for example
with a person, and you want to congratulate her.
Then you put all those photos together with the
music you want, and you can also add a text.
Interviewer: And you send it to that person...?
Irene: No, | post it on Instagram.

The skills presented are used in informal learning
environments, but can be exploited and promoted in
formal learning contexts. Our goal is to raise awareness
of the need to incorporate these skills across curricula
and to contribute to bridging the gap between in-school
and out-of-school teen activities and experiences.
Therefore, the following examples are intended to
inspire and assist teachers in this transposition from
informal to formal, by encouraging them to develop
activities that fit the principles and objectives of Media
Literacy. This grid has a double advantage: on one

hand, it is based on the abilities reported by the teens
themselves or that were observed during the fieldwork
with them, as stated before; and on the other hand, it is
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an international proposal, since it results from crossing
results from the participant countries, that is, from
different social and cultural contexts. The skills identified
can be extended and completed, the categories are not
exhaustive. It is important to bear in mind the production
dimension and incorporate it into educational practices.
The work could be proposed to students working
individually or in groups, as part of class projects or other
activities that go beyond the classroom. Moreover, it

is always possible to link production activities to the
topics of different subjects. Production skills, as noted
above, must go hand in hand with critical analytical
competences, and it is fundamental that students are
able to critically discuss and evaluate their own products
and the creation process. Jenkins et al. (2006) consider
that formal learning is more static and informal learning
is more innovative and experimental. The proposal is to
bring this innovation to formal education, promoting a
more empowered citizenship.

Michael

14 YEARS OLD - MALE
Colombia

Interviewer: What is essential to achieve

a good meme?

Michael: Well, it should be funny and
understandable because sometimes there are
memes that you don’t understand, or at least

I don't.

Interviewer: Is the meme planned or produced
spontaneously?

Michael: In the moment, | see the image and the
meme occurs to me. Once | tried to invent one
because | was not making friends, | was at home,
then | wanted to invent one but | couldn'’t,

that was at the time, at school.

Interviewer: How should they be?

Michael: Well, let’s say, the vignettes, well, too.
The vignettes must be nice, good, not blurry but

sharp to see the face of the ‘man’ (in English).
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Final remarks

The school curriculum provides several opportunities
for promoting students’ creative expression and
active participation. However, in some areas it tends
to propose skills that are more connected to technical
and technological areas. These are also important,
but they need to be complemented and reinforced by
the development of communication and cultural skills
that encourage teens’ civic interests and ensure that
their practices as produsers and as participants shape
ethical standards. When young people are challenged
to perform media-production activities and take on
the role of media makers, they have the opportunity
of actively reflecting on their media-consumption
experiences and they learn to recognize that media
shape our perceptions of the world, like their own
creations do. They also deal with ethical norms as
they need “to cope with a complex and diverse social
environment online” (Jenkins et al., 2006:15). Education
and schools face a huge challenge in preparing
students for a demanding digital era and Jenkins says,
“everyone involved in preparing young people to go
out into the world has valuable contributions to help
students acquire the skills necessary for becoming full
participants in society” (Jenkins et al., 2006: XIV-XV).
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Production skills

SKILLS SPECIFIC SKILLS DESCRIPTION AND EXAMPLES
To create and To conceive To find inspiration in others’ creations for creating new writing contents.
modify written
prod:Zti ons E.g., [Tal I was just going through the Internet to find some more ideas for stories.
Toplan To plan and organize the structure, plot, etc. of a text.
E.g., [Ws] A working group made a list of the characters they intended to use, the roles the
characters would play, and the settings and time when the action would be set.
To write To write novels, poems, short stories, school assignments, blog entries, supporting texts to
other formats, songs, etc.
E.g., [Int] What do you write about?
[Ta] Well it depends on how inspired | feel that day, because I'm a night person and it kicks in just
before going to bed. Then | take a piece of paper, a pen and | write a story.
Toreview To review personal and others’ creations and to suggest improvements or changes.
E.g., [Ta] | just reviewed what she was writing.
To modify To appropriate someone else’s text and make changes to it.
E.g., [Ws] Some group members modified the story initially planned by another member.
To use writing To use word To know how to use Word (Office), Open Office.
software and rocessors
apps P E.g., [Int] What software do you use?
[Ta] Word or Paint depending on what | wanna do. And that’s about it. | used to use Prezi.
To use blogging To know how to use writing apps and platforms.
and presentation . .
" E.g., [Int] Do you use those to improve your course assignments...
and other writing . W L,
platforms and apps [Ta] Yes, for example, when | get assigned some coursework to do, and they say “You can do it with...
like, you have to do it... in PowerPoint, is like... Prezi is better, | like Prezi better because it’s more
like...
To create and To conceive To find inspiration in others’ creations for creating new audio contents.
modi
audi ofy E.g., [Ws] Working together, they write lyrics that refer to the typical catchphrases teachers say in
productions class (“Homework, homework...”).
To plan To plan a story using a script of a recording.
E.g.,[Ws] The group asks a classmate to make a singing test on their mobile, and then each person
makes her own test. Ainhoa offers to look up a theme that makes her voice “prettier”. Everyone is
listening to themselves singing. In the end, all decide to make a karaoke-like parody of the hit “What
does the fox say?”
Torecord To use a sound recorder.
E.g., [Int] In the Workshop you used Audacity to make a radio soap opera.
[Ta] Yes... This is for the voice, to record stuff, to cut music... Sometimes we make audios for class...
To edit To edit a recording using sound editing software.
E.g., [Int] In the Workshop you used Audacity to make a radio soap opera.
[Ta] Yes... This is for the voice, to record stuff, to cut music... Sometimes we make audios for class...
To produce aradio To find the sources, write, record, and edit a radio show or podcast.
show
E.g., [Ta] There was a subject called Radio and you had to make improvised interviews...
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SKILLS SPECIFIC SKILLS DESCRIPTION AND EXAMPLES

To create and Toreview To review personal and others’ creations and suggest improvements or changes.

modi

audi ofy E.g., [Ws] The group revised their recordings to decide if they had to start over again.

productions

To modify To appropriate someone else’s audio and make changes to it.

E.g.,[Ws] One of the girls used an audio software to create a mix tape that she shared on social
media.

To use audio To use software and To know how to use audio tools.

recording and apps

editing tools

E.g., [Int] In the Workshop you used Audacity to make a radio soap opera.
[Ta] Yes... This is for the voice, to record stuff, to cut music... Sometimes we make audios for class...

To use digital devices

To know how to use a mobile phone to record audios.

E.g.,[Ws] They don't have any apps for voice editing, so one of the girls just downloads the tune
‘What does the fox say? on her mobile, and then they record the voices using another mobile.

The result isn’t convincing and so they ask for permission to move to one of the coordinator’s PCs,
which has working sound, where they play music from YouTube and start singing while they record
themselves.

To create and
modify drawings
and designs

To conceive To find inspiration in others’ creations for creating personal drawings and designs.
E.g.,[Ws] They are trying to draw a porcupine and looking for some inspiration in a fairy tale book
online.

Toplan To create a comic sketch.

E.g.,[Ws] The group decides together what images will go in each vignette of the comic they are
drawing.

To design alogo

To make a logo.

E.g., [Ta] We created a sort of logo, we put it at the beginning of the video along with music, and
then the video started.

To design graphic art
for video pieces

To make a logo for a YouTube channel using design software such as Photoshop or to build
virtual objects.

E.g., [Int] This software... What was it for?
[Ta] Yes, it was for design... Intros and that.

To draw and paint

To make drawings and paintings.

E.g., [Int] Do you draw?
[Ta] I do. Now, I'm attending manga classes. I've just signed up. Although, well... It's still pretty basic.

Toreview To review personal and others’ creations and to suggest improvements or changes.
E.g., [Int] Do you draw?
[Tal I do. Now, I'm attending manga classes. I've just signed up. Although, well... It's still pretty basic.
[Int] And how do you draw them?
[Ta] Well, | copy them. For example, the other day | made this... It's a face, that’s the most basic that
I have...

To modify To appropriate someone else’s drawings or designs and make changes to them.

E.g., [Ta] Sometimes when you are bored, you... like, you go to Paint, and take his eyes out from
him... You're bored, you draw stuff on him.
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Production skills

SKILLS

SPECIFIC SKILLS

DESCRIPTION AND EXAMPLES

To use drawing
and design tools

To use digital tools

To know how to use digital tools.

E.g., [Ta] | used Photoshop for... for example, to create a cube’s texture, or whatever, so | was just
there tweaking it with Photoshop.

To use analogic tools

To know how to use traditional drawing and painting techniques and tools like watercolour,
charcoal drawing, paintbrushes, etc.

E.g., [Ta] l used to draw for real. Look, I've got a tattoo over here, | just keep drawing stuff all over my
arms.

[Int] Have you done that yourself?

[Ta] Yes, | was bored.

To create To conceive To find inspiration in others’ creations for taking photos.
and modi
phot ograz\i c E.g., [Ta] Look, | follow Tumblr blogs and things like that. They are owned by girls who give loads
productions of ideas on how to make pictures. And well, sometimes you try and say “Oh that’s a nice pic”, and
sometimes you say “This sucks big time”.
To plan To search for an original landscape to take a photo.
E.g., [Int] Do you think out the atmosphere of the picture before you take it?
[Ta] Yes, for example, because | have a white wall in my bedroom, | usually take pictures there
because lots of photographers choose white walls.
To take photos To take a selfie, capture a landscape, carry out a shoot, etc.
E.g., [Int] Do you enjoy snapping selfies?
[Ta] Yes... (*laughing)
[Int] Why do you like selfies?
[Ta] Because I look better in selfies.
To edit To apply filters, touch up pictures, etc.
E.g., [Int] And when you share pictures, do you put a filter on them?
[Ta] Yes, | upload them... | put a filter or something like that, a frame, whatever, like in black and
white.
To make collages To make a photo collage.
E.g., [Int] And these collages, do you make them with this app or with Instagram?
[Ta] No, with Instagram, with a brand-new one called, let me look [searches mobile] Layout.
To review To review own and others’ creations and to suggest improvements or changes.
E.g., [Ta] Well, | always show the pictures to my mum. For her to say if she likes it or not... | also go
to my brother and if he says it sucks and my sister says the contrary... Then, | spend a lot of time
thinking about the picture and all that.
To modify To appropriate someone else’s photos and make changes to them.
E.g.,[Ws] The boys of the group draw some characters with Paint while the girl googles some images
to place them. The idea is to make a comedy comic strip with a porcupine as the main character.
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SKILLS SPECIFIC SKILLS DESCRIPTION AND EXAMPLES
To use To use cameras To use cameras (both analogic and digital) such as Polaroid (instant camera), Leica, Reflex
photographic camera, etc.

and editing tools

E.g., [Ta] | use the camera, a Canon, or the phone camera if | don’t have anything else at hand.

To use software and
apps

To use photographic software and apps such as Afterlight, Picsart, Retrica, VSCOCam, Yin,
Instagram, Snapchat, Photoshop, Picsart, Phhoto, Layout, Facebook, in-built mobile gallery
apps, etc.

E.g., [Int] What about the tablet you use to edit photos? What apps have you installed?
[Ta] Loads. Afterlight, VSCOCam, Picsart... | have a lot, really.

To create
and modify
audiovisual
productions

To conceive

To find inspiration in others’ creations for creating personal videos.

E.g.,[Ws] The group starts this part of the workshop watching Harry Potter parodies on the phone.
They have set out to make a parody.

To plan

To plan the organization of a video: structure, storyboard, shoots, etc. (either filming or
editing).

E.g., [Int] Did you write a script first?
[Ta] More or less, because we first sketched out a short script with the ideas we wanted, but it wasn’t
as planned as in the other groups.

To film

To film images, live action images, gameplays, machinima, etc.

E.g., [Int] Is everything ready to film?

[Ta] Yes, we have downloaded some apps.

[Int] What have you downloaded?

[Ta] Action, which is a recorder to capture how we play, and then video editors.

To direct

To decide the frame composition, to decide when a take is good or should be repeated, etc.

E.g., [Ws] This group opts for making a horror film trailer, and shoots it with an iPhone. Alba takes
the role of director while Maria and Cristina perform in front of the camera. During the process,
Maria mentions that she has taken up theatre as an extracurricular activity and asks the coordinator
to leave the classroom to shoot some scenes. Alba looks for the best shot in relation to lightning, and
edits the trailer as she films with iMovies, iPhone’s built-in videomaking app.

To edit

To edit footage using an editing software such as, for example, Final Cut Pro X.

[Ta] Well, we made a video and we edited with an app we had, and we were cutting them in parts.
[Int] What did you use to edit it?
[Ta] VivaVideo

To review

To review personal and others’ creations and to suggest improvements or changes.

E.g., [Ws] When the group is done with editing, it reviews the video and decides what to change.

To modify

To appropriate someone else’s videos and make changes to them.

E.g., [Int] Have you done this before?
[Ta] Yes, we took Gangnam Style, changed the lyrics and made a sort of music video.

1.1 Production Skills
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SKILLS

SPECIFIC SKILLS

DESCRIPTION AND EXAMPLES

To use filming
and editing tools

To use software and
apps

To know how to use different software and apps like Action, Cinema 4D, Sonyvegas,
Snapchat, Phhoto, MovieMaker, Flipagram, iMovie, Instasize, Videoscribe, Vivavideo,
Camtasia, Fraps, Dubsmash, Musical.ly, TextAloud, Capto, etc.

E.g., [Int] Did you shoot the images?

[Ta] Yes. We filmed it.... And we cut and pasted it.
[Int] What app did you use?

[Ta] Viva Video.

To use digital devices

To know how to use digital devices like a mobile phone, capturer, microphone, etc.

E.g., [Int] What do you do when you wanna make a gameplay video?
[Ta] | use a computer application.

[Int] Which one?

[Ta] Action, for example.

To code software
and build
hardware

To create a website

To create a website both through a template (blog platforms: Wix, Tumblr) or by writing the
source code.

E.g., [Int] Which program?
[Ta] It's called Wix. It's free... It includes templates and all you want. | love it. The teacher
recommended another one, but | don’t remember its name.

To set up alocal
server

To set up a server port.

E.g., [Int] Where do you have it? In your bedroom?

[Ta] No, for example... No, well, | don’t have Switch but | do have a server that allows you to, for
example, you connect from here, you open a file, save a document, go to your laptop, and you can
Access to that very document in there.

[Int] So if you set up one, do you have a fourth PC to play?

[Ta] Yes, but that PC will be for playing, but if | try to play a game in this PC, it literally crashes.

To build a computer

To buy the computer components in pieces and put them together.

E.g., [Ta] The thing that I'd like to do the most now is... My product, to buy the components, the
peripherals...

[Int] Where do you get them?

[Ta] At PC Componentes [a popular Spanish tech website] A gaming computer. And there you buy
the motherboard, the compressor, the diversor, the thermic paste, and the rest of the things.

To modify
software and
hardware

To change a DVD

zone

To change the settings of a DVD to watch movies from other zones, or play videogames.

E.g., [Int] Can you hack a DVD reader according to regions and videogames, too?
[Ta] Yep. There's also a way for videogames.

To formata PC

Toreset a PC back toits original state.

E.g., [Ta] Well, formatting can be tricky... For example, these days | have a programme for Windows
for which I have all the keys. No licences, | can set Windows up back to its original state, something
that can cost you 70 bucks, but | do it for free.

To manipulate TV
decoders

To unblock TV settings to watch pay-per-view content for free.

E.g., [Int] For example?
[Ta] For example, you have a channel decoder. | can enter codes to watch Canal+ and other sports
channels for free.
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SKILLS

SPECIFIC SKILLS

DESCRIPTION AND EXAMPLES

To modify
software and
hardware

To manipulate WiFi
networks

To unblock a WiFi password and prevent the owner from accessing their own network.

E.g., [Ta] WiFi is so easy, really.

[Int] So you were saying you can enter a network without a password

[Ta] Yes, because there’s an international IP address, because all routers have an address. If you
know the router address then you can do whatever you want. You can change up data, the speed,
you can even know the phone number that IP is attached to, how many people you are calling, you
can control routers at your whim... You can do everything. But, for example, the computers at school
have a well-protected server.

To use coding
and ICT tools

To use aremote
access

To use AnyDesk to access a computer from another one.

E.g., [Ta] There’s also a software for... Well, | know how to use it and you can control your PC at
home with a phone.

To perform order
commands

To know useful shortcuts to perform system processes.

E.g., [Ta] Thanks to this order command you can... For example, if you have a closed session... Before
working on your PC, you have to start your session. Let’s say one day you forget your password
which can be a common mistake. So thanks to this order command and the operating system...you
can restore the password for the operating system. It’s like re-installing the operating system, put it
on repair mode, and then you start writing some protocols.

To use programming
languages

To know how to use programming languages like Java, Ruby, etc.

E.g., [Ta] But now I'd like to know more about the ascendant language, Javascript.

To create
and modify
videogames

To conceive

To find inspiration in others’ creations and think of suggestions for future and more
interesting videogames.

E.g., [Ws] The group members constantly go to YouTube to find ideas on how to improve their skills
in Minecraft.

To plan

To think up the concept and rules of a videogame and make strategic decisions to produce
content.

E.g., [Ws] The group debates the features they would include in their ideal videogame.

To code

To write up the code source of a videogame.

E.g., [Int] And you were never into videogames?

[Ta] Videogames... I'm in the process of learning.

[Int] Is there a software for programming videogames, something simple?
[Ta] Yes, Scratch.

To design graphics
and characters

To draw and build landscapes and characters.

E.g., [Int] And you were never into videogames?

[Ta] Videogames... I'm in the process of learning.

[Int] Is there a software for programming videogames, something simple?
[Ta] Yes, Scratch.

To review

To review personal and others’ creations and to suggest improvements or changes.

E.g., [Ta] My brother didn'’t like the character | had created, he thought the clothes | used were too
stereotyped.

1.1 Production Skills
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SKILLS SPECIFIC SKILLS DESCRIPTION AND EXAMPLES
To create To ‘mod’ a videogame To change the source code of a videogame to introduce new landscapes or features or to
and modify code or a console change the external appearance of a game console.
videogames . .
E.g., [Ta] Well, to create a mod you have to... customise everything, for example, you have to add
your own texture, you have to add colours... You gotta customize all the blocks in Minecraft, all of
them.
To hack avideogame To manipulate a videogame or a console deeply so it provides more perks than those legally
or aconsole intended (e.g., to make a PlayStation 3 console reproduce games designed for a previous
console such as PlayStation 2 and older devices), to unblock pay-per-play features or
contents in order to play them for free.
E.g., [Int] And how did you hack a PsP?
[Ta] My mum was looking at some YouTube videos and typed in “How to hack a PsP?”
[Int] Your mum?
[Ta] Yes, my mum helps me.
To use tools To use coding and To know how to use coding and graphic software like Scratch, Photoshop, etc.
for videogame graphic software

creation and
modification

E.g., [Int] And you were never into videogames?
[Ta] Videogames... I'm in the process of learning.
[Int] Is there any software for coding videogames?
[Ta] Yes, Scratch.

To create cosplay
and costumes

To conceive To find inspiration in others’ costumes.
E.g., [Ws] A boy from one of the workshops explains that he is searching the Internet for ideas to
make a costume to attend the Manga Salon with his girlfriend.

Toplan To select the characters to cosplay and the materials to create the costume.
E.g.,[Ws] The boy says that he isn’t sure about what costume he will be wearing but it'll be anime
for sure.

To design and To design and sew a costume.

roduce costumes
P E.g., [Ws] They will make the costumes themselves.
Toreview To review personal and others’ creations and suggest improvements or changes.

E.g., [Ws] They make the costume and the changes they consider convenient.
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1.2

TRANSMEDIA SKILLS AND INFORMAL LEARNING STRATEGIES

Management Skills

Raine Koskimaa

UNIVERSITY OF JYVASKYLA
Finland

Management skills in the Transmedia Literacy
framework have been grouped into three main
categories: Individual Management, Social Management
and Content Management Skills. These are further
divided into main skills and specific skills. The nature of
management skills is such that people are not always
even conscious of them and thus, it was important

that during the data-gathering process there were the
workshops where the informants could put the skills
into action.

Individual management and social management
skills, in a way, are close to each other, whereas
content management skills are somewhat different
in nature. There is, however, a significant overlap
between these when it comes to managing self-
representational content in social media, the most
obvious example being selfie-images published in
Instagram. We consider, however, that the tuning of
one’s self-representation in social media is individual
management, whereas content management is more of
a technical question.

1.2 Management Skills

Individual management skills

Individual management skills refer to the subject’s
ability to self-manage resources and time, as well as
their own identity, feelings and emotions. The main
skills here are Self-manage, Manage personal identity,

and Manage personal feelings and emotions. Time-
management is an area where several interests overlap.
Parents and schools pose time limitations on teenagers,
and there may also be sports, music or other hobbies
taking their share of the day. Within these constraints,
a significant challenge for the teens is to secure time
for the more leisurely media use, be it participating in
social media or playing games. A common strategy is to
try and arrange the compulsory tasks in such a way that
as much continuous, uninterrupted time is reserved for
playing or media use as possible.

Another perspective is taken in some cases, where
the teens themselves consider it problematic that
they spend so much time with the media, neglecting
homework and friends. There are examples where

teens consciously limit their own media time:
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Giovanni

17 YEARS OLD - MALE
Italy

When | was little, | was obsessed with videogames.
| spent all day online, playing online with other
people, participating in forums; fortunately, | now
have other things to do... school is hard work, | go
out with friends.

Mary

14 YEARS OLD - FEMALE
Australia

| used to use it [Instagram] a lot more and then
| realised how much of my time it was wasting
so now when I'm bored | just scroll through it.

Managing the resources gains more importance the
more restricted the resources are. The lack of online
access or up-to-date devices requires strategies to
overcome these limitations, like downloading content
using a friend’s computer with online access, and
storing it on a USB stick so that they can watch it on
their own, non-connected computer.

Individual management in the sense of managing one’s
appearance in social media is partly overlapping with
the risk management discussed in another part of

this book. The starting point is, however, that teens
often very carefully tend to the construction and
management of their digital identity. Moreover, if the
teen feels that they are deviating from the social norms
of their surroundings, then the role of social media
increases in importance:

Lucy

15 YEARS OLD - FEMALE
United Kingdom

I think that, like, you can express yourself a lot on
there (...) | don’t really know how to, like, word it
(...) But, like, you can, like, show your true interests.

WhatsApp seems to have gained a status of a practical
communication tool, where the message delivered is
more important than the appearance, but otherwise,
and especially for Instagram, each posting, comment,
and liking is a part of the personal identity project. This
brings aesthetic evaluation into the picture, in that
stylistic issues are as important, and in some cases
even more important, than the content in the identity

construction.

In online game environments self-management is
more explicit and formal. The game servers keep highly
detailed statistics of the player’s performance, and the
players give much value to these rankings. The choice

of enemies as well as teammates is rigorously carried
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out to optimize the performance. The loot boxes, which
may be opened if a small amount of money is paid, were
not such a big phenomenon at the time of our data
gathering, but they have made a visible breakthrough
during the last year in gaming. This is closely related to
the self-management topic, as the contents of the loot
boxes in most cases do not affect the player/character’s
performance, but solely contribute to the appearance
of the character’s apparel.

There is also another level of self-management in the
customization of the interfaces or the physical devices
themselves. Girls especially may have a wide array of
smart phone covers and they choose a suitable cover
to match the colour of their outfit, for example. Phone
covers with images of pop stars or sports team logos
are also important means of expressing personality.

On a more complex level, many teens also express their
personality through the production of media stories.
Writing fan fiction, for example, is a way to identify
with a specific fandom, but may also be a way to deal
with one’s own feelings, hopes and fears, opening

up possibilities to be empathetic and experiment

with different emotions. Going this deep into the
psychological processing of growing up, however, does
not necessarily belong to the area of self-management.

Social management skills

Social management skills are a set of skills referring to
the ability to communicate, coordinate, organize, lead
and teach while gaming and producing collectively, both
virtually and in face-to-face situations. This set also
includes skills related to participating in social media.

The main skills of collaborating, coordinating and
leading all refer to situations where two or more
people are doing something together. These kinds of
situations were witnessed in the workshops where
teens were asked to do things such as create a story

1.2 Management Skills

or invent quiz questions in small groups. They were
also described in the interviews, especially concerning
online gaming. It seems to be quite natural for teens

to divide tasks according to each person’s interests
and abilities, and the role of leader can also be decided
smoothly. Activities like organizing a video recording
session, and distributing roles or tasks in filming or
editing, and deciding what activity each group member
will perform did not seem to pose serious challenges
for the teens when left on their own. The activity in
social media and demonstrated ability in content
creation are recognized within the groups comprised
of classmates, and this kind of authority is respected
among peers. Collaboration seems to be consensus
driven rather than authoritarian, but this may be partly
due to the fact that there was quite a lot of freedom

in the workshop tasks and possibilities of integrating
alternative approaches.

Collaboration also takes other forms than group work.
It may mean asking for help or providing help to others;
for example, looking for beta readers to get feedback
and to improve one’s production, or helping others

in editing pictures, or helping friends in their photo
sessions by looking for suitable locations, etc. Within
families, teens often have to teach their parents how
to use devices like smart phones, tablets and laptop
computers, or social media services:

Harry

18 YEARS OLD - MALE
Finland

| think | know quite a lot about technology,

I'm usually the one who fixes things in my family.
My parents don’t know that much about
computers and other stuff. They ask me for

help quite often in their problems.
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Between siblings, the rule of age does not hold, but

the expertise in using something or playing a certain
game grants a status where the younger child can also
teach older brothers and sisters. Helping friends and
schoolmates is normal, and based on the workshop
observations, there was no problem in accepting help
from friends on topics they happened to be more
experienced in. In many cases the peer groups provide just
the right level of instruction and challenge, in the “zone of
proximal development” using Lev Vygotsky’s concept (see
McLeod, 2012). Teaching others is also significant as an
informal learning strategy because teaching may inspire
more in-depth mastery of certain skills.

Participating in social media is another main skill in
the social management field. Participation in social
media requires a variety of skill sets, covered in

other chapters of this book, but here we concentrate
on skills related to social relationships and online
communities. Specific skills include liking, commenting
and sharing, not in the trivial sense of how to express
liking by clicking a specific button, but in a sense of
using liking, commenting and sharing in a social way,
to tighten the bonds between peers, make distinctions
based on taste (especially in popular culture) and
engage in fan communities.

Liking other people’s posts is often more of a sign of
belonging to a certain group than actually liking the
content or quality of the post. This may develop into

a social norm, where neglecting the expected liking of
a peer’s post may result in being left out of the group.
There is even an application, Instalike, to automatically
“like” everything published by someone you follow:

Marisa

13 YEARS OLD - MALE
Italy

We downloaded Instalike; basically, if you follow
someone it lets you put a Like automatically.

36

When teens follow celebrities and others whom they
do not know personally, liking a post is considered a
lower-threshold action compared to commenting.
Re-posting or circulating other’s posts are acts of self-
management as well as indications of belonging to the
same group. The teens are usually highly conscious of
who is following which channels, and they use different
channels like Snapchat versus WhatsApp depending
on who can see the messages, or apply sharing filters
(e.g., Friends Only) on the pictures or posts uploaded
on Facebook. It should not come as a surprise, when
we are looking at phenomena such as social media, that
personal self-management and social management are
closely intertwined and often impossible to tell apart.

Coordinating collective actions in relation to gaming
is an important field of social management skills. To
coordinate gaming sessions is just a starting point for
the multifarious activities during the gameplay. There
is quite a lot of research literature available related to
online gaming and how the tasks and duties are shared,
what kind of communication channels are used, and
what kind of leadership qualities are required from an
online gaming clan leader (Taylor, 2006). Coordinating
a team of players to make a mission in a videogame
requires both skills in managing human resources,
and authority for getting others to follow orders.
Most of the active players are able to employ several
communication channels, often simultaneously, to
initiate a play session. WhatsApp, Skype, and game
specific discussion forums may be used to find out
who is available for a session, when to start and end,
and which server to choose. Also during the game,
additional channels may be used on top of the in-game
chat and/or voice channel to coordinate actions and
make tactical and strategic planning.
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Content management skills

Content Management skills refer to the ability to
manage different media contents through a range of
platforms and media: to select, download, organize and
disseminate. Teens demonstrate skills like searching,
selecting and downloading content like images, songs
and videos. They are also quite capable of managing
content archives, but the availability of storing space

in cloud services and efficient search engines, as well
as the increasing use of streaming content (instead of
downloading and locally storing) diminish the need

for more complex archiving practices. In many cases

it seems that the social media platforms themselves,
especially YouTube and Instagram, are considered the
main archives, and YouTube is very often the first place
to start looking for specific content, even more often
than proper search engines. When most of the content
consumed is accessed through streaming services,
management of play lists takes on a significant role.

Sobie o phorte [
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Sharing these lists, as well as the information of
current choices of music listening, for example, are
important for these teens, and here, again, content
management comes close to self-management, as play
lists are tools for creating a public persona.

One challenging area of shared self and content
management are the posts, images especially, featuring
oneself, but uploaded by someone else. Keeping track
of where you appear yourself is important, and forms a
significant part of content management.

In addition, as teens are engaged in several social media
services, managing the transmedial complex of social
media accounts becomes a challenging task in itself.
There are certain limitations as well, because many
social media accounts have a minimum age requirement,
and younger teens especially may not always be allowed
to set up and manage a personal account.

1.2 Management Skills
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Final remarks

Individual management and social skills in particular
are under strong development during the teenage
years, and we found significant differences in the level
of these skills among the teen groups in this study.
Issues related to individual management and social
management are also quite sensitive and can cause
tensions, probably more so than many other of the skill
areas discussed in this book.

In the area of social and content management in

social media, there is a lot of peer pressure and strong
expectations of following common standards. Social
media services are also enforcing this through practices
like ‘streaks’ (counting the subsequent days certain
social media friends have maintained active connection
with each other). Serious management skills are often
required to follow these social norms, and the difficulty
factor is increased in that they may clash with the more
traditional social norms and values (like the shared
time between the family). Parents are becoming used
to being taught technical issues by their kids. The next
step might be to accept that the social media norms
deserve respect, and become receptive to guidance by
teens in this area as well.
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Individual management skills

SKILLS

SPECIFIC SKILLS

DESCRIPTION AND EXAMPLES

To self-manage

To manage resources

To use the available resources in the most effective way.

E.g., [Ta] I have no Internet at home and | get bored really fast so | download all the games at
school and when | get home | just play them.

To manage time

To choose the right combination of resources, time and access and to manage the own media
diet.

E.g.,[Tal I saw it on the App Store home page. You had to pay for it, so | put it on my wish list, and
then | saw it one day and it was free, so | just grabbed it.

To manage
the own identity

To express one’s
personality through
the production

of media stories
and interface
customization

To position oneself within a cultural system, or try to take distance from it.

E.g., [Ws] Some group members express their passion for Japanese cultures. Some students really
like manga.

To exercise the
reflection on oneself
identity construction

To use media to cope with different issues such as gender roles or friendships, or to reflect
about oneself.

E.g.,[Ws] A girl writes Wattpad to write stories about celebrities (One Direction). The story features
teenagers dealing with homosexuality.

To manage own
feelings
and emotions

To be empathetic
and open to
experiment different
emotions

To experiment different emotions and situations through media use or simulation.

E.g.,[Ws] One boy in the group admits to using videogames as way to cope with fear.

To be resilient and
adaptive

To cope with frustration and other negative feelings, to recognise own strengths and others’
ones.

E.g., [Ta] I'm not really good at art. I'm not really the artistic type, so | wouldn't be able to do game
designing, but | could design, like, the story of a game. | could become a designer.

To manage unrest

To seek peers’ advice and help in situations of intimate unrest.

E.g.,[Ws] How did this youtuber help you?
[Ta] Through his videos he made me realize how important is to eat, to be healthy, to live, above all,
and then | thanked him for his videos. | sent him a private message and then he answered me.

1.2 Management Skills
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Social management skills

SKILLS

SPECIFIC SKILLS

DESCRIPTION AND EXAMPLES

To participate
in social media

To like

To like content on social media.

E.g., [Int] Sharing?
[Ta] Like, they can like the picture, and they can share it themselves if they want to.

To follow

To follow a different range of content on social media.

E.g., [Int] Do you also follow her?
[Ta] Yes... Though | don't like her as much as | like Dulceida, because she is like a replica of her.
Like, she tries to be as original as Dulceida but you gotta have talent to do this.

To comment

To comment on different content on social media or message boards.

E.g., [Int] Have you ever participated in a message board asking things?
[Ta] Yes, for example in the oficial forum, once | reported having issues with a bug.

To tag

To tag people onto content that may be of their interest.

E.g., [Int] Do you tag pictures when sharing them?
[Ta] Yes, | have people who | always tag and hashtags that | always use.

To share

To share content through different social media.

E.g., [Int] Do you share pictures on Instagram?
[Ta] Yes.

[Int] And the same one you share on Facebook?
[Ta] Yes.

To chat

To talk to people using social media or instant messaging platforms.

E.g., [Int] Do you have a Whatsapp group to play?

[Ta] Yes, yes.

[Int] But you told me that you Skyped while playing.

[Ta] Yes, we only use Whatsapp to meet up and organise ourselves.

To identify patterns
on social media
users’ actions and
motivations

To identify regular behaviours and motivations of social media users.

E.g., [Ta] Dulceida | think, is the most genuine of them all. She has good pictures, good cameras,
but... She isn't the typical one you know is fake on the spot... | mean, she doesn’t go around changing
outfits and tagging brands all the time... No, she’s different.

To engage in fan
communities
about (transmedia)
narratives worlds

To actively participate on fan communities through debate or creating content.

E.g., [Int] So you look at the comments?

[Ta] Yeah, buy sometimes | try not to because there’s always the resident troll who spoils the
episode.

[Int] Have you ever commented?

[Ta] Yes, yes., when | love the episode then | comment.

To position a
personal brand

To create a personal brand by strategically managing a social media account.

E.g., [Int] Do you put up an ad saying “I can do this and that"?
[Ta] People usually knows you, if you are good they know you.

To actively perform
social media
marketing strategies

To create suspense strategies in delivering online content, to monitor the feedbacks related
with the own content creations through social media, etc.

E.g., [Int] Have you noticed an increase of followers since you make your account public?
[Ta] Yes, I got a notification for you to explore others’ pictures that are usually the ones with the
most likes, you know? So they come up and | guess that’s how they saw me and they like it.
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Social management skills

SKILLS

SPECIFIC SKILLS

DESCRIPTION AND EXAMPLES

To participate
in social media

Tolearnand
experiment the
own social abilities
by performing
netiquette rules

To shape own behaviour according to the different codes of each digital environment.

E.g., [Int] What do you prefer, Snapchat or Instagram.

[Tall like them just the same. But... Snapchat is more like you life... | dunno, maybe on Instagram,
all you is sharing your pretty pictures, you know? With filters and all... While on Snapchat, if you
want a share a picture, you just share it and that’s it.

[Int] So Shapchat isn’t about aesthetics?

[Ta] Yeah, perhaps on Instagram you think twice before sharing a picture.

To perform social
experiments

To propose challenges and observe people’s reactions in critical situations.

E.g.,[Ws] One group explain that they participate in challenges such as “Yoga challenge” or
“Chabby bunny”, or they propose challenges imitating youtubers.

To collaborate

To help others
in their content
creation

To consult/use others’ feedback to quick review and adjust the own creations according to an
external point of view. Also to offer help to others in their creations.

[Ws] Each member of the group reviews what the others have written.

To create
collaboratively

To create something collaboratively.

E.g.,[Ta] One day they told me it was way too short, that it only had three pages but then other
day that it was too long with six pages.

To play
collaboratively in
order to accomplish
amission, or a goal

To play with a group of friends to fulfil the game goals.

E.g.,[Ta] We wouldn’t have conquered the island, hadn’t we done some teamwork first.

To create social rules
when producing
contents or playing

To create social rules and test them while producing contents or playing.

E.g.,[Ta] Nobody talks when we are farming [a Minecraft’s term].

To keep up with
contents with the
collaboration of
others

To consult others first in order to buy, to download, or to select a content.

E.g., [Int] How do you make your choice?

[Ta] Well, looking up on YouTube, asking a friend... Looking for apps... There's a lot of videogaming
sites on the Internet, we keep looking and if we like one, we download it and test it. And if we like
it, we keep playing.

To recommend
others contents,
tools and ways of
doing

To express your own tastes about different media contents and recommend peer about what
to consume on media.

E.g.,[Ta] My pals make some recommendations and we play online together.

To collectively
monitorise cheating
when playing

To detect cheating in group and monetarises it.

E.g.,[Ta] And another thing that bugs me off. Look, lots of people tend to go to big servers. So, what
happens? That hacks can't be... They can’t be easily spotted, so what happens? That if there’s a lot of
people, then it’s super difficult to control all these people.

To collaboratively
create, manage,
and promote
social media and
networking

To manage social media and networking in group.

E.g.,[Ws] One group explain that they have created a YouTube channel to share their gameplays.

To negotiate turns to
use devices

E.g.,[Ws] One girl says that she has to negotiate with her siblings the computer or TV use at home.
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Social management skills

SKILLS SPECIFIC SKILLS DESCRIPTION AND EXAMPLES
To coordinate To coordinate To distribute tasks in audiovisual production (video, fanfic, photo session, etc.).
and lead and lead a group To decide what activity each group member will perform: camera, actors, sound, etc.

of people when

creating contents E.g., [Ws] This group opts for making a horror film trailer and shoots it with an iPhone. Alba takes

the role of director while Maria and Cristina perform in front of the camera. Throughout the process,
Maria mentions that she has taken up theatre as an extracurricular activity and asks the coordinator
to leave the classroom to shoot some scenes. Alba looks for the best shot in relation to lightning, and
edits the trailer as she films with iMovies, iPhone’s built-in videomaking app.

To coordinate and To coordinate and lead a team of players to go online and play.
lead a group of

players E.g., [Int] When you play with pals online, do you guys take a specific role?

[Ta] Yes, we organise ourselves.

[Int] Like in a system?

[Ta] Or everyone goes their own way but we rarely do that... We always go “You two go get that
tower. The others, follow”... Because there has to be a leader, you know?

To coordinate/lead in To block (to ban) someone’s access to the community because they cheated.

online communities
E.g., [Int] Can you do it? Banning someone because they insulted others?

[Ta] For bad language | think it was, for inactivity when there’s no game on. Even for not being skillful
enough!

To organise events To organise events, meetings, conventions in relation with media.

E.g., [Int] Do you have to attend the event? As in being physically present?
[Ta] Yep, well, there are some tournaments where you don’t need to, but normally at finals or
important tournaments, you gotta be there.

To teach To teach how to To teach how to edit, record, write, etc.

roduce contents
P E.g.,[Ws] One of the girls teaches another girl how to write a basic script for the characters they wil

be playing later on.

To teach how to play To give guidelines/indications on how to play, solve problems or speak (jargon) on
videogames.

E.g.,[Ta] I taught them to aim, shoot, run, look for grenades, what guns to use at certain moments.

To teach how to deal To teach about technology and digital tools.
with technology

(hardware, software E.g.,[Ta]l My mum has problems with the Internet in general. | am the one who teaches her. She and

tech aren’t a good match [laughs].

apps, etc.)
To teach about To teach about narrative and aesthetic aspects (i.e., how a story is built, how many characters
narrative and it has...)

thetici
aestheticissues E.g.,[Tal I had to tell my mum who was who while we watched The Hunger Games... She didn’t know

a thing.
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Content management skills

SKILLS

SPECIFIC SKILLS

DESCRIPTION AND EXAMPLES

To search, select
and download

To know where to
search contents or
products of interest

To know specific websites or content providers.

E.g., [Int] What apps do you look for to nail your pictures?

[Ta] I have no idea, to be honest. There's one called InstaSize, or something like that.
[Int] And where do you get it?

[Ta] At the Play Store

To select content

To select between different sources and extract content.

E.g., [Ta] So there’s pages on Facebook about videogames and so, and | follow them because perhaps
they say something interesting.

[Int] And which ones do keep tabs on?

[Ta] Videogames official pages.

To download

To download content and software.

E.g., [Int] You told that you normally use Utorrent to download stuff.
[Ta] Yes.

To manage
content archives

To manage content
storage and
organisers

To create a backup copy of contents in external platforms or devices.

E.g.,[Ta]l No, they tell us to make a ppt of something. Then, of course, the only way everyone can edit
and all, it’s by using Google Drive.

To manage social
media and blogs to
archive content

To organise and archive contents through social media and blogs.

E.g., [Int] Why do you share stuff on social media?

[Ta] For example, you just had a great time with someone and it’s like... Your photo gallery, you
know? The typical situation where you have lost a picture and then you realise you has shared it on
Instagram, so you go to your profile and search it... Or, | dunno, like with your friends, for people to
say “Look, she was with this one”.

To manage
content
dissemination
and sharing

To manage content
sharing

To know how to use different platforms to publish the own creations, like a community
manager.

E.g., [Int] Do you plan what you share on Instagram?
[Ta] Yes, yes, yes!

To manage different
social media
accounts

To have different social media accounts and manage them according to their purpose.

E.g., [Int] ;Alternative accounts?

[Ta] Yes, | have a personal one, and then | have another one, for when I'm sad or angry. | vent in there
and there’s people who gets me and... “Damn, I'm going through the same problem”, so we get to talk
and like, | have a group of people and they are really nice. It’s like a Whatsapp group.
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TRANSMEDIA SKILLS AND INFORMAL LEARNING STRATEGIES

1.3 Performative Skills

Oliver Pérez

UNIVERSITAT POMPEU FABRA - BARCELONA
Spain

Ruth Contreras

UNIVERSITAT DE VIC
Spain

Most of the informal skills which we call ‘performative
skills’ are related to gameplay skills, which are closer to
‘serious’ applications than it could seem at first sight.
Actually, they connect with really valuable skills in
contemporary society, beyond entertainment.

McLuhan (1964) observed that popular games and
sports of a given era tend to resonate with the labour
culture of their time. In this sense, our research shows
that, nowadays, by playing entertainment videogames,
youngsters are implicitly or indirectly ‘training’
certain skills or adaptations which are significant in
the contemporary labour environment (cfr.: Klimmt,
2009; Lacasa, 2011:117-126). For example, flexible
adaptation to unstable environments with changing
and evolving rules; strategic thinking, often related to
strategic planning of the construction and evolution
of their virtual self, their ‘avatar’ in the game; creative
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thinking, linked to experimentation and the exploration
of multiple possible paths to solve a problem; complex
time management, commonly associated with
multi-tasking; and informal statistics, regarding the
optimization of the game’s resources, the avatar’s
special powers, etc. These gaming skills stand out in
the most popular videogames among contemporary
teenagers, such as League of Legends (Riot Games,
2009), Clash of Clans (Supercell, 2012) and Minecraft
(Mojang, 2011).

Problem solving, strategic thinking
and creativity
League of Legends and other popular games that imitate

it are characterized by a strong demand for flexible
adaptability from the players, through frequent
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changes in the rules of the game, characteristics

of the ‘heroes’ (playable characters) and gameplay
dynamics. A game like LoL may update its rules and/or
other relevant gameplay elements around 1.5 times
every month. This means that more than once a month
LoL fans might see their favourite hero substantially
modified; therefore, they must either re-learn to play
with him/her, or change avatar, or change their style
of playing. Thus, they must make decisions before
playing and practise flexible adaptability somehow.
Lol fans are required to make a constant re-learning

Abdul

13 YEARSOLD - MALE
Spain

has already put it, then you go to another position.

Interviewer: And you... what do you prefer to be?
Abdul: I like “top” most or “jungle”.
Interviewer: And what are these positions?

Interviewer: And why do you like these?

Many videogames, including League of Legends,
impose a significant time pressure on the players,
who must optimize time to manage both what is
happening on the battleground and the strategic
customization of their character. Another popular
game among young ‘millennials’ such as Clash of Clans
is characterized by the combination of management

1.3 Performative Skills

Interviewer: Ok... and how do you organize for playing?

effort, which is even more significant considering that
LoL and other similar videogames have substantial
strategic complexity. Partly inspired by the ‘real-time
strategy game’ genre, these games demand specific
gameplay skills, such as the analysis of the advantages
and disadvantages of diverse possible options (or
usable objects), and agile planning and re-planning

of actions. Below are some illustrative comments by
one of the young gamers of our study regarding these
kinds of skills (flexibility, strategic thinking, tactical
construction of the avatar):

Abdul: When we leave school. Always, before starting the game there is a place where you can put
what position you want to play and you put it, and if you put it first, then you go, but if someone else

Interviewer: But normally... are you already assigned positions or...?
Abdul: Yes, we usually have the position that best suits each of us... but we play all of them.

Abdul: So there are three lanes that are for “top”, “mit” and “bot”. But in the middle is the one of “jungle”, and the
one of “top” has to go for everything and the one of “jungle” has to kill the jungle bugs to go up a level.

Abdul: Because the jungle one is helping the other lines and the top one you go alone.
In the others, for example, there is a boat, and well that...

and optimization of natural resources with strategic
time investment, since every construction implies

a given waiting time. Below are some interesting
comments by the young participants of our

research about these kinds of skills (strategic time
management, multi-tasking, resources optimization):

45



Jordi

13YEARSOLD - MALE
Spain

Interviewer: You also told me about Clash Of
Clans before, right? What is it?

Jordi: In this game you have your own little village
and you slowly go improving everything. What
happens is that there is a time when... everything

is worth a million and takes five days to do it.

Jeronimo

13 YEARS OLD - MALE
Portugal

Interviewer: Do you participate in some kind

of forum?

Jerénimo: I follow some channels on YouTube
and sometimes | make some comments.
Interviewer: What topics are you looking for?
Jerénimo: The tutorials of a game | play, Clash of
Clans, that give information about for example
how to spend the money of the game. Or how to

use money to improve, which I've already used.

Minecrdft is a paradigmatic case of the relationship
between play and creativity. A game that combines
Lego and Robinson Crusoe, it gives players the
opportunity of defining the game goals themselves,
instead of the game system. In addition, Minecraft was
celebrated for the participatory/collaborative culture
phenomenon it ignited among gamers, including

the creation of wikis, video-tutorials and ‘mods’
(game modifications by fans). However, not only the
videogames with an explicit creative theme, such

as Minecraft, demand creativity from players. Many
other videogames promote creative thinking through
the game’s problem-solving processes. In this sense,
videogames often invite players to explore multiple
possible paths to solve a specific or general problem,
and/or to discover the variable functionality of certain

tools as the game progresses, etc. Even within the

apparently more repetitive games, such as alien
invasion-themed ‘shoot’em-ups’, we find certain phases
of creative play. For example, when the player arrives
to the end of a level, the big space ship acting as the
‘final boss’ demands players to, what psychologists call,
‘think outside the box’: escape from easy or routinized
resolution patterns, inferring new ways of facing the
objective, to deal with the new enemy, etc. Thus, in
gameplay processes ‘reproductive’ thinking, based on
routines and memory, and ‘productive’ thinking, linked
to creativity and seeking innovative solutions, are
commonly interwoven (cfr.: Mayer, 1986:36-54; Lacasa,
2011:81-101; Gee, 2004). Below is anillustrative
comment by one of the young gamers of our study
regarding these kinds of skills (creativity, creative
thinking in problem solving, exploration of diverse
paths to deal with a problem):

Victor

16 YEARS OLD - MALE
Spain

So | don’t know, I've obviously played all the
styles. I've also won, for example here, OK (...) The
versatility, let’s say, of the weapons in Battlefield
Four, I like a lot more than in another... not in... in
Call of Duty. And also that, open maps (...) | like it
more for that. The open maps, to be able to plan

your moves a bit more, | don’t know.
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Other performative skills: cheating and
using tricks; artistic performativity

With respect to cheating and breaking the rules,
though they obviously have a ‘dark side’ they are not
simply illegitimate actions in gamer culture, but a
gameplay issue open to debate and social negotiation
(Consalvo, 2007). Thus, sometimes a given game scene
may be perceived as excessively difficult, unfair or
ethically dodgy by the players, so they could decide

to seek cheating strategies as a kind of cultural re-
appropriation of the game. Below we show some
interesting comments about this question by the young
gamers of our study:

Jenny

16 YEARS OLD - FEMALE
Spain

Interviewer: And this thing about the Sims do you
consider it cheating to do a trick?

Jenny: Well, man, it’s like a trick, because let’s say
that instead of working and making money, and all
that; Well, you can have money like that instantly
whenever you want. That is, whatever you want,
you can put it as many times as you want, and you
add amounts of money. Then there is the issue of
being able to get up from hunger and thirst so that
you are always well and don’t die, for example. But
there are other people who don't use tricks and
maybe they die. Then it’s easier not to play.
Interviewer: And so in general how do you see

it, that is, how, how would you say you would
explain the use of tricks, say, in videogames?
What is your opinion about this, about using
these types of resources to progress in the game?
Jenny: Yeah, Yeah, man, if you really are very...
stuck in something that is not working. Well, a
little help, well...

1.3 Performative Skills

Together with gameplay skills, we also consider other
kinds of skills as ‘performance skills’, such as playing
fictional roles and performing in an artistic sense, for
example in dancing, playing music or ‘cosplay’. These
‘skills’ are also very appreciated among the teenagers
of our study, as the following comments illustrate:

Cristofol

13 YEARS OLD - MALE
Spain

Cristofol: And... 'm such a geek. | can’t wait

to go to the comic convention.

Interviewer: Will you go this weekend?
Cristofol: Yes! Dressed up.

Interviewer: Oh, what as?

Cristofol: A character from Deadpool.
Interviewer: Who is that?

Cristofol: He’s a character in a movie they

have just released. My parents tell me not to get
dressed up because it's too geeky, | don’t know...
and me “l want to go! | want to go!”

John

15 YEARS OLD - MALE
United Kingdom

Interviewer: Have you found that it's been helpful
in figuring out what you want to do in the future?
John: Yeah. A lot.

Interviewer: How so?

John: Because | want to go into acting, so, like,
because they have casting agencies online, | feel
like that would be the best way to start my career
off because that’s how you get seen and you just
get to see what other people are doing and see how
- you can learn off them. So that, sort of, like, helps

me a lot.
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Final remarks

Games are a form of active learning that enable the
player to have some control of the game activity
and engage in interaction. Games can therefore

be considered among the tools for developing
transmedia skills, designated as ‘performative skills’,
as well as being central nodes in the organization of

contemporary leisure culture and information societies.

With this study we have seen how playing games can
contribute to the development of skills in children

and young people such as problem solving, strategic
thinking, creative thinking, strategic time management
and other skills like cheating and using tricks or artistic
performativity. These results suggest the importance
of convincing teachers and educational centres that
the development of transmedia skills should be a key
educational purpose and that the analysis of these skills
and their transfer to professional and personal worlds
should be a subject of further research.

Finally, we suggest paying attention to nuances and
making a critical reflection on these questions, in two
senses: on one hand, we have observed that some of
these competences are subject to debate and social
negotiation among the gamers themselves, and thus their
potential consideration as ‘virtuous’ actions depends on
nuances and contextual factors; and on the other hand,
the potential transference of some of these skills to the
labour sphere doesn’'t necessarily mean that they are fully
virtuous ‘per se’, if we contemplate the contemporary
labour ecosystem from a critical perspective.
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Performative skills

SKILLS

SPECIFIC SKILLS

DESCRIPTION AND EXAMPLES

To play videogames

(in-game individual skills)

To know videogame
rules and playing

To know the game rules; to know how to navigate through game
environments by doing the activities planned in them; to carry out basic

strategies strategies throughout the game.
E.g., [Int] What do you find interesting about Minecraft?
[Ta] Well, you have to get resources to survive. This way you can build your
houses. What | like the most is the multiplayer mode because you can play and
compete with your school friends.
To know the To know how to play in the different modes offered by the game, such as
different game campaign mode or individual mode.
modes

E.g., [Int] How do you play videogames?

[Ta] It depends on the game. If it is, for example, FIFA or Pro, then, | quite like
playing online with unknown people or friends. But there are also games that are
also good to play alone, not only in campaign mode, such as Call of Duty.

To make combos

To know how to make ‘combos’.

E.g., [Int] I get into the game just to practice combos because, if you have to do a
stupid thing in these kinds of games, it would mean winning or losing because of
one person.

To be flexible and
adaptable

To adapt to the different environments and rules, to be able to change game
modes or roles when necessary.

E.g., [Ta] When we play with people we don’t know, for example if we are four and
we are missing one, we let him choose so he doesn’t get mad and doesn’t leave.

To explore the game

To go through the game using maps and guides or explore it freely without
any game tools.

E.g.,[Tal | had no idea what to do, but here you have to unlock these armours
that are inside those headstones. | had to slowly unlock all the armours with the
money | had inside the game.

To select the most
suitable tools to
progress

To make decisions on gear and materials to achieve the game goals.

E.g.,[Ta] This weapon is the best in the game but it is difficult to use. Then there

is another gun that also kills with a headshot. There is also the recovery, which is
like the bullet trajectory. If you aim, the bullet is not going to go there, you have to
aim at a specific side, so they always go to the same place. And that’s complicated
to handle.

To know how to
combine characters
to progress through
agame

To select the most suitable set of characters to achieve the game goal or
break a record.

E.g., [Ta] The game is updated every two weeks. Then they get more characters
so they are not always the same and you have to keep paying. Then everyone
starts to try them. Also, | like that you can buy the characters with game money,
but sometimes you get bored of them. So, the game launches ten new characters
every week. Then you can try those ten different characters. Of course, that gives
you the idea of which character to buy, you can try it, and if you like it, then you
can buy it.

To identify patterns
in game actions and
motivations

To identify regular behaviours and motivations among gamers (frequent
mistakes, conflicts, etc.).

E.g., [Ws] The group explains that each member has a special skill so they
coordinate their actions according to what they can do.

1.3 Performative Skills
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Performative skills

SKILLS

SPECIFIC SKILLS

DESCRIPTION AND EXAMPLES

To play videogames

(in-game individual skills)

To outline strategies
to win games

To design and apply strategies to achieve the game goals.

E.g., [Ta] You have to be careful that no one harms you. Because, if they attack
you, everything you've got will be lost. That’s why you can always take a “kit”,
you can always have something. For example, | always get two “apples” that are
“power”. This way you lose “hearts” more slowly...

To solve problems
while gaming

To overcome difficult situations or problems while playing using a range of
solutions or defensive strategies.

E.g.,[Ta] In the first Pokemon, | stayed in a zone where | said “there are several
exits” and if you chose the wrong one, you didn’t get the points. However, if you
chose another one, it was a mess because you didn’t get the points either. And
I had to say “Red Pokemon, what can | do to go to the stairs?” And the solution
came up.

[Int] Is this on YouTube? And did you like that?

[Ta] People normally use these tricks because they say “I passed it”.

To customize an

To create an avatar according to personal features.

avatar
E.g., [Ta] There is a normal character and then you have the skins to characterize
it in other ways. The character is the same, but you have it painted differently...
To construct To creatively build a range of characters in a game.
characters

E.g.,[Ta] You can play with three characters, but if you want you can play with
only one.

[Int] Then, between games you get better?

[Ta] Yes.

[Int] What things have you been improving with your most important character?
[Ta] I've also improved the way | played because | did not know how to play with
that character. And also, the statistics.

To build