








“Sam and Willie learned a lot about phonics that year by trying to decipher surnames on baseball 
cards, and a lot about cities, states, heights, weights, places of birth, stages of life.… And baseball 

cards opened the door to baseball books, shelves and shelves of encyclopedias, magazines, histories, 
biographies, novels, books of jokes, anecdotes, cartoons, even poems…. Literacy began for Sam with 

the newly pronounceable names on the picture cards and brought him what has been easily the 
broadest, most varied, most rewarding, and most integrated experience of his 13-year life.”

– Mary Louise Pratt





"Compare that with a game of Scrabble where the kid 
sits with the letters in front of them and is moving them 
around, thinking endlessly about all of the different 
combinations of words and which ones are real. They 
try to play one and there's a discussion about whether 
that's a real word or whether that's a real form of the 
word. Through that process, kids are engaging deeply 
not just in spelling but in word usage and they're having 
fun while they are doing it. There's very little penalty for 
making a mistake. In fact, the game invites kids to take 
a risk....That's the experience a game can provide a kid 
in terms of learning." 

-- Scot Osterweil

"In a spelling bee, a kid is challenged to memorize a lot 
of words, there's a fair amount of pressure, and it's kind 
of grim. If they get a word wrong, the buzzer goes off, 
they're told they got it wrong, and they are out. There's 
never a discussion about why they got it wrong, how they 
could have reasoned about the word to get it right. 
There's never really much of a discussion about how that 
word could be used in speech. In fact, the goal for a 
spelling bee is to learn all sorts of words that you will 
never use in common speech.





•“If it were possible to 
define generally the 

mission of education, it 
could be said that its 

fundamental purpose is 
to ensure that all 

students benefit from 
learning in ways that 

allow them to participate 
fully in public, 

community, and 
economic life." 

–New London Group, “A 
Pedagogy of 

Multiliteracies"



More than half of all 
American teens -- and 57 
percent of teens who use 
the internet -- could be 
considered media creators.

•33 percent of teens share 
what they create online 
with others.

•22 percent have their own 
home pages.

•19 percent blog and 19 
percent remix content they 
found on line.



Participatory Culture:
Low barriers to artistic expression and civic engag ement

• Strong support for creating and sharing what you cr eate with others

• Some kind of informal mentorship

• Members feel that their contributions matter

• Some degree of social connection between members



THE PARTICIPATION GAP

• "No longer are children and young people only or even mainly divided by those
with or without access, though 'access' is a moving target in terms of speed,
location, quality and support, and inequalities in access do persist.
Increasingly, children and young people are divided into those for whom the
internet is an increasingly rich, diverse, engaging and stimulating resource of
growing importance in their lives and those for whom it remains a narrow,
unengaging, if occasionally useful, resource of rather less significance.“

-- Sonia Livingstone (2005)



THE TRANSPARENCY PROBLEM



THE ETHICS PROBLEM



• How do we insure that every child has access to the 
skills and experiences needed to become a full 
participant in the social, cultural, economic, and 
political future of our society? 

• How do we insure that every child has the ability to 
articulate their understanding of the way that media 
shapes our perceptions of the world around us? 

• How do we insure that every child has been socialized 
into the emerging ethical standards which should 
shape their practices as media makers and as 
participants within online communities? 



WHAT DO STUDENTS NEED TO 
KNOW…

1. Traditional Print Literacy
2. Research Skills
3. Technical Skills
4. Media Literacy



Play -- the capacity to experiment with 
your surroundings as a form of 

problem solving 



Simulation -- the ability to interpret 
and construct dynamic models of 

real world processes



Performance -- the ability to adopt 
alternative identities for the 

purpose of improvization and 
discovery. 



Appropriation -- the ability to 
meaningfully sample and remix 

media content 



Multitasking -- the ability to scan 
one's environment and shift focus 
onto salient details on an ad hoc 

basis 



Distributed Cognition -- the ability 
to interact meaningfully with tools 

which expand our mental 
capacities.



Collective Intelligence -- the 
ability to pool knowledge 
and compare notes with 
others towards a common 
goal.



Judgment -- the ability to evaluate 
the reliability and credibility of 
different information sources 



Transmedia Navigation -- the ability 
to deal with the flow of stories and 

information across multiple 
modalities.



Networking -- the ability to search 
for, synthesize, and disseminate 

information. 



Negotiation -- the ability to travel 
across diverse communities, 

discerning and respecting multiple 
perspectives, and grasping and 

following alternative sets of norms. 
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