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Theme: Digital Media, New Literacies, Learning Technologies, and Critical Pedagogy. 

Alexander, Bryan. (2008). “Web 2.0 and Emergent Multiliteracies.” Theory into Practice, 47, 150-160.

This article presents the landscape of new technologies and online social networks as an important field of theory and practice for educators. The author argues for a new kind of pedagogy that integrates the Web 2.0, online course management systems (CMS), and online gaming. According to Alexander, students from the “net.generation” are already developing a multilevel literacy that allows them to interact across closed and open networks. Therefore, teachers need to embrace this multimodality by designing activities and assignments that allow students to practice content creation and interaction both within a CMS closed network (e.g. Moodle, Blackboard, WebCT) and inside the open Web 2.0. Although the article presents a more elaborated account of the advantages of the Web 2.0 strategies for learning (social connectivity, openness, microcontent, filtering, folksonomies), the closed CMS framework is also taken into account and described as an important instance for the classroom. In conclusion, the author argues that students are developing a dual digital literacy in the modern networked environment that needs to be fostered and embraced by educators.

Beasley-Murray, Jon. (2010) “Was introducing Wikipedia to the classroom an act of madness leading only to mayhem if not murder?” http://en.wikipedia.org/wiki/User:Jbmurray/Madness. Last retrieved November 22, 2010.
This article presents the reflections on the use of Wikipedia in a university course taught in the University of British Columbia in spring 2008. The author, the professor who ran the course implementing Wikipedia ("Murder, Madness, and Mayhem: Latin American Literature in Translation"), offers his insights on the teaching and learning processes. The author highlights the ubiquity of Wikipedia in our information society and the diverse practices in which students and everyday people interact it. In order to learn more about the strengths and weaknesses of the free online encyclopedia, the author decided to make Wikipedia a central part of a class. Other motivation was to improve the quality of the Wikipedia articles in Latin American novels and writers. Although there was little discussion about Wikipedia inside the classroom, the students were assigned to work in groups in the editing of articles about the books and the writers, having as a goal the making of “featured articles” (the highest quality of an article in Wikipedia jargon). The article describes the development of the project and highlights the difficulties that students encounter, as well the accomplishments that they achieved. The author points out several links to other educational projects that have integrated Wikipedia into the classroom and also to some institutional groups inside Wikipedia that helped his class accomplishing his goal. Of particular attention is the FA-Team, a Wikipedia group of editors interested in creating new pages that contacted him and his students and that generated a powerful synergy around their project. The article concludes that Wikipedia can be integrated into the classroom. In this project, students realize that research is an ongoing process and that knowledge is not static. They also  learned to think critically and practiced several skills such as information gathering, presentation, meticulousness, teamwork, and the ability to negotiate with other editors (external to the course).

Jenkins, Henry et al. (2006) Confronting the Challenges of a Participatory Culture: Media Education for the 21st Century. Chicago: The MacArthur Foundation. 

This article is an ambitious report on the state of the new media culture and a proposal for a new kind of education and literacies. The authors describe new media culture as participatory, a culture where the members feel some degree of social connection and believe that their contributions matter. By conceptualizing different forms of participatory culture such as affiliations (membership in online communities, message boards, online games), expressions (music remixing, fan videomaking, fan fiction writing, mash-ups), collaborative solving-problem (working together in teams, formal and informal, to complete tasks and develop new knowledge), and circulations (podcasting, blogging) , the authors highlight several opportunities for learning and civic engagement. The authors claim that beyond the digital divide (unequal access to technology), what is important for American society is to fill the participation gap (unequal access to the opportunities, experiences, skills, and knowledge that will prepare youth for participation in new media culture).  In order to address that problem, the authors propose a set of skills that they call the new media literacies, and that are  the cultural competencies that young people need to acquire in order to become  fully active, creative, and ethical participants in contemporary participatory cultures. These skills are play, performance, simulation, appropriation, multitasking, distributed cognition, collective intelligence, judgment, transmedia navigation, networking, and negotiation.  As the authors explain each skill and provide examples of how they are being developed by young people, they highlight the fact that the new media literacies shift the focus from individual expression to community involvement. In conclusion, the authors claim that media education must take into account the variety of formal and informal contexts in where young people is learning and make a call for incorporating the “new media literacies” in the classroom and out-of-school activities.

Livingstone, Sonia, et. al. (2009)  “Converging Traditions of research on media and information literacies: disciplinary, critical, and methodological issues.” In Julie Coiro; et al.  Handbook of research on new literacies. New York : Routledge.

This is a chapter of a book on new literacies. The authors provide a thorough review of the different approaches to the concept of literacy and its relationship with technology and media. They develop a compelling argument around the current convergence of media and information literacies, and highlight the need of understanding, researching, and teaching them together. They contextualize both media and information literacy traditions and associate them with specific fields of research such as media studies and computer/information science. Besides giving examples of how each tradition has valued different sets of skills, the authors explain the different methodologies for assessing and measuring media and information literacies. The authors claim that a multi-method research is appropriate for understanding and evaluating how students acquire media and informational skills when using with new media platforms.

Resnick, Mitchel. (2007) "Sowing the Seeds for a More Creative Society," International Society for Technology in Education, December/January 2007-08, pp. 18-22.

In this article, the author argues that we are living in the creative society and that students need to become creative thinkers in order to success in the 21st century. The author introduces the “creative thinking spiral,” a learning methodology that consists of five steps:  1) imagine what you want to do; 2) create a project based on their ideas; 3) play with their creations; 4) share their ideas and creations with others; and 5) reflect on their experiences. As students go through the process of this spiral they start again, imagining their own new ideas and creating new projects. The author describes Crickets and Scratch, two technologies developed at the Lifelong Kindergarden research group at the MIT Media Lab, that have the goal of helping people develop as creative thinkers. While Crickets allows students to learn how to create and control things in the physical world, Scratch permits the creation and control of things in the online world. The later, has a website (scratch.mit.edu) where students can share and interact with each other creations becoming participants of the online world. Between the two technologies, Scratch is useful for the media studies classroom because it allows the creation of interactive stories, games, animation, reports, and presentations.    

Robin, Bernard R. (2008) "Digital Storytelling: A Powerful Technology Tool for the 21st Century Classroom." Theory Into Practice 47.3 (2008): 220-228

This article discusses digital storytelling as an important teaching and learning tool in the classroom. The author describes several benefits that the students develop by creating digital stories using digital technology such as computers, video and photo cameras, scanners, audio recorders. For Robin, integrating digital storytelling into the classroom, helps students to develop a new set of skills or literacies (21st century literacies are a combination of digital, global, technology, and information literacies). Written for an audience of teachers, the article provides interesting examples of the kind of digital storytelling activities and strategies that can be implemented in the classroom. Furthermore, there is also a brief review of the basic elements of digital storytelling that turns out to be very useful for planning and assessing classroom assignments. Towards the end of the article, the author also discusses a theoretical framework (Technological Pedagogical Content Knowledge) that is useful for understanding the sort of pedagogy needed for implementing digital storytelling, a pedagogy that highlights the connections between technology, content and teaching. 

Sawyer, R.K. (2006) “Educating for innovation.” Thinking Skills and Creativity, Volume 1, Issue 1, April 2006, Pages 41-48. 

The article presents a set of recommendations for the creative and collaborative education needed in the information society. The author argues that the education style from the 20th century based on the needs of the industrial society is obsolete for the 21st century. According to him, future education needs to focus in improvisation, creativity and collaboration. The author presents his ethnographic observations of innovative organizations and describes the skills that creative workers and innovators are developing. Based on this research, the author argues that in order to educate for creativity, schools should prepare students to participate in complex creative systems where they can collaborate with each other and build knowledge together. The author highlights the importance of teamwork and improvisation for innovation and calls educators for implementing classroom activities that foster these activities. For instance, the author argues that effective classroom discussions should be like improvisational theater performance. Teachers and students need to engage in “disciplined improvisation” in order to build knowledge together. By arguing for the incorporation of improvisational and collaborative teaching methods, the author suggests that in the creative classroom the teacher has to give up control and be prepared for unpredictability. This article also describes the requirements of a new kind of curricula that fosters creative education. These curricula must be flexible, needs to provide scaffolds for creative group activities, and must allow teachers and students improvisation. Furthermore, the new curricula should include project-based designs and incorporate the use of new learning technologies (software).

Spalter, Anne Morgan, and Andries van Dam. (2008) “Digital Visual Literacy.” Theory Into Practice 47 (2008): 93-101.
This article introduces the concept of digital visual literacy (DVL) and proposes an interdisciplinary framework for understanding and teaching it. The authors define DVL as the ability to critically evaluate digital visual materials; make decisions on the basis of digital visual representations of data and ideas; and use computers to create effective visual communications. Based on their own experimental research, the authors determine five principles that guide the creation of DVL interdisciplinary curricular materials: visual culture, art and design, vision science, computer graphics and visualization, and image economy. The application of these principles in the classroom goes along with the use of multiples pedagogical techniques such as studio art (everybody critiques), lecture, group discussions, and computer laboratory. The authors recognize that it is a challenge to develop a DVL class in just one semester due to the wide scope and interdisciplinary nature of the materials, but suggest the development of DVL short modules (e.g. introduction to DVL) that can be integrated in courses from different academic fields. After presenting their research and their theoretical framework, the authors argue for adding DVL to the traditional textual and mathematical literacies that educated citizens need in the 21st century. 

Suoranta, Juha and Vadén, Tere. Wikiworld. Pluto Press ; New York : Distributed in the U.S.A. by Palgrave Macmillan, 2010.
This book can be read as a manifesto on the future of education but also as a research on the political economy of digital literacy. I read it as a manifesto and I feel identified with the claim the authors make. According to them, new technologies and learning practices are transforming education, allowing people to experiment forms of critical learning based on cooperation, solidarity, and freedom. Influenced by the critical, transformative, and emancipatory pedagogies of Paulo Freire and Ivan Illich, the authors advocate for radical openness in education, peer to peer production, lifelong creative learning (by doing and participating), and a whole set of new socio-cultural practices that support freedom. Nowadays, those practices can be seen around what the authors call “socialist media platforms” such as wikipedia. The users of these new media technologies not only are developing a new set of collaborative literacies but also, are fostering a liberatory pedagogy where educators and learners create, share, and evolve knowledge together. The authors invite us to learn collaborative teaching methods that contribute to the flourishing of “open digital social creativity.” Although as a manifesto the book sometimes is a little bit utopian I buy their argument the authors make and join their call for a critical and transformative pedagogy based on collaboration and computer technologies. 

Vasudevan, L. (2010). “Education remix: New media, literacies, and emerging digital geographies.” Digital Culture and Education. 2(1), 62-82.
This article introduces the pedagogical framework of digital geographies, which is grounded in theories of spatiality, literacies, and multimodality. For the author, digital geographies can be understood as the emerging landscapes that are being produced through the convergence of communicative practices and new media technologies. These landscapes include multimodal literacies and digital practices that young people is developing when composing and distributing diverse texts for a variety of purposes and platforms (online and offline). According to an ethnographic study developed by the author, contemporary youth orchestrate multiple media (images, music, narration, writing), remix different kinds of technologies (especially portable), and juxtapose different modes in meaning making and text production. The author encourages educators to pay attention to youth digital geographies and open spaces in the classroom for discovery and play. Her claim is that the new literacies that youth is acquiring can be cultivated in the classroom if educators design activities that encourage navigating across digital spaces (e.g. social media platforms such as myspace, flickr) and orchestrating/remixing multiple modes of media (celphones, portable media players, videogames, cameras, computer editing software).
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