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Foreword

In recent years, digital media and networks have become embedded in our everyday lives,
and are part of broad-based changes to how we engage in knowledge production, communi-
cation, and creative expression. Unlike the early years in the development of computers and
computer-based media, digital media are now commonplace and pervasive, having been taken
up by a wide range of individuals and institutions in all walks of life. Digital media have
escaped the boundaries of professional and formal practice, and the academic, governmen-
tal, and industry homes that initially fostered their development. Now they have been taken
up by diverse populations and non-institutionalized practices, including the peer activities
of youth. Although specific forms of technology uptake are highly diverse, a generation is
growing up in an era where digital media are part of the taken-for-granted social and cultural
fabric of learning, play, and social communication.

In 2005, The John D. and Catherine T. MacArthur Foundation began a new grant-making
initiative in the area of digital media and learning. An initial set of exploratory grants in the
study of youth practices and the development of digital literacy programs has expanded into
a major initiative spanning research, educational reform, and technology development. One
component of this effort is the support of this book series. As part of the broader MacArthur
Foundation initiative, this series is aimed at timely dissemination of new scholarship, foster-
ing an interdisciplinary conversation, and archiving the best research in this emerging field.
Through the course of producing the six initial volumes, the foundation convened a set of
meetings to discuss the framing issues for this book series. As a result of these discussions we
identified a set of shared commitments and areas of focus. Although we recognize that the
terrain is being reshaped even as we seek to identify it, we see these as initial frames for the
ongoing work to be put forward by this series.

This book series is founded upon the working hypothesis that those immersed in new
digital tools and networks are engaged in an unprecedented exploration of language, games,
social interaction, problem solving, and self-directed activity that leads to diverse forms of
learning. These diverse forms of learning are reflected in expressions of identity, how indi-
viduals express independence and creativity, and in their ability to learn, exercise judgment,
and think systematically.

The defining frame for this series is not a particular theoretical or disciplinary approach,
nor is it a fixed set of topics. Rather, the series revolves around a constellation of topics
investigated from multiple disciplinary and practical frames. The series as a whole looks
at the relation between youth, learning, and digital media, but each book or essay might
deal with only a subset of this constellation. Erecting strict topical boundaries can exclude
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some of the most important work in the field. For example, restricting the content of the
series only to people of a certain age means artificially reifying an age boundary when the
phenomenon demands otherwise. This becomes particularly problematic with new forms of
online participation where one important outcome is the mixing of participants of different
ages. The same goes for digital media, which are increasingly inseparable from analog and
earlier media forms.

In the case of learning, digital media are part of the redefinition and broadening of exist-
ing boundaries of practice and our understanding of what learning means. The term learning
was chosen rather than education in order to flag an interest in settings both within and
outside the classroom. Many of the more radical challenges to existing learning agendas
are happening in domains such as gaming, online networks, and amateur production that
usually occur in informal and non-institutional settings. This does not mean we are preju-
diced against learning as it happens in the classroom or other formal educational settings.
Rather, we hope to initiate a dialog about learning as it spans settings that are more explicitly
educational and those that are not.

The series and the MacArthur Foundation initiative respond to certain changes in our
media ecology that have important implications for learning. Specifically, these are new
forms of media literacy and changes in the modes of media participation. Digital media are
part of a convergence between interactive media (most notably gaming), online networks,
and existing media forms. Navigating this media ecology involves a palette of literacies that
are being defined through practice but require more scholarly scrutiny before they can be
fully incorporated pervasively into educational initiatives. Media literacy involves not only
ways of understanding, interpreting, and critiquing media, but also the means for creative
and social expression, online search and navigation, and a host of new technical skills. The
potential gap in literacies and participation skills creates new challenges for educators who
struggle to bridge media engagement inside and outside the classroom.

The shift toward interactive media, peer-to-peer forms of media communication, and
many-to-many forms of distribution relate to types of participation that are more bottom-up
and driven by the “user” or “consumer” of media. Audiences have always had the opportu-
nity to “talk back” to corporate media or to create their own local media forms. However, the
growing dominance of gaming as a media format, the advent of low-cost digital production
tools, and online distribution means a much more dynamic range in who participates and
how they participate in the production and distribution of media. Gamers expect that media
are subject to player control. Add to this the fact that all forms of media are increasingly
being contextualized in an online communication ecology where creative production and
expression is inseparable from social communication. Finally, new low-cost digital produc-
tion tools mean that amateur and casual media creators can author, edit, and distribute
video and other rich media forms that were once prohibitively expensive to produce and
share with others.

We value the term participation for the ways in which it draws attention to situated learning
theory, social media literacies, and mobilized forms of media engagement. Digital media
networks support existing forms of mass media distribution as well as smaller publics and
collectivities that might center on peer groups or specialized niche interests. The presence
of social communication, professional media, and amateur niche media in shared online
spaces introduces a kind of leveling effect, where small media players gain new visibility
and the position of previously authoritative media is challenged. The clash between more
socially driven or niche publics and the publics defined by professional forms of media is
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playing out in high-profile battles in domains such as intellectual property law, journalism,
entertainment, and government. For our purposes, the questions surrounding knowledge
and credibility and young people’s use of digital media to circumvent adult authority are
particularly salient.

The emerging power shift, where smaller and edge players are gaining more visibility and
voice, is particularly important to children and youth. If we look at children and youth
through the lens of digital media, we have a population that has been historically subject to
a high degree of systematic and institutional control in the kinds of information and social
communication to which they have access. This is one reason why the alchemy between
youth and digital media has been distinctive; it disrupts the existing set of power relations
between adult authority and youth voice. While many studies of children, youth, and media
have for decades stressed the status of young people as competent and full social subjects,
digital media increasingly insist that we acknowledge this viewpoint. Not only must we see
youth as legitimate social and political actors, but we must also recognize them as potential
innovators and drivers of new media change.

This does not mean that we are uncritical of youth practices or that we believe that digital
media necessarily hold the key to empowerment. Rather, we argue against technological
determinism, stressing the need for balanced scholarship that recognizes the importance
of our current moment within the context of existing structures and unfolding histories.
This means placing contemporary changes within a historical context as well as working
to highlight the diversity in the landscape of media and media uptake. Neither youth nor
digital media are monolithic categories; documenting how specific youth take up particular
forms of media with diverse learning outcomes is critical to this series as a whole. Digital
media take the form they do because they are created by existing social and cultural contexts,
contexts that are diverse and stratified.

As with earlier shifts in media environments, this current turn toward digital media and
networks has been accompanied by fear and panic as well as elevated hopes. This is par-
ticularly true of adult perception of children and youth who are at the forefront of experi-
mentation with new media forms, and who mobilize digital media to push back at existing
structures of power and authority. While some see “digital kids” as our best hope for the
future, others worry that new media are part of a generational rift and a dangerous turn away
from existing standards for knowledge, literacy, and civic engagement. Careful, socially en-
gaged, and accessible scholarship is crucial to informing this public debate and related policy
decisions. Our need to understand the relation between digital media and learning is urgent
because of the scale and the speed of the changes that are afoot. The shape and uses of digital
media are still very much in flux, and this book series seeks to be part of the definition of
our sociotechnical future.
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