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Emergent forms of participation and social transformation
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Scope

Over the last 15 years, “Digital media and learning” have become the focus of a great deal of research,
entrepreneurship, and educational interventions across the world. Today, we humans face hard
problems stemming from dangerous interactions among complex systems put into motion by hu-
man actions. In the face of these problems, there are many who argue that we can no longer engage
in “business as usual”, but need new paradigms of teaching, learning, collaboration, and social activ-
ism.

Digital and social media have already led to new forms of teaching, learning, and social organization
out of school, in the act transforming our ideas of what school can be and how it ought to relate to
the world. Video games and related technologies hold out great promise for new and powerful ways
to engage in effective problem solving and collective intelligence, especially when they are places
inside an eco-system of other technologies and new forms of social interaction. These developments
have led a great many people, of all ages, to demand to participate and not just spectate; to produce
and make and not just consume; and to develop real expertise outside formal credentialing institu-



tions. All this, however, raises deep questions about schools and other social institutions as we cur-
rently know them. As we harness the power of digital and social media, should our goal be incre-
mental reform of schools and other social institutions or deep paradigm change?

The promise of digital and social media is greatly endangered by the growing world-wide preva-
lence of people sorting themselves into echo-chambers of ideologically like-minded others, often
disdaining any real critical engagement with differing viewpoints, evidence, or collaboration. It
seems clear that we must intervene, design, and manage digital media and learning for good and not
sit back and assume that our new technologies will work towards good if left to their own devices
in our heavily divided and highly unequal world.

The monograph presented is intended to investigate at the theoretical, practical and empirical levels
the issues indicated in order to advance knowledge of the contemporary forms of participation both
in educational formal and informal settings and in social-public-digital mediated life. The challenge
is to find ways of solving global problems in a liquid and high-risk world.

Descriptors

Participatory culture.

The Maker Movement.

Collective Intelligence.

Digital and social media.

Transmedia.

In and out of school teaching and learning.

School reform.

Problem solving.

Social activism.

New forms of digitally-enhanced social organization.

Questions

Some questions and reflections raised by this monograph related to its thematic lines are:

e How can we best use digital media for teaching and learning in school?

e How can we best use transmedia into the realm of education?

e How can we connect teaching and learning in and out of school?

o How can we best use digital media to solve hard problems in society and the global world?

e What are the social, class, and cultural restrictions that currently exist on who can become
participants and makers and who cannot?

e How can we spread participation, making, collaboration, and passion to more people?

e How can digital media help develop collective intelligence for solving hard problems in our
endangered world?

o How can we best design digitally-enhanced socio-technical systems of connected technologies,
people, and proactive forms of participation and social interaction rather than focus on any one
new technology as a “silver bullet””

o How can we cross ideological divides in the service of critical discussion, problem solving, and
renewed civil societies?
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