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 2.1 Entertain Me! Who makes your entertainment? Institutions, 
audiences & participatory culture. 

Preparation 
 
Read: Cucco, M. (2009). The promise is great: the blockbuster and the Hollywood economy. Media, Culture 
and Society, 31(2), 215-230. (Available through library's electronic databases) 

Watch: Vidding (2008) a series of short videos about vidding - you don't have to watch them all. 

Explore: fanfic entry on the fanlore wiki - feel free to browse 

Learning Portfolio entry 

1. Summarise the main points in the readings noting your agreement and disagreement with the ideas 
and opinions of the author/speaker. 

2. Identify the individuals, organisations and technologies involved in the production, delivery and 
consumption of the text you chose last week. You may use any source to identify this information, but 
you must reference your sources. 

3. Incorporate any of your reflections, ideas, opinions about issues addressed in lectures, readings 
and/or tutorial activities. 

4. Identify a text that you consider to be particularly interactive. Note the features that make the text 
interactive. 

Discussion 
Topic/key concepts 

Media institutions; fans & audiences; participation and remediation; culture jamming. 

Learning goals:  

• Examine notion of participatory culture in relation to student’s experiences 

• Think about impact of ‘new media’ on our understandings of producers and consumers, and the 
power of media institutions 

Group activities: 

• Discuss examples of ‘interactive’ text chosen by students. Why are they interactive? What makes 
them so?  

• Brainstorm examples of remediated texts.  

• Look at Adbusters and other online culture jamming texts 

Discussion Questions: 

• Who produces entertainment media, and how and where do we consume it?  

• Discuss changes in producers, institutions, and relation to user-driven / made content  

• What do we mean by participatory culture?  

• How useful is the internet in terms of active resistance to powerful institutions? 

Assignment guidelines 

• Discuss expectations for learning portfolio entries, and strategies for critical reading and note-
taking 

• talk about plagiarism, paraphrasing and academic integrity  
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2.2 Don’t touch that! Copyright, ownership and institutional control 

Preparation 

Read:  
Steve Collins, (2008). Recovering fair use, M/C Media Culture 11 (6).  

Article about fair use and copyright. Gives a good summary of the legal history of the term, and its applicability 
to digital media through specific cases.  
 
View:  
A Fair(y) use tale  
A clever and enjoyable comment on institutional attempts to curtail the doctrine of “fair use”. 
 
Lawrence Lessig on "laws that strangle creativity”  
An excellent talk about the impact of technologies and regulation on creative experimentation and expression. 
 
Learning Portfolio entry 

1. Summarise the main points from the reading and the talk by Lawrence Lessig. 

2. Identify any problems about copyright that you are likely to encounter in your remediation assignment. 
Assume the text that you will remediate is the text you chose as a favourite in your first entry. 

 
NB: Optional Assignment 1 Feedback - if you wish to gain feedback on your learning portfolio entries so far, 
they must be submitted by this Friday 
 
Discussion 
 
Topic Themes / keywords:  
Political /economic contexts – copyright, privacy, ownership; ethics. 
 
learning goals:  

• Discussion of limitations on user-production;  

• Introduce notions of copyright, ownership etc in new media environment;  

• Familiarise students with Creative Commons licensing;  

• Check research skills in terms of finding resources for ass 2 & 3. 

Group work: 

• Share ideas about copyright issues to do with remediated texts;  

• Brainstorm how to address/ fix these. 

Discussion Questions: 

• What happens to copyright in new media environment?  

• What are the material and ethical implications of filesharing?  

• What happens when artists distribute themselves (eg Radiohead)?  
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2.3 Entertaining the world: using media across cultural boundaries 

Preparation  
 
Read: 
Jenkins, H (2006). Pop cosmospolitanism: Mapping cultural flows in an age of media convergence. In H. 
Jenkins, Fans, bloggers and gamers: exploring participatory culture (pp 152-172). New York: New York 
University Press. (e-reserve) 
 
Srinivasan, R (2006). Indigenous, ethnic and cultural articulations of new media. International Journal of 
Cultural Studies, 9(4), 497-518. (electronic databases) 
 
 
Learning portfolio entry 

1. Summarise the main points from the readings; 
2. Identify media texts from other cultures that you enjoy. Consider whether your use of these texts 

makes you a “pop cosmopolitan”. 
 
 
Discussion 
 
Topic Themes / keywords:  
convergence; globalisation; agency. 
 
Tutorial learning goals:  

• Introduce theme of globalisation, linked to ‘cultures’ of media.  

• Recognise the capacity of new media technologies both to maintain and to erase cultural 
difference 

Group Activity: 

• View a film from a different cultural context without subtitles and with subtitles, and discuss cross 
cultural understandings and misunderstandings.  

• Look at some of the sites focusing on the transmission of cultural knowledges. 

Discussion Questions: 

• What does it mean to live in era of global media entertainment?  

• How does globalisation change the ways in which media is produced, distributed and consumed?  

• How can specific cultures use the internet to maintain their systems of social organisation, 
language and belief? 

Group work: 

• Discuss the media text you selected as a favourite in the first week in terms of remediation.  

• Brainstorm ideas for remediating the text. Is your text suitable for remediation? 

Assignment Guidelines 

• Tutors feedback to the group on learning portfolios 

• Start finalising the text you have chosen for remediation 

• Share some of the tools for assisting in the remediation of a text available through the internet. 
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2.4 Play with me!: Having fun with media 

Preparation  
 
Read:  
Helen Thornton, (2009). Claiming a stake in the videogame: what grown-ups say to rationalise and normalise 
gaming. Convergence 15 (2), 135-139. (electronic databases) 
Very thorough take on gaming, analyses discourses of gamers, especially gender and sexuality.  
 
Jenkins, H. (2006). The War between effects and meaning: Rethinking the video game debate. In D. 
Buckingham & R. Willett (Eds.), Digital Generations: Children, Young People, and New Media (pp 19-31). New 
Jersey: Lawrence Erlbaum Ass. (E-reserve) 
 
Play:  

 A game of your choice OR  
 Dolphin Olympics OR  
 Plants vs Zombies (For Mac / For PC) (You can download a free trial for one hour’s play. Be warned - 

this is very silly but very addictive!) 

Learning Portfolio entry 
1. Summarise the main points in the two articles. 
2. Write about your personal experience with games and your attitude to video and computer games. 
3. Make note of your ideas for the remediation. 

 
Discussion 
 
Topic Themes / keywords:  
cultures, production, ownership, convergence 
 
learning goals:  

• Think about how rise of games has impacted how we think about ‘media’  

• Recognise the economic, aesthetic and technological influence of games  

• Consider gaming cultures and fandoms  

• Understand different positions in the debate about sex, violence and video games 

Group work: 

• Discuss types of games played – do we think of this as media?  

• What games do we play - Where? Why? With whom? On what devices?  

• Work in groups to suggest a concept for a game. 

Discussion Questions: 

• What does it mean for game producers to become media producers?  

• What happens to users?  

• Can we think of ‘alternate reality’ or ‘viral’ games as akin to console and computer games?  

• What does this mean for more traditional media when games and TV / film converge? 

Assignment Guidelines 

• Start thinking about assignment 2 outline: begin identifying the groups involved in the production, 
distribution and reception of your original and remediated text  

• Does your remediation offer a useful example for discussing the assignment 3 question? 
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2.5 All the world’s a game: virtual worlds, interactivity, convergence 

Preparation 
 
Read:  
Ornebring, H. (2007). Alternate Reality Gaming and convergence culture: The case of Alias. International 
Journal of Cultural Studies 10(4), 445-462. (electronic databases) 
 
 
Sarah Colman and Nick Dyer-Witheford (2007). Playing on the digital commons: collectivities, capital and 
contestation in videogame culture. Media, Culture and Society 29 (6), 934-953.  
Really solid and thorough article about gaming, fan production and how that works with and against 
corporations.  
 
Learning Portfolio entry 

1. Summarise the main points in the readings noting your agreement and disagreement with the ideas 
and opinions of the author/speaker. 

2. Outline your plan for your remediation that identifies the form, proposed content, technological tools 
and intended audience of your remediation project. 

 
NB: Assignment 2 due at the end of the next topic! 
 
Discussion 
 
Topic Themes / keywords:  
Ethics; ownership; economics. 
 
Learning goals:  

• Recognise the changes in audience, cultures & production that have driven the rise of games in 
relation to other media 

Group work: 

• Discuss personal experiences of, and responses to, MMORPGs;  

• Consider the role of fantasy in game play, and the relationship between virtual and non-virtual 
worlds. 

Discussion Questions: 

• What forms of participatory culture available in games?  

• What constraints are there?  

• How is the economic model of games different from other media?  

• How is user production in games different from other media? 

Assignment Guidelines 

• Share ideas and feedback about plans for remediation project  

• Finalise ass 2 outline 

 


