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1. Introduction 

The aim of the TRANSLITERACY project is to understand how the young boys and girls 

are acquiring transmedia skills in informal learning settings. According to the DoA, 

the objectives of the TRANSLITERACY project are the following: 

 To better understand and analyse how teens from nine different countries 

engage in, develop and share transmedia skills in informal learning settings. 

 To identify the transmedia skills and informallearning strategies developed by 

teens through these transmedia practices. 

o To identify the problem-solving strategies developed by teens in video 

gaming (video game literacy) 

o To identify the practices of content creation, production and sharing 

strategies developed by teens in fan fiction (Participatory culture 

literacy). 

o To identify the dynamics of content creation, production and sharing 

strategies developed by and teens in social media (Facebook, Twitter, 

Instagram, etc.) (Web / social networks literacy).  

 To create a map of transmedia skills, protocols and strategies taking place in 

informal learning settings (e.g. online environments) that can be transferred 

into formal educational settings 

 To generate an open, adaptable and customisable Teacher’s Kit based on the 

researchdesigned to enhance learning strategies and activities to be developed 

with students inside the formal education settings. 

This Deliverable includes the outputs related to transmedia skills and informal learning 

strategies identified along the research. The document includes: 

 A synthesis of the methodological aspects of the research to answer the 

question: How did the research team arrive to these transmedia skills and 

informal learning strategies? (Section 2) 

 Transmedia Skills (Section 3) 
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o A definition of ‘transmedia skill’ 

o A series of reflections on how to classify transmedia skills  

o A list of the transmedia skills identified after the data gathering and 

processing  

 Informal Learning Strategies (Section 4) 

o A definition of ‘informal learning strategies’ 

o A series of reflections on how to classify informal learning strategies  

o A list of the informal learning strategies identified after the data 

gathering and processing  

 Conclusions (Section 5) 

 References (Section 6) 

 

2. Methodology 

As indicated in a previous document (D5.2- Paper about the methodology testing ready 

for submission), the ethnographic approach has been proven to be a reliable and well-

established methodology for studies in education (LeCompte&Preissle, 1993; Wolcott, 

1997; Street, 2014), youth and digital and new media (Kraidy& Murphy, 2004; Leander, 

2008; Horst, Herr-Stephenson & Robinson, 2010; Lange and Ito, 2010; Valdivia et al. 

2015; Winocur, 2016a). As this research is focused on teen-centred practices of 

videogaming, media sociality and producing digital content that are meaningful for 

them in their daily life, the ethnographic approach is suitable for charting the 

particular ways adolescents have of learning and doing, as well as their aspirations, 

interests and passions in relation to media (Couldry, 2004).  

 

From long-term to short-term ethnography 

Ethnography was the first choice of the TRANSLITERACY research team because the 

objective was to discover learning patterns and models of social ordering and 

interaction by looking into young people’s daily lives. A conventional ethnographic 

method consists in the researcher immersing themselves in a study community in a 
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very natural way that tends to be characterised by a lot of ‘hanging around’ waiting for 

things to happen in a non-intrusive way. This is usually associated with the technique 

of participant observation. It means that the ethnographer has to choose a setting for 

conducting fieldwork, usually a community or social group, develop personal skills to 

‘enter’ the field-site, be accepted by the group and its members, and share in their 

daily life and routines (Hammersley& Atkinson, 1995).  

As in many other ethnographic works with kids and teens, a series of research 

constraints and requirements prevented us from using conventional long-term 

ethnography, so that the team moved towards another set of ethnographic methods. 

In this case, we turned to approaches that include industry ethnography, namely quick 

ethnography (Handwerker, 2001) or rapid ethnography (Jordan, 2012), and 

participatory design methods (Crabtree, 1998; Halse&Boffi, 2016). These methods are 

usually characterised by the research activities being undertaken in a shorter time 

frame (typically weeks and months rather than years), the multidisciplinary nature of 

teams, the use of mixed methods of data collection, and an emphasis on findings 

leading to applied interventions (Pink & Morgan, 2013). Especially inspiring was the 

notion of ‘short-term ethnography’, which involves intensive explorations of people’s 

lives, ‘which use more interventional as well as observational methods to create 

contexts through which to delve into questions that will reveal what matters to those 

people in the context of what the researcher is seeking to find out’ (Pink & Morgan, 

2013, p. 352). In this short-term focus, the ethnographer is situated at the centre of 

the action right from the start, and engages participants in the project with this 

intention clearly stated.  

For more information about the logic of short-term ethnography please check the 

following deliverables: 

 D2.1 - Methodological Internal Report 

 D5.24 - Article about the methodology testing ready for submission 

 D5.2- Paper about the methodology testing ready for submission 
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Data Gathering and Data Processing 

The fieldwork strategy for data gathering was defined in five complementary steps: a) 

Schools as the starting point for fieldwork, a secure way to obtain the informed 

consents of institutions, parents and teens; b) An initial questionnaire to get to know 

the teens' socio-cultural backgrounds and media uses and perceptions; c) Participatory 

workshops to explore in an immersive way the teens' transmedia storytelling practices 

and engage them in media production and gameplay; d) In-depth interviewsto 

themost active teens and media diaries to get to know their doings and sayings with 

media, social networks and videogames; and e) Online observation of the teens’ 

favourite websites, celebrities, and online communities (netgraphy) (Figure 1). 

 

Figure 1 – Data gathering process 

Fieldwork has been carried out in the 8 participant countries. Thus far, n. 1.633 

questionnaires, n. 58 workshops (participatory culture and videogames), n. 311 

interviews have been performed, and 8 online communities have been observed. The 

table below shows the information by country (Table 1). 
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Fieldwork 

Total questionnaires: 1.633 

Total workshops: 58 

Total in-depth interviews: 311 

Total online communities observed: 8 

Sample population per country 

Country Fieldwork 

Spain Total questionnaires: 100 

Total Workshops: 8 

Total in-depth interviews: 40 

Total online communities observed: 1 

Colombia Total questionnaires: 245 

Total Workshops: 8 

Total in-depth interviews: 41 

Total online communities observed: 1 

Finland Total questionnaires: 74 

Total Workshops: 8 

Total in-depth interviews: 201 

Total online communities observed: 1 

Italy Total questionnaires: 97 

Total Workshops: 8 

Total in-depth interviews: 39 

Total online communities observed: 1 

Portugal Total questionnaires: 77 

Total Workshops: 8 

Total in-depth interviews: 40 

Total online communities observed: 1 

United Kingdom  Total questionnaires: 113 

Total Workshops: 8 

Total in-depth interviews: 52 

Total online communities observed: 1 

Uruguay Total questionnaires: 67 

Total Workshops: 8 

Total in-depth interviews: 43 

Total online communities observed: 1 

Australia Total questionnaires: 860 

Total Workshops: 2 

Total in-depth interviews: 36 

Total online communities observed: 1 

                                                           
1Finland case: Initially, n.37 student volunteered for the interview; but many of them cancelled last 
minute. In the end, 26 interviews were conducted. Despite several attempts, the Finnish research team 
could not find other volunteers to substitute those who had withdrawn. Furthermore, two memory 
cards used to record interviews and workshops were found corrupt and so their contents were lost. In 
the end, Finland could only analyse 20 interviews. 
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Table 1 - Fieldwork and sample overview 

Regarding the Data Processing, workshops and in-depth interviews were video-

recorded (showing the PC or mobile phone screen, never the teens’ face) and 

transcribed before being coded using a computer with assisted qualitative data 

analysis software (CAQDAS). In particular, for data analysis the team relied on NVivo 11 

Pro For Teams, a server-based software for qualitative data analysis which is useful for 

organising, storing and retrieving data in different sets of sources, and that allows 

several users to work simultaneously. It is also appropriate for developing diverse 

descriptive and analytical hierarchies through its system of nodeswhich‘represent 

themes, topics, concepts, ideas opinions or experiences’ (QSR International, 2016, p. 

24). It allows to combine different kinds of multimedia source materials into units of 

observation (cases), and to create analytical matrices by cross-matching and merging 

previous nodes.  

Topics or categories (translated as nodes and subnodes in NVivo) can be interactively 

developed in parallel with the source material before they address any theory, 

following qualitative methods based on Grounded Theory(Glasser y Strauss, 1967). 

This means that theory emerge from the data, first allowing the data ‘to speak for 

themselves’ instead of applying pre-existing theoretical frameworks or categories. 

However, adopting such a fully inductive approach from the start seemed counter- 

productive given the cross-national nature of the project, and the size of its sample 

and working teams. Therefore, a first set of agreed descriptive categories had to be 

built and be subjected to consistent control by the project team leader.  

The first node tree of descriptive categories derived from the issues emergent in 

interviewees’ responses as well as from the questions asked in the interviews and 

workshops and, also, in previous researches. While the coding process was being 

carried out, the researchers found new topics and issues that there were not included 

in the first node tree that were duly noted in memosand reviewed by the Coordination 

Team at UPF Barcelona. For that reason, the team has created a new inductive node 

tree for the second stage of coding that expands the first one.  

In particular, this new inductive tree node has two different types of nodes: on the one 

hand, it is the result of mergingseveral nodes of the first node tree, and on the other 



9 
 

hand, it is based on the creation of new emergent topics that were not included in the 

first node tree. The Coordination Team delivered the new node tree to each partner 

after they had finished their first round of coding, so they could revise this first coding. 

The purpose of this second codingwas the extraction of all the transmedia skills and 

informal learning strategies of each country.Also, it is important to remark that in this 

second coding stage, all partners could create as much nodes as they considered 

necessary in order to compare the differences between countries.  

After this process, the Coordination Team collected all the node trees from the 

partners. The third and final step wasthe merge of all the partners’ trees in a global 

one, in which the Coordination Teamcreated afinal list of transmedia skills and 

informal learning strategies. In order to compare the results among partners, different 

procedures were performed: setting node matrices, comparing different nodes, and 

word searching. In sum, it can be said that that the ‘coding paradigm’ (Kelle, 1997, p. 

20) used throughout data processing draws on a mix of inductive and deductive 

approaches, than can also be implemented through qualitative data analysis software. 

For more information about the Data Gathering and Data Processing please check the 

following deliverable: 

 D2.1 - Methodological Internal Report 

 

Preliminary reports 

In this research context, inMarch 2017 a series of preliminary national analytical 

reports on transmedia skills and informal learning strategies (D.4.1- National analytical 

reports on transmedia skills and informal learning strategies - One per country) were 

produced. The document included n. 1 table per country in which a brief description of 

every item was given.  

Also, at the last part of this document (p.20), there is an additional table which 

contains the overall results of all countries. The present Deliverable expands and 

completes the original list of transmedia skills and informal learning strategies included 

in the national analytical reports. The Preliminary Global Analytical Table included in 

that previous document was completely redesigned and expanded during the Data 
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Processing phase (March-July 2017). The following two sections present the final 

outputs regarding transmedia skills and informal learning strategies of the 

TRANSLITERACY project. 

 

 

3. Transmedia skills 

Towards a taxonomy of transmedia skills 

Global teenagers’ lifestyle is characterised by their use of social networking sites and 

by being immersed in media production/sharing practices from a very young age. 

These kinds of practices are a significant part of their way of building their identities, 

socialising and learning about the world they live in (see for example, the EU Kids 

Online Project results). As previous studies (Buffardi&Taddeo, 2017; Pereira, 2014, 

2015; Winocur, 2016b) show, young people are acquiring some skills (not only related 

to technology) mainly outside school, in informal learning settings –home, when they 

hang out with friends, play videogames, lurk the Internet, and so on– and, by doing 

that, they develop “their own ways” as many previous studies highlighted (Ito et al., 

2010). 

In the context of the present Project, transmedia skills are understood as a series of 

competences related to digital interactive media production, sharing and consumption 

as those identified by Jenkins et al. (2006). For the TRANSLITERACY research team, 

transmedia skills range from problem-solving processes in videogames to content 

production and sharing in the context of web platforms and social networks; the 

researchis also focused on the narrative content (fanfiction, fanvids, etc.) produced 

and shared by teens in digital platforms. The aim of the TRANSLITERACY project is to 

expand the existing maps of skills with new ones and improve their classification.  

A series of taxonomies of skills were reviewed during the research. Any reference to 

educational objectives and skills means dealing with Bloom’s taxonomy introduced in 

1956 (Bloom et al., 1956) (Table 2). The main aim of this taxonomy was to create 

groups of items and facilitate their exchange among faculties, each of them measuring 
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the same educational objective. The categories were organised from simple to 

complex and from concrete to abstract: 

Knowledge This level delivers knowledge that needs to be recalled or recognised. 

E.g.,The earth is the third planet in our solar system. 

Comprehension This level is used to deliver knowledge that needs to be imbibed in 

order to interpret or make a decision. E.g., The sun rises in the east 

because the earth revolves around the sun in a counter-clockwise 

direction. 

Application This level is used to teach application skills in various circumstances. 

E.g., Connect a RAM chip at the appropriate position in the computer. 

Analysis This level is used to teach the analysis of a situation in order to arrive 

at a decision, comparison or differentiation. E.g., Troubleshoot an 

error that caused problems in a software installation process. 

Synthesis This level teaches the learner how to create new entries from known 

information or objects or facts. E.g., Design a research proposal. 

Evaluation This level is used to teach learners how to make judgements. E.g., 

Provide arguments in support of a proposal – a debate. 

 
Table 2 - Bloom’s taxonomy (Bloom et al., 1956) 

According to Krathwohl 

One of the most frequent uses of the original Taxonomy has been to classify 

curricular objectives and test items in order to show the breadth, or lack of 

breadth, of the objectives and items across the spectrum of categories. Almost 

always, these analyses have shown a heavy emphasis on objectives requiring 

only recognition or recall of information, objectives that fall in the Knowledge 

category. But, it is objectives that involve the understanding and use of 

knowledge, those that would be classified in the categories from 

Comprehension to Synthesis, that are usually considered the most important 

goals of education (2002, p. 213).  

As the original taxonomy involves both noun and verb aspects (‘the student shall be 

able to remember the law of supply and demand in economics’, being ‘remember’ the 

verb and ‘the law of supply and demand’ the noun), Anderson and Krathwohl (2001) 

proposed an upgraded version of the taxonomy. In the new proposal the noun and the 

verb form separate dimensions, ‘noun providing the basis for the Knowledge 

Dimension and the verb forming the basis for the Cognitive Process dimension’ 
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(Krathwohl, 2002, p. 213). In this context they propose four Knowledge Dimensions 

and six Cognitive Processes that can be combined in a Taxonomy(Table 3). 

Knowledge 

Dimensions 

Factual 

knowledge 

The basic elements that students must know to be 

acquainted with a discipline or solve problems in it. 

Conceptual 

knowledge 

The interrelationships among the basic elements within a 

larger structure that enable them to function together. 

Procedural 

knowledge 

How to do something; methods of inquiry, and criteria for 

using skills, algorithms, techniques, and methods.  

Metacognitive 

knowledge 

Knowledge of cognition in general as well as awareness 

and knowledge of one’s own cognition.  

Knowledge 

Processes 

Remember Retrieving relevant knowledge from long-term memory. 

Understand Determining the meaning of instructional messages, 

including oral, written, and graphic communication. 

Apply Carrying out or using a procedure in a given situation.  

Analyze Breaking material into its constituent parts and detecting 

how the parts relate to one another and to an overall 

structure or purpose. 

Evaluate Making judgments based on criteria and standards.  

Create Putting elements together to form a novel, coherent whole 

or make an original product. 

 

Table 3 - Bloom’s revised taxonomy (Krathwohl, 2002) 

In the TRANSLITERACY project both Bloom’s original taxonomy (Bloom, 1956), and 

Anderson andKrathwohl (2001) were taken into account for the creation of the map of 

transmedia skills. Another contribution that was included in the previous reflexions 

was Jenkins et al. (2006), a research that identified numerous skills after analysingthe 

media consume and activities of teenagers in the US (Table 4). 

Main skill Description 

Play Capacity to experiment with one’s surroundings as a form of problem-
solving.  

Performance Ability to adopt alternative identities for the purpose of improvisation 
and discovery. 

Simulation Ability to interpret and construct dynamic models of real-world 
processes 
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Appropriation Ability to meaningfully sample and remix media content. 

Multitasking Ability to scan the environment and shift focus onto salient details. 

Distributed 
cognition 

Ability to interact meaningfully with tools that expand mental 
capacities. 

Collective 
intelligence 

Ability to pool knowledge and compare notes with others toward a 
common goal. 

Judgment Ability to evaluate the reliability and credibility of different 
information sources. 

Transmedia 
navigating 

Ability to follow the flow of stories and information across multiple 
modalities. 

Networking Ability to search for, synthesize, and disseminate information. 

Negotiation Ability to travel across diverse communities, discerning and respecting 
multiple perspectives, and grasping and following alternative. 

Visualization Ability to interpret to interpret and create data representations for 
the purposes of expressing ideas, finding patterns, and identifying 
trends. 

 

Table 4 - New media literacy skills (Jenkins et al., 2006) 

Another taxonomy that has to be mentioned is the one proposed by Ferrés 

andPiscitelli (2012), which structures the media competence in six dimensions and the 

indicators that derivate from them. It is important to highlight that these indicators 

relate to the area of analysis (when people receive messages and interact with them) 

and the area of expression (when people produce contents). The authors made the 

taxonomy after consulting 50 media education experts from Europe, Latin America and 

the United States. A taxonomy proposal was sent to experts and they were asked to 

collaborate by assessing and proposing changes (Table 5). 

Dimension Analysis Indicator Expression Indicator 

Languages E.g., analyse and evaluate the 

messages from the perspective 

of sense and meaning, from 

narrativestructures and the 

conventions of genre and 

formatting. 

E.g.,modify existing products, conferring 

new meaningand addedvalue to them. 

Technology E.g., understand the role played 

by the informationand 

communication technologies in 

society, and their possible 

E.g., use media and communication 

tools effectivelyin a multimedia and 

multimodal environment. 
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effects. 

Interaction 

processes 

E.g., evaluate the cognitive 

effects of the emotions: tobe 

aware of the ideas and values 

associated to people,actions 

and situationswhich generate 

positive andnegative emotions 

according to the case in 

question. 

E.g., demonstrate active participation in 

the interactionwith screens, understood 

as an opportunity toconstruct a more 

complete citizenry, an integral 

development,to be transformed, and to 

transform the environment. 

Production and 

diffusion 

processes  

E.g., know the basic differences 

between individualand 

collective productions, and 

between popular and corporate 

productions; in the case of the 

latter two,between productions 

by citizens and those of 

authoritiesof private or public 

ownership. 

E.g., select meaningful messages, and 

use and transformthem to make new 

meanings. 

Ideology and 

values 

E.g., analyse individual 

andcollective virtual 

identities,and detect 

stereotypes, especially in terms 

of gender,race, ethnicity, social 

class, religion, 

culture,disabilities,etc., 

analyzing causes and 

consequences. 

E.g., make products and modifyexisting 

ones in orderto question the values and 

stereotypes in certain 

mediaproductions. 

Aesthetics E.g., identify basic aesthetic 

categories like formal 

andthematic innovation, 

originality, style,schools 

andtrends. 

E.g., appropriate and transform artistic 

productions,boostingcreativity, 

innovation,experimentation 

andaesthetic sensibility. 

 

Table5 - The dimensions and indicators of media competence  

(Ferrés&Piscitelli, 2012) 

The TRANSLITERACY team took into account these previous taxonomies togenerate a 

complete and updated taxonomy, which is one of the most exhaustivemaps of skills 

related to media production, consumption and post-production in the context of youth 

transmedia culture: more than 200 main and specific transmedia skills were identified 

during the research. After analysing the emerging skills, the research team decided to 

create a taxonomy that integrates many of the previous classifications. This way of 



15 
 

doing does not reject previous (or future) classifications: in this specific case the 

categories emerged from a fieldwork developed in n. 8 countries and focused on the 

most (inter)active teens that participated in the datagathering process. 

The transmedia skills were organised in n. 9 dimensions, each one of them including n. 

44 main skills, in a second level, and n. 190 specific skills.Table 6 is an example of the 

logic behind the taxonomy and works as an introduction to the main table (see pages 

17-50). 

Dimension Description Main skill 

(example) 

Specific skill 

(example) 

Production  They refer to the ability to conceive, plan, 

produce, edit and/or re-appropriate 

contents through different media platforms 

and languages (texts, audio, audiovisual, 

code…). This set of skills also involves both 

operational and creative skills. 

To 

create/modif

y written 

productions 

To review 

Content 

management  

They refer to the ability to manage 

different media contents through an array 

of platforms and media: to select, 

download, organise and disseminate. 

To manage 

content 

disseminatio

n/sharing 

To manage 

different 

social media 

accounts 

Individual 

Management 

They refer to the ability of the subject to 

self-manage resources and time, own 

identity, feelings and emotions. 

To self-

manage 

 

To manage 

time 

Social 

management 

They refer to the ability to communicate, 

coordinate, organise, lead and teach while 

gaming and producing collectively. This set 

of skills also includes skills related to 

participating in social media. 

To lead and 

coordinate 

 

To coordinate 

and lead a 

group of 

people when 

creating 

contents 

Performance  This dimension includes all kind of 

performing media activities by using the 

own body, be it in real life scenarios 

(performing arts) virtual scenarios (video 

games). In the specific case of video games, 

this set of skills refers to those activities 

carried out in-game and individually. 

To act To act in a 

theatre play 

Media and 

technology 

This dimension includes all the skills related 

to having knowledge about socio-political 

media economies, the own media diet, and 

To evaluate 

and reflect 

To evaluate 

and reflect on 

the qualities 
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technological features and languages. This 

set of skills also includes skills related to 

taking action regarding this knowledge. 

or 

characteristics 

of software, 

hardware, and 

apps. 

Narrative and 

aesthetics 

This dimension includes skills related to 

interpreting the storytelling, narrative 

structures, and to delving into the narrative 

construction through the analysis and 

evaluation of the genres, characters, 

aesthetic features, etc. This set of skills also 

includes the ability to reconstruct the 

transmedia narrative world. 

To compare To highlight 

the 

differences 

and 

similarities 

among genres 

in any media 

Ideology and 

ethics  

These skills refer to detect and analyse 

media representations of stereotypes (in 

terms of gender, race, culture, religion, 

etc.) and ethical issues related to copyright, 

cheating (mainly on video games) and 

hacking. It particularly focuses on how 

teens argue about stereotypes, gender 

issues, and intercultural issues, among 

others. This set of skills also includes the 

behavioural sphere through the actions 

taken in response to those ideological and 

ethical topics. 

To recognise 

and describe 

To recognise 

and describe 

the legal 

implications 

of media 

content 

production 

and diffusion 

Risk prevention  This dimension includes the skills related to 

having knowledge, and to taking measures 

in relation to privacy and security on media 

(giving special attention to social media). 

This set of skills also includes skills about 

managing and reflecting on the own 

identity, and possible addictions to media. 

To take 

action/To 

apply 

To identify 

and neutralise 

a hack 

 

Table 6 - Overview of transmedia dimensions and skills. 

Depending on the dimension, the organisation of the taxonomy of transmedia skills 

revolves around texts, subjects, technologies or processes. The skills were organised, 

when possible, following a path from simplicity (to write short-stories) to complexity 

(to manage social media and blogs to archive content), from technical (to take photos) 

to critical and ethical practices (to be aware of the risks of self-exposing on social 

media), and from ‘cognitive’ (to recognise and describe genres in different media and 
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platforms) to ‘pragmatic’ attitudes (to select and consume/quit a content based on 

aesthetic and narrative values). 
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MAP OF TRANSMEDIA SKILLS 

* Teenager [Ta]; Interviewer [Int]; Workshop [Ws] 

PRODUCTION 

SKILLS SPECIFIC SKILLS  DESCRIPTION AND EXAMPLES 

To create and modify 
written productions 

To conceive To find inspiration in others creations for creating new writing contents.  
E.g., [Ta] I was just going through the internet to find some more ideas for stories. 

To plan  To plan and organise the structure, plot, etc. of a text. 
E.g., [Workshop]A working group make a list of the characters they intended to use, the roles 
to be assigned, and the settings they were going to place them and the time  

To write To write novels, poems, short stories, school assignments, blog entries, supporting texts to 
other formats, songs, etc.  
E.g., [Interviewer]What do you write about? 
[Ta]Well it depends on how inspired I feel that day, because I’m a night person and it kicks in 
just before going to bed. Then I take a piece of paper, a pen and I write up a story. 

To review  To review own and others creations and to suggest improvements or changes. 
E.g., [Ta] I just reviewed what she was writing. 

To modify  To appropriate someone else’s text and make changes on it. 
E.g., [Ws] Some group members modify the story initially planned by another member. 

To use writing software 
and apps 

To use word processors To know how to use Word (Office), Open Office. 
E. g., [Int]What software do you use? 
[Ta] Word or Paint depending on what I wanna do. And that’s about it. I used to use Prezi. 

To use blogging and presentation and 
other writing platforms and apps  

To know how to use writing apps and platforms. 
E.g.,[Int]Do you use those to improve your course assignments… 
[Ta] Yes, for example, when I get assigned some coursework to do, and they say “You can do it 
with…” like, you have to do it… In PowerPoint, is like… Prezi is better, I like Prezi better because 
is more like… 

To create and modify To conceive  To find inspiration in others’ creations for creating new audio contents.  
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audio productions E.g.,[Ws]Working together, they write lyrics that refer to the typical catchphrases teachers say 
in clase (“Homework, homework…”). 

To plan To plan a story using a script of the recording. 
E.g.,[Ws] The group asks a classmate to make a singing test on mobile, and then each one is 
making her own test. Ainhoa offers to look up a theme that makes her voice “prettier”. 
Everyone is listening to themselves singing. In the end, all decide to make a karaoke-like 
parody of the hit ‘What does the fox say?  

To record To use a sound recorder.  
E.g.,[Int] In the Workshop you used Audacity to make a radio soap opera.  
[Ta] Yes... This is for the voice, to record stuff, to cut music… Sometimes we make audios for 
class… 

To edit To edit a recording using sound editing software.  
E.g.,[Int] In the Workshop you used Audacity to make a radio soap opera.  
[Ta]Yes... This is for the voice, to record stuff, to cut music… Sometimes we make audios for 
class… 

To produce a radio show To find the sources, write, record, and edit a radio show or podcast. 
E.g.,[Ta]There was a subject called Radio and you had to make improvised interviews… 

To review  To review own and others creations and to suggest improvements or changes. 
E.g., [Ws] The group revise their recordings to decide if they to start over again.  

To modify  To appropriate someone else’s audio and make changes on it. 
E.g.,[Ws] One of the girls uses an audio software to create a mix tape that she shares on social 
media.  

To use audio recording 
and editing tools 

To use software and apps To know how to use audio tools. 
E.g.,[Int] In the Workshop you used Audacity to make a radio soap opera.  
[Ta] Yes... This is for the voice, to record stuff, to cut music… Sometimes we make audios for 
class… 

To use digital devices To know how to use a mobile phone to record audios.  
E.g., [Ws] They don’t get any apps for voice editing, so one the girls just downloads the tune 
‘What does the fox say?’ on her mobile, and then they record the voices using another mobile. 
The result isn’t convincing and so they ask for permission to move to one of the coordinator’s 
PC, which has working sound, where they play music from YouTube and start singing while 
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they record themselves. 

To create and modify 
drawings and designs 

To conceive  To find inspiration in others creations for creating the own draws and designs. 
E.g.,[Ws]They are trying to draw a porcupine a looking for some inspiration in fairy tale book 
online.  

To plan To create a comic sketch. 
E.g.,[Ws]The group decides together what images will go in each vignette of the comic they are 
drawing.  

To design a logo  To make a logo. 
E. g.,[Ta]We created a sort of logo, we put it at the beginning of the video along with music, 
and then the video started.  

To design graphic art for video pieces To make a logo for a YouTube channel using design software such as Photoshop or to build 
virtual objects. 
E.g.,[Int]This software… What was it for?  
[Ta]Yes, it was for design… Intros and that. 

To draw and paint To make draws and paints.  
E.g., [Int]Do you draw?  
[Ta]I do. Now, I’m attending manga classes. I’ve just signed up. Although, well… It’s still pretty 
basic. 

To review To review own and others creations and to suggest improvements or changes. 
E.g., [Int] Do you draw?  
[Ta] I do. Now, I’m attending manga classes. I’ve just signed up. Although, well… It’s still pretty 
basic. 
[Int]And how do you draw them?  
[Ta] Well, I copy them. For example, the other day I made this… It’s a face, that’s the most 
basic that I have…  

To modify  To appropriate someone else’s drawings or designs and make changes on it.  
E.g.,[Ta]Sometimes when you are bored, you… Like, you go to Paint, and take his eyes out from 
him… You’re bored, you draw stuff on him.  

To use drawing and 
design tools 

To use digital tools  To know how to use digital tools. 
E.g., [Ta]I used Photoshop for… For example, to create a cube’s texture, or whatever, so I was 
just there tweaking it with Photoshop.  
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To use analogic tools To know how to use traditional drawing and painting techniques and tools as watercolour, 
charcoaldrawing, paintbrushes, etc. 
E.g., [Ta] I used to draw for real. Look, I’ve got a tattoo over here, I just keep drawing stuff all 
over my arms. 
[Int] Have you done that yourself? 
[Ta] Yes, I was bored. 

To create and modify 
photographic 
productions 

To conceive  To find inspiration in others’ creations for taking photos. 
E.g.,[Ta]Look, I follow Tumblr blogs and things like that. They are owned by girls who give 
loads of ideas on how making pictures. And well, sometimes you try and say “Oh that’s a nice 
pic”, and sometimes you say “This sucks big time”. 

To plan To search for an original landscape to make a photo shoot. 
E.g., [Int]Do you think out the atmosphere of the picture before making it?  
[Ta]Yes, for example, because I have a white wall in my bedroom, I usually take pictures there 
because lots of photographers choose white walls.   

To take photos To take a selfie, capture a landscape, carry out a shoot, etc.  
E.g., [Int] Do you enjoy snapping selfies? 
[Ta] Yes… *laughing]  
[Int] Why do you like selfies? 
[St] Because I look better in selfies. 

To edit To apply filters, touch up pictures, etc.  
E.g., [Int] And when you share pictures, do you put a filter on them?  
[Ta] Yes, I upload them... I put a filter or something like that, a frame, whatever, like in black 
and white. 

To make collages To make a photo collage. 
E.g., [Int]And these collages, do you make them with this app or with Instagram? 
[Ta] No, with Instagram, with a brand-new one called, let me look [searchs mobile] Layout. 

To review To review own and others creations and to suggest improvements or changes. 
E.g., [Ta]Well, I always show the pictures to my mum. For her to say if she likes it or not… I also 
go to my brother and if he says it sucks and my sister says the contrary… Then, I spend a lot of 
time thinking about the picture and all that.  
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To modify  To appropriate someone else’s photos and make changes on it. 
E.g., [Ws]The boys of the group draw some paper dolls with Paint while the girl googles some 
images to place them. The idea is to make a comedy comic strip with a porcupine as the main 
character. 

To use photographic 
and editing tools 

To use cameras  To use cameras (both analogic and digital) as Polaroid (instant camera), Leica, Reflex camera, 
etc. 
E.g., [Ta] I use the camera, a Canon, or the phone camera if I don’t have anything else at hand. 

To use software and apps  To use photographic software and apps such as Afterlight, Picsart, Retrica, VSCOCam, Yin, 
Instagram, Snapchat, Photoshop, Picsart, Phhoto, Layout, Facebook, in-built mobile gallery 
apps, etc. 
E.g., [Int]What about the tablet you use to edit photos? What apps do you have installed?  
[St] Loads. Afterlight, VSCOCam, Picsart... I have a lot, really. 

To create and modify 
audiovisual 
productions 

To conceive  
 

To find inspiration in others creations for creating the own videos. 
E.g., [Ws] The group starts this part of the workship watching Harry Potter parodies on the 
phone. Theyhave set outtomake a parody. 

To plan  To plan the organisation of a video: structure, storyboard, shoots, etc. (either filming or 
editing). 
 E.g., [Int] Did you write a script first? 
[Ta]More or less, because we first sketched up a little script with the ideas we wanted, but it 
wasn’t as planned as in the other groups.   

To film  To film images live action images, gameplays, machinima, etc. 
E.g., [Int] Is everything ready to film? 
[Ta] Yes, we have downloaded some apps. 
[Int]What have you downloaded? 
[Ta]Action which is a recorder to capture how we play and then video editors.  

To direct To decide the frame composition, to decide when a take is good or should be repeated, etc.  
E.g., [Ws]This group opts for making a horror film trailer, and shoots it with an iPhone. Alba 
takes the role of director while Maria and Cristina perform in front of the camera. Throughout 
the process, Maria mentions that she has taken up theatre as an extracurricular activity and 
asks the coordinator to leave the classroom to shoot some scenes. Alba  looks for the best shot 
in relation to lightning, and edits the trailer as she films with iMovies, iPhone’s built-in 
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videomaking app. 

To edit To edit footage using an editing software as, for example, Final Cut Pro X. 
[Ta]Well, we made a video and we edited with an app we had, and we were cutting them in 
parts.  
[Int]What did you use to edit it? 
[Ta]VivaVideo 

To review To review own and others’ creations and to suggest improvements or changes. 
E.g., [Ws] When the group is done with editing, reviews the video and decides what to change. 

To modify  To appropriate someone else’s videos and make changes on them. 
E.g., [Int] Have you done this before? 
[Ta] I have, we took Gangnam Style, changed the lyrics and made a sort of music video. 

To use filming and 
editing tools 

To use software and apps  To know how to use different software’s and apps asAction, Cinema 4D, Sonyvegas, Snapchat, 
Phhoto, MovieMaker, Flipagram, iMovie, Instasize, Videoscribe, Vivavideo, Camtasia, Fraps, 
Dubsmash, Musical.ly, TextAloud, Capto, etc. 
E.g., [Int] Did you shoot the images?  
[Ta] Yes. We filmed it…. And we cut and paste it.  
[Int]What app did you use?  
[Ta]Viva Video. 

To use digital devices To know how to use digital devices as Mobile phone, capturer, microphone, etc.  
E.g., [Int]What do you do when you wanna make a gameplay video?  
[Ta]With a computer application. Yes.  
[Int]Which one? 
[Ta]Action, for example.  

To code software and 
build hardware 

To create a website To create a website both through a template (blogs platforms: Wix, Tumblr) or writing the 
source code. 
E.g.,[Int]What programme?  
[Ta]It’s called Wix. It’s free… It includes templates and all you want. I love it. The teacher 
recommended another one, but I don’t recall the name.  

To set up a local server To set up a server port. 
E.g., [Int] Where do you have it? In your bedroom? 
[Ta] No, for example… No, well, I don’t have Switch but I do have a server that allows you to, 
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for example, you connect from here, you open a file, save a document, go to your laptop, and 
you can Access to that very document in there.  
[Int] So if you set up one, do you have a fourth PC to play?  
[Ta] Yes, but that PC will be for playing, but if I try to play a game in this PC, it literally crashes 
down.  

To build a computer To buy the computer components in pieces and put them together. 
E.g., [Ta] The thing that I’d like to do the most now is… My product, to buy the components, 
the peripherics… 
[Int] Where do you get them? 
[Ta] At PC Componentes[a popular Spanish tech website] A gaming computer. And there you 
buy the motherboard, the compressor, the diversor, the thermic paste, and the rest of things,  

To modify software 
and hardware 

To change a DVD zone To change a DVD settings in order to watch movies from other zones, or video games. 
E.g., [Int] Can you hack a DVD reader according to regions and video games, too?  
[Ta]Yep. There’s also a way for video games.  

To format a PC To reset a PC back to its original state. 
E.g., [Ta] Well, formatting can be tricky… For example, these days I have a programme for 
Windows of which I have all the keys. No licences, I can set Windows up back to its original 
state, something that can cost you 70 bucks, but I do it for free.  

To manipulate TV decoders To unblock TV settings in order to watch pay-per-view content for free. 
E.g., [Int] For example? 
[Ta] For example, you have a channel decoder. I can enter codes to watch Canal+ and other 
sports channels for free. 

To manipulate WiFi networks To unblock a WiFi password and prevent the owner from accessing their own network. 
E.g., [Ta] WiFi is so easy, really.  
[Int] So you were saying can you enter a network without a password 
[Ta] Yes, because there’s an international IP address, because all routers have an address. If 
you know the router address then you can do whatever you want. You can change up data, the 
speed, you can even know the phone number that IP is attached to, how many people you are 
calling, you can control routers at your whim… You can do everything. But, for example, the 
computers at school are equipped with a well-protected server.  

To use coding and ICT To use a remote access To use AnyDesk to access a computer from another one. 
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tools E.g., [Ta] There’s also a software for… Well, I know how to use it and you can control your PC 
at home with phone.  

To perform order commands To know useful shortcuts to perform system processes. 
E.g., [Ta] Thanks to this order command you can... For example, if you have a closed session… 
Before working on your PC, you have to start your session. Let’s say one day you forget your 
password which can be a common mistake. So thank to this order command and the operating 
system...You can restore the password for the operating system. It’s like re- installing the 
operating system, put it on repair mode, and then you start writing some protocols. 

To use programming languages To know how to use programming languages as Java, Ruby, etc. 
E.g., [Ta] But now I’d like to know more about the ascendant language, Javascript. 

To create and modify 
video games 

To conceive  To find inspiration in others creations and think suggestions for future and more interesting 
videogames.  
E.g., [Ws] The group members constantly go to YouTube to take ideas on how to improve their 
skills on Minecraft. 

To plan To think up the concept and rules of a videogame and make strategic decisions to produce 
content. 
E.g.,[Ws] The group debates the features they would include in their ideal video game. 

To code To write up the code source of a videogame. 
E.g.,[Int]And you were never into video games?  
[Ta]Video games… I’m in the process of learning.  
[Int] Is there any software for coding video games?  
[Ta]Yes, Scratch. 

To design graphics and characters To draw and build landscapes and characters. 
E.g.,[Int] ¿Y nunca te interesó el tema de programar videojuegos? 
[St] Videojuegos es que estoy aprendiendo... Estoy en modo de proceso. 
[Int] ¿Hay algún software así para empezar a programar videojuegos, algo básico? 
[St] El Scratch, se llama. 

To review To review own and others creations and to suggest improvements or changes. 
E.g.,[St] My brother didn’t like the character I had created, he thought it was too stereotyped 
in regards with the clothes I used. 
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To ‘mod’ a video game code or a 
console  

To change the source code of a video game to introduce new landscapes or features or to 
change the external appearance of a game console. 
E.g.,[St]Well, to create a mod you have to... Customise everything, for example, you have add 
your own texture, you have to add colours… You gottacustomise all the blocks in Minecraft, all 
of them. 

To hack a videogame or a console To manipulate a videogame or a console deeply so it provides more perks than those legally 
intended (e.g., to make a PlayStation 3 console to reproduce games designed for a former 
console -PlayStation 2 and older devices), to unblock pay-per-play features or contents in 
order to play them for free) 
E.g., [Int]And how did you hack a PsP? 
[St]My mum was looking at some YouTube videos and typed in “How to hack a PsP?” 
[Int]Your mum? 
[St]Yes, my mum helps me. 

To use tools for video 
game creation and 
modification 

To use coding and graphic software To know how to use coding and graphic software as Scratch,Photoshop, etc.  
E.g.,[Int] And you were never into video games?  
[Ta] Video games… I’m in the process of learning.  
[Int]  Is there any software for coding video games?  
[Ta] Yes, Scratch. 

To create cosplay and 
costumes 

To conceive  To find inspiration in others costumes.  
E.g., [Ws] A boy from one of the workshops explains that he is searching the Internet for ideas 
to make a costume to attend the Manga Salon with his girlfriend.   

To plan To select the characters to cosplay and the materials to create the costume. 
E.g., [Ws] The boy says that he isn’t sure about  what costume he will be wearing but it’ll be 
anime for sure. 

To design and produce costumes To design and sew a costume. 
E.g., [Ws] The will make the costumes themselves. 

To review To review own and others creations and suggest improvements or changes. 
E.g., [Ws]They make the costume and the changes they consider convenient.  
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CONTENT MANAGEMENT 

SKILLS SPECIFIC SKILLS  DESCRIPTION AND EXAMPLES 

To search, select, 
and download  

To know where to search contents or 
products of interest  

To know specific websites or content providers 
E.g., [Int] What apps do you look for to nail your pictures? 
[Ta] I have no idea, to be honest. There’s one called InstaSize, or something like that.  
[Int] And where do you get it?  
[St] At the Play Store 

To select content To select between different sources and extract content. 
E.g.,[Ta] So there’s pages on Facebook about video games and so, and I follow them because 
perhaps they say something interesting. 
[Int] And which ones do keep tabs on? 
[Ta] Video games official pages. 

To download To download content and software. 
E.g., [Int] You told that you normally use Utorrent to download stuff. 
[Ta] Yes. 

To manage content 
archives  

To manage content storage and 
organisers 

To create a backup copy of contents in external platforms or devices.  
E.g.,[Ta] No, they tell us to make a ppt ofsomething. Then, of course, the only way everyone can 
edit and all, it’s by using Google Drive. 

To manage social media and blogs to 
archive content 

To organise and archive contents through social media and blogs. 
E.g., [Int] Why do you share stuff on social media?  
[Ta]For example, you just had a great time with someone and it’s like… Your photo gallery, you 
know? The typical situation where you have lost a picture and then you realise you has shared it 
on Instagram, so you go to your profile and search it... Or, I dunno, like with your friends, for 
people to say “Look, she was with this one”. 

To manage content 
dissemination and 
sharing 

To manage content sharing  To know how to use different platforms to publish the own creations, like a community 
manager. 
E.g.,[Int] Do you plan what you share on Instagram? 
[Ta, excited] Yes, yes, yes! 

To manage different social media To have different social media accounts and manage them according to their purpose.  
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accounts E.g.,[Int] ¿Alternative accounts? 
[Ta] Yes, I have a personal one, and then I have another one, for when I’m sad or angry. I vent in 
there and there’s people who gets me and… “Damn, I’m going through the same problem”, so 
we get to talk and like, I have a group of people and they are really nice. It’s like a Whatsapp 
group. 
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INDIVIDUAL MANAGEMENT 

 

SKILLS SPECIFIC SKILLS  DESCRIPTION AND EXAMPLES 

To self-manage To manage resources To use the available resources in the most effective way. 
E.g.,[Ta]I have no Internet at home and I get bored really fast so I download all the games at 
school and when I get home I just play them. 

To manage time To choose the right combination of resources, time and access and to manage the own media 
diet.  
E.g.,[Ta] I saw it on the App Store home page. You had to pay for it, so I put it on my wish list, 
and then I saw it one day and it was free, so I just grabbed it. 

To manage the own 
identity 

To express one’s personality through 
the production of media stories and 
interface customization 

To position oneself within a cultural system, or try to take distance from it. 
E.g., [Ws] Some group members express their passion for Japanese cultures. Some students 
really like manga. 

To exercise the reflection on oneself 
identity construction 

To use media to cope with different issues such as gender roles or friendships, or to reflect 
about oneself.  
E.g.,[Ws] A girl writes Wattpad to write stories about celebrities (One Direction). The story 
features teenagers dealing with homosexuality.  

To manage own 
feelings and 
emotions  

To be empathetic and open to 
experiment different emotions 

To experiment different emotions and situations through media use or simulation. 
E.g.,[Ws] One boy in the group admits to using video games as way to cope with fear.   

To be resilient and adaptive  To cope with frustration and other negative feelings, to recognise own strengths and others’ 
ones.  
E.g., [Ta] I’m not really good at art. I’m not really the artistic type, so I wouldn’t be able to do 
game designing, but I could design, like, the story of a game. I could become a designer.  

To manage unrest  To seek peers’ advice and help in situations of intimate unrest.  
E.g., [Int] How did this youtuber help you? 
[Ta]Through his videos he made me realize how important is to eat, to be healthy, to live, above 
all, and then I thanked him for his videos. I sent him a private message and then he answered 
me. 
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SOCIAL MANAGEMENT  

SKILLS SPECIFIC SKILLS  DESCRIPTION AND EXAMPLES 

To participate in 
social media 

To like To like content on social media. 
E.g., [Int] Sharing? 
[Ta] Like, they can like the picture, and they can share it themselves if they want to 

To follow To follow a different range of content on social media. 
E.g.,[Int] Do you also follow her?  
[Ta] Yes…Though I don’t like her as much as I like Dulceida, because she is like a replica of her. 
Like, she tries to be as original as Dulceida but you gotta have talent to do this.   

To comment To comment on different content on social media or message boards. 
E.g., [Int] Have you ever participated in a message board asking things 
 [Ta] Yes, for example in the oficial forum, once I reported having issues with a bug  

To tag To tag people onto content that may be of their interest. 
E.g.,[Int] Do you tag pictures when sharing them? 
[Ta] Yes, I have people who I always tag and hashtags that I always use.  

To share To share content through different social media. 
E.g., [Int] Do you share pictures on Instagram? 
[Ta] Yes. 
[Int] And the same one you share on Facebook? 
[Ta] Yes. 

To chat To talk to people using social media or instant messaging platforms. 
E.g.,[Int] Do you have a Whatsapp group to play?  
[Ta] Yes, yes. 
[Int] But you told me that you Skyped while playing  
[Ta]Yes, we only use Whatsapp to meet up and organise ourselves. 

To identify patterns on social media 
users’ actions and motivations 

To identify regular behaviours and motivations of social media users. 
E.g., [Ta] Dulceida I think, is the most genuine of them all. She has good pictures, good cameras, 
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but… She isn’t the typical one you know is fake on the spot… I mean, she doesn’t go around 
changing outfits and tagging brands all the time… No, she’sdifferent. 

To engage in fan communities about 
(transmedia) narratives worlds 

To actively participate on fan communities through debate or creating content. 
E.g., [Int ] So you look at the comments?  
[Ta] Yeah, buy sometimes I try not to because there’s always the resident troll who spoils the 
episode.  
[Int] Have you ever commented?  
[Ta] Yes, yes., when I love the episode then I comment. 

To position a personal brand To create a personal brand by strategically managing a social media account. 
E.g., [Int] Do you put up an ad saying “I can do this and that”?  
[Ta] People usually knows you, if you are good they know you. 

To actively perform social media 
marketing strategies 

To create suspense strategies in delivering online content, to monitor the feedbacks related 
with the own content creations through social media, etc.  
E.g., [Int] Have you noticed an increase of followers since you make your account public? 
 [Ta ]Yes, I got a notification for you to explore others’ pictures that are usually the ones with 
the most likes, you know? So they come up and I guess that’s how they saw me and they like it. 

To learn and experiment the own 
social abilities by performing 
netiquette rules 

To shape own behaviour according to the different codes of each digital environment. 
E.g., [Int] What do you prefer, Snapchat or Instagram. 
[Ta+ I like them just the same. But… Snapchat is more like you life… I dunno, maybe on 
Instagram, all you is sharing your pretty pictures, you know? With filters and all… While on 
Snapchat, if you want a share a picture, you just share it and that’s it.  
[Int] So Snapchat isn’t about aesthetics? 
[Ta] Yeah, perhaps on Instagram you think twice before sharing a picture. 

To perform social experiments To propose challenges and observe people’s reactions in critical situations.  
E.g., [Ws] One group explain that they participate in challenges such as “Yoga challenge” or 
“Chabby bunny”, or they propose challenges imitating youtubers. 

To collaborate To help others in their content 
creation  

To consult/use others’ feedback to quick review and adjust the own creations according to an 
external point of view. Also to offer help to others in their creations.  
[Ws] Each member of the group reviews what the others have written. 
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To create collaboratively To create something collaboratively. 
E.g., [Ta] One day they told me it was way too short, that it only had three pages but then other 
day that it was too long with six pages.  

To play collaboratively in order to 
accomplish a mission, or a goal 

To play with a group of friends to fulfil the game goals. 
E.g., [Ta] We wouldn’t have conquered the island, hadn’t we done some teamwork first. 

To create social rules when producing 
contents or playing 

To create social rules and test them while producing contents or playing. 
E.g.,[Ta] Nobody talks when we are farming *a Minecraft’s term+. 

To keep up with contents with the 
collaboration of others 

To consult others first in order to buy, to download, or to select a content. 
E.g.,[Int] How do you make your choice? 
[Ta] Well, looking up on YouTube, asking a friend… Looking for apps… There’s a lotof video 
gaming sites on the Internet, we keep looking and if we like one, we download it and test it. And 
if we like it, we keep playing.    

To recommend others contents, tools 
and ways of doing  

To express your own tastes about different media contents and recommend peer about what 
to consume on media. 
E.g., [St] My pals make some recommendations and we play online together.   

To collectively monitorise cheating 
when playing 

To detect cheating in group and monetarises it.  
E.g.,[Ta] And another thing that bugs me off. Look, lots of people tend to go to big servers. So, 
what happens? That hacks can’t be… They can’t be easily spotted, so what happens? That if 
there’s a lot of people, then it’s super difficult to control all these people. 

To collaboratively create, manage, 
and promote social media and 
networking  

To manage social media and networking in group.  
E.g.,[Ws] One group explain that they have created a YouTube channel to share their 
gameplays. 

To negotiate turns to use devices E.g., [Ws] One girl says that she has to negotiate with her siblings the computer or TV use at 
home. 

To coordinate and 
lead 
 

To coordinate and lead a group of 
people when creating contents  

To distribute tasks in audiovisual production (video, fanfic, photo session, etc.). To decide what 
activity each group member will perform: camera, actors, sound, etc.  
E.g., [Ws] This group opts for making a horror film trailer and shoots it with an iPhone. Alba 
takes the role of director while Maria and Cristina perform in front of the camera. Throughout 
the process, Maria mentions that she has taken up theatre as an extracurricular activity and 
asks the coordinator to leave the classroom to shoot some scenes. Alba  looks for the best shot 
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in relation to lightning, and edits the trailer as she films withiMovies, iPhone’s built-in 
videomaking app. 

To coordinate and lead a group of 
players  

To coordinate and lead a team of players to go online and play. 
E.g.,[Int]When you play with pals online, do you guys take a specific role?  
[Ta] Yes, we organise ourselves. 
[Int] Like in a system? 
[Ta] Or everyone goes their own way but we rarely do that…  We always go “You two go get 
that tower. The others, follow”… Because there has to be a leader, you know? 

To coordinate/lead in online 
communities  

To block (to ban) someone’s access to the community because they cheated. 
E.g.,[Int] Can you do it? Banning someone because they insulted others?  
[Ta] For bad language I think it was, for inactivity when there’s no game on. 
Evenfornotbeingskillfulenough!  

To organise events To organise events, meetings, conventions in relation with media.  
E.g., [Int] Do you have to attend the event? As in being physically present? 
[Ta] Yep, well, there are some tournaments where you don’t need to, but normally at finals or 
important tournaments, you gotta be there. 

To teach To teach how to produce contents  
 

To teach how to edit, record, write, etc.  
E.g., [Ws] One of the girls teaches another girl how to write a basic script for the characters they 
wil be playing later on. 

To teach how to play 
 

To give guidelines/indications on how to play, solve problems or speak (jargon) on video games.  
E.g., [Ta] I taught them to aim, shoot, run, look for grenades, what guns to use at certain 
moments.   

To teach how to deal with technology 
(hardware, software, apps, etc.) 

To teach about technology and digital tools.  
E.g.,[Ta] My mum has problems with the Internet in general. I am the one who teaches her. She 
and techaren’t a good match [laughs].  

To teach about narrative and 
aesthetic issues  

To teach about narrative and aesthetic aspects (i.e., how a story is built, how many characters it 
has...) 
E.g., [Ta] I had to tell my mum who was who while we watched The Hunger Games... She didn’t 
know a thing. 
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PERFORMANCE 

MEDIA/PLATFORM SKILLS DESCRIPTION AND EXAMPLES 

To play video games 
(note: in-game 
individual skills) 
 

To know videogame rules and playing 
strategies 

To know the game rules; to know how to navigate game environments by doing the activities 
planned in them; to carry out basic strategies through the game. 
E.g.,[Int] What do you find interesting about Minecraft? 
[Ta] Well, you have to go get resources to survive. This way you can build your houses. What I 
like the most is the multiplayer mode because you can play and compete with my school friends. 

To know the different game modes To know how play the different modes offered by the game as campaign mode or individual 
mode.  
E.g.,[Int] How do you play video games? 
[Ta]  It depends on the game. If it is, for example, FIFA or Pro, then, I quite like playing online 
with unknown people or friends. But there are also games that are also good to play alone, not 
only in campaign mode, such as Call of Duty. 

To make combos To know how to make ‘combos’.  
E.g.,[Ta] I get into the game just to practice combos because, if you have to do a stupid thing in 
these kinds of games, it would mean winning or losing because of one person. 

To be flexible and adaptable To adapt to the different environments and rules, to be able to change game modes or roles 
when necessary.  
E.g., [Ta] When we play with people we don’t  know, for example if we are four and we are 
missing one, we let him choose so he doesn’t get mad and doesn’t leave. 

To explore the game To go through the game using maps and guides or explore it freely without any game tool.  
E.g., [Ta] I had no idea what to do, but here you have to unlock these armours that are inside 
those headstones. I had to slowly unlock all the armours with the money you had inside the 
game. 

To select the most suitable tools in 
order to move forward 

To make decisions on gear and materials to achieve the game goals. 
E.g., [Ta] This weapon is the best in the game but it is difficult to use. Then there is another gun 
that also kills with a headshot. There is also the recovery, which is like the bullet trajectory. If 
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you aim the bullet is not going to go there, you have to aimat a specific side, so they always go 
to the same place. And that's complicated to handle. 

To know how to combine characters in 
order to pass a game 

To select the most suitable set of characters to achieve the game goal or break a record. 
E.g., [Ta] The game is updated every two weeks. Then they are getting more characters so they 
are not always the same and you have to keep paying. Then everyone starts to try them. Also,  I 
like that you can buy the characters with game money, but sometimes you get bored of them. 
So, the game launches ten new characters every week. Then you can try those ten different 
characters. Of course, that gives you the idea of which character to buy, you can try it, and if 
you like it, then you can buy it. 

To identify patterns on game actions 
and motivations 

To identify regular behaviours and motivations among gamers (frequent mistakes, conflicts, 
etc.). 
E.g.,[Ws]The group explains each member has an special skill so they coordinate their actions 
according to what they can do. 

To outline strategies to win games To design an apply strategies to achieve the game goals. 
E.g., [Ta] You have to be careful that no one harms you. Because, if they attack you, everything 
you've got will be lost. That's why you can always take a “kit”, you can always have something. 
For example, I always get two "apples" that are "power". This way you lose "hearts" more 
slowly... 

To solve problems while gaming To overcome difficult situations or problems while playing using a range of solutions or 
defensive strategies. 
E.g., [Ta] In the first Pokemon, I stayed in zone where I said "there are several exits" and if you 
chose the wrong one, you didn’t get the points. However, if you chose another one, it was a 
mess because you didn’t get the points either. And I had to say "Red Pokemon, what can I do to 
go to the stairs?" And the solution came up. 
[Int] Is this on YouTube? And did you like that? 
[Ta] People normally these tricks because they say "I passed it”. 

To customize an avatar To create an avatar according to personal features. 
E.g., [Ta] There is a normal character and then you have the skins to characterise it in other 
ways. The character is the same, but you have it painted differently ... 

To construct characters To creatively build an array of characters in a game.  
E.g. ,[Ta] You can play with three characters, but you if you want you can play with only one.  
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[Int] Then, between game and game you are getting better. 
[Ta] Yes. 
[Int] What things have you been improving with your most important character? 
[Ta] I've also improved the way I played because I did not know how to play with that character. 
And also, the statistics. 

To build worlds To creatively build different worlds in-game.  
E.g.,[Ta] Look, you have to move around to build stuff in the world of this video game. 

To break the rules To cheat To use tricks in order to achieve goals and advance faster.  
E.g., [Int] Have you ever used tricks? 
[Ta] Yes, to go faster in the game. For example, in Minecraft there is an instruction called 
"command block". You type it in and it gives you something that is very good, for example, a 
sword that it can’t be broken. 

To make another player to cheat  To pay another user to get a better rank in the game.  
E.g., [Ta] They are people who say: "This is my account. If you want to play with this account, 
because you suck at the game, but you want to have a gold account." Then a person who knows 
how to play says: "You pay me one hundred euros so you stay with that account, and so you 
have your gold frame." 

To act To act in a theatre play To play a role in a play at the community centre. 
E.g., [Int] And what do you want to study? 
[Ta] I want to do an Artistic Baccalaureate, because since I was six years old, I’ve been doing 
theatre plays, and I acted in a film a year ago. 

To act in an audio-visual production To be an extra in a film located in town.  
E.g., [Int] And what do you want to study? 
[Ta] I want to do an Artistic Baccalaureate, because since I was six years old, I’ve been doing 
theatre plays, and I acted in a film a year ago. 

To dance To dance ballet, salsa, to break dance, etc.  
E.g., [Ta] It's in the first video I upload, I was dancing. 
[Int] Is this the Grease's musical? 
[Ta] No, it's me doing contemporary dance. 

To play music To play the guitar, the drums, the sax, etc.  
E.g., [Ta]I play the guitar, I have a private teacher. I started four years ago. If they would tell me 
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now, "Go play the Play or go and play the guitar" ... The guitar is something special for me... 
Uff[excited] ... I love it! 

To cosplay To play a part in a cosplay convention or meeting. 
E.g., [Ta] I am such a geek, I can’t wait to go to the comic convention, 
[Int] Will you attend this weekend? Dressed up? 
[St] Yes, with a Deadpool costume. It’s the character of a film at cinemas these days. 
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MEDIA AND TECHNOLOGY 

SKILLS SPECIFIC SKILLS DESCRIPTION AND EXAMPLES 

To recognise and 
describe 

To recognise and describe the 
structures and organisation of media 
companies and industries 

To know how media lobbies work.  
E.g.,[Ta] I know that El País newspaper is a part of the Prisa Group [a Spanish media 
corporation] but that’s it. 

To recognise and describe the 
technical features of social media 

To know what are the main features of social media.  
E.g., [Ta]On Facebook you can like your friends’ pictures and see the stuff people share.  

To recognise and describe the 
software, hardware, games and apps 
features  

To know about the features of a specific app, device, game or software.  
E.g., [St] In Wallapop you can sell and buy furniture or second-hand objects by contacting users 
nearby.  

To recognise and describe video 
games and consoles  

To know about the features of a specific game and consoles (e.g., multi-player online mode, art 
and graphics, graphic card, connectivity, etc). 
E.g., [Ta] I only play Splatoon online. It’s like playing with other people at the same time… While 
in this game I can’t communicate with others but it’s cool anyway. 

To be up to date on the latest media, 
cultural products, and events 

To keep up with what’s on about media and events (e.g., cinema, novels, video games, 
cosplaying events, gaming conventions, board game meetups, etc.) 
E.g., [Int] Do you attend the Manga Salon? 
[Ta] Yeah, I attend every year. And well,what I like the most is people cosplays. There are some 
really good cosplays. For example, last year there was a cosplay of the three admirals:  Aokiji, 
Kizaru y Akaido. 

To recognise and describe the basic 
rules and jargon of a community  

To move through several communities following their rules and jargon (combo -video games-, 
posing –Instagram-, rat kid –YouTube-, etc.) 
E.g., [Ta] Do you know what a rat kid is? 
[Int] No, care to explain? 
[St] Rat kids, fans of YouTube, Minecraft, Call of Duty… They don’t stop screaming. Super 
annoying. A bunch of insults you threw their way to shut them up and they get you killed in a 
second.  They are Minecraftadditcs, bloody addicts that spoil entire games… They are also fans 
of Vegetta,Willyrex, Perchita [famous youtubers in Spain+, but these aren’t the ones to blame 
though. 
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To recognise and describe advertising 
strategies 

To detect the different advertising and marketing strategies. 
E.g.,[Ta] Sometimes it’s too obvious they are promoting brands because the characters only 
wear certain T-shirts 

To compare To highlight the differences and 
similarities among social media 
platforms  

To highlight the differences and similarities among social media platforms (e.g., Facebook 
vsInstagram; InstagramvsSnapchat; Twitter is for following celebrities while Whatsapp or Skype 
are for chatting). 
E.g.,[Ta] On Snapchat you can only upload pictures and message.   
[Int] And Facebook? 
[St] Ah, and you can’t like stuff on Snapchat. 

To highlight the differences and 
similarities of types of software, 
hardware, and apps  

To highlight the differences and similarities of types of software, hardware, and apps (e.g., 
Premiere vs. Final Cut; Afterlight vs. Mextures; brands of hard disks, of mobile phones, etc.) 
E.g., [Int] Why iPhone 
[Ta] Because I dig its operating system and its design. I like it better because I dunno, it’s more 
relaxed, calm, you can understand it easily, so…Android stresses me out, because everything’s 
like… I don’t see… There’s no coherence. I don’t like it, no.   

To highlight the technical differences 
and similarities of video games and 
consoles  

To highlight the technical differences and similarities of video games and consoles. (e.g., 
graphic features of FIFA vs. PES; PlayStation 3 vs. PlayStation 4). 
E.g., [Ta] I need a video capture thingy to record while using PlayStation 3 whereas with Play 4 I 
just have to press a button and it starts recording automatically. It’s much more difficult to get 
stuff recorded with Play 3.  

To evaluate and 
reflect  

To evaluate and reflect on the 
qualities or characteristics of social 
media platforms  

To reflect on the different social media qualities as, for example, buzz and popularity (e.g., likes, 
views on YouTube, being an influencer, youtubers going professional, etc.) 
E.g., [Ta]Likes... Well, it was exciting to get the first comment and the first likes because there 
was a user telling us “Hey, I dig your channel, you keep it up”, I dunno., it really pumped us up... 
like supporting us, you know? It was an experience that made me think we were on the right 
track and all. 

To evaluate and reflect on the 
qualities or characteristics of software, 
hardware, and apps 

To reflect on the different software, hardware, and apps qualities as, for example, usability.  
E.g.,[Ta]Windows is more prone to viruses if you don’t protect it with an antivirus. 
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To evaluate and reflect on the 
qualities or characteristics of video 
games or consoles 

To evaluate and reflect on the playability of a game and other (not graphic) features. 
E.g.,[Ta]This game is so easy to play, you don’t need much time to learn the basics 

To evaluate and reflect on the 
structures, business models, and 
organisation of media companies and 
industries 

To reflect on how media companies are organised and make profit (e.g., social media 
advertising -especially YouTube economies-, market segmentation, channel increase, 
influencers, video game pricing, video game features, consoles that don’t allow playing older 
games, etc.). 
E.g., [Ws] The group member talk about the video game industry, they mention that it is one of 
the few sectors that keeps growing every year. 

To evaluate and reflect on the own 
media competences and skills  

To evaluate their strengths and weakness regarding media (mentioning what they do best or 
worse). 
E.g.,[Ta] I suck at Photoshop in general but I can say I’m very good at taking pictures. 

To take action and 
to apply 

To apply strategies for selecting and 
validating information  

To trust some information found online because it is popular or confront it with other sources 
of information. 
E.g., [Ta] I usually say, well,this music video has so many views on YouTube, it must be good 
then. 

To select a social media platform  To choose a social media platform over others based on one’s knowledge and experience with 
these kinds of platforms. 
E.g., [Ta] I like Spotify, but the free version. What’s the point of paying? 

To select hardware, software, and 
apps  

To choose a device, programme or app over others based on own knowledge and experience 
with these kind of products. 
E.g., [Ta]So, a console is ready to play. A computer is ready to work and do other stuff. If the 
computer is not ready… Like the ones pros have. Those aren’t work computers,they are special 
computers for gaming. If you don’t have one of those, everything lags on, you can’t see the 
movements well, for example. 

 To select video games and consoles  To choose video games and consoles over others based on own knowledge and experience with 
these kind of products. 
E.g., [Ta+ I always buy sandbox games because I don’t have to pursue fixed goals. 
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NARRATIVE AND AESTHETICS 

SKILLS SPECIFIC SKILLS DESCRIPTION AND EXAMPLES 

To interpret To understand the story, storytelling, 
etc. 

To understand how a story unfolds, and explain it. 
E.g., [Int]What is it about? 
[Ta]It’s a country called Panem which is in a post-war period. To prevent districts from battling, 
the government organises The Hunger Games every year. So they randomly pick a guy from 
each district, and they put them in a place to fight, and only one of them can survive. They have 
to kill each other. They are under surveillance all day long, a bit like in 1984, and then, I dunno, 
it is sort of a social critique to how the government controls the people so they don’t fight, for 
them to do what the government wants. I guess this is the message of it. 

To reconstruct transmedia narrative 
worlds 

To find and check out the different transmedia expansions (film, book, game, etc.) that make a 
narrative world. 
E.g., [Int] And who did you get to watch the previous episodes? 
[Ta]I started by watching the first episodes and when I saw TV wasn’t airing more, I went to a 
website which is a fan community where you can share your own site.And there are different 
sections such as episodes, the manga, the movies and well, special premieres launched by the 
company. 

To recognise and 
describe 

To recognise and describe genres in 
different media and platforms  

To know the characteristics and name the different literary, comic, photographic, cinema, 
music, video game,and YouTube genres, among others. For example, to distinguish between a 
novel and a story; to distinguish between Super Hero comics, strip series, manga; to distinguish 
between drama, comedy and action.In addition, genre distinctions regardingthe different 
cultures and subcultures of the world (E.g., Korean or South American dramas). 
E.g., [Int] What is the book about? 
[Ta] It’s sci-fi, like futurist, and is set in Mars, and there’s something like… Society is divided in 
classes, to put it some way.  

To recognise and describe the 
characteristics and name the different 
formats 

To know the characteristics and name the different formats. (e.g.,to distinguish between series, 
trailers and films, etc.) 
E.g., [Int]Your mates told me you were really into One Piece’s anime and manga. 
[Ta]Just the anime. Well, I read the manga once. But I like the anime better… The series started 
twenty years ago!  
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To recognise and describe the 
characteristics and name different 
narrative worlds 

To identify their official/canonical/popular elements (e.g., characters, theme songs, 
catchphrases, etc.) of a narrative world and explain its expansions.  
E.g.,[Int]Divergent has more than one book, right? 
[Ta] Yeah, it’s a trilogy. 
[Int]The three of them are already out? 
[Ta] Yes, and I watched the movies. They are supposed to be making another one, but there’s no 
news yet. I mean they are turningthebooksinto films… 

To recognise and describe the 
aesthetic and narrative values of a 
content 

To highlight aesthetic and narrative aspects of a particular content. 
E.g., [Ta] Dulceida I think, is the most genuine of them all. She has good pictures, good cameras, 
but… She isn’t the typical one you know is fake on the spot… I mean, she doesn’t go around 
changing outfits and tagging brands all the time… No, she’sdifferent. 

To compare To highlight the differences and 
similarities among media genres 

Literary, comic, photographic, cinema, music, video game, YouTube genres, among others. For 
example,novel vs. short story; drama vs. Comedy; pop vs. reggae; gameplays vs. tutorials. 
E.g., [Ta] I like way too many things. Reggaeton I like for partying. But it’s true that is a kind of 
music that despite… I don’t pay attention to the lyrics because we all know what they say… The 
rhythm and all that. I dunno, when you are partying, you dance to that.I also dig classical music 
to chill out. 

To highlight the differences and 
similarities among different formats 

Cloud games or mobile games vs. console videogames; series vs. films, etc.  
E.g., [Ws] A girl thinks TV shows are “more fiction or planned”while realities are “like it happens 
in real life”. 

To highlight the differences and 
similarities among different narrative 
worlds 

To highlight the differences and similarities in relation to the official/canonical/popular 
elements (e.g., characters, theme songs, catchphrases, etc.) of different narrative worlds.  
E.g., [Ta]He must avenge and lead his people… And the others make them believe that they 
are… The ones who are building Mars, but, in reality, Mars is already built. They are lying for 
them to continue… It’s a bit like Braveheart, you know, the film of this Scottish guy, it’s ok, they 
kill him… Well, thereisanuprising…  

To highlight the differences and 
similarities among different contents 
based on aesthetic and narrative 
values 

To highlight the differences and similarities in relation to aesthetic and narrative values. 
E.g.,[Int]Do you like it? 
[Ta]I like old movies, medieval, I don’t know. Classic ones. Old. But well-made, not like… I mean, 
The Physician. You know which one? 
[Int] Yes. 
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[Ta]I loved how it was done. Sherlock Holmes? Those I also like. Romantic ones… I hate them. 
Comedy, I crack up. Science-fiction, Star Wars and the rest, no. I mean, they are well-made, I 
don’t deny it, but I don’t feel draw to them.  
[Int]What draws your attention? 
[Ta]The atmosphere. How real can look something that is being filmed in the twentieth century. 
Thewounds, thecharacterisation… 

To evaluate and 
reflect 

To evaluate and reflect on an specific 
narrative world 

To evaluate and reflect in relation to a narrative world 
E.g., [Int] Why do say Assassins Creed is a masterpiece? 
[Ta] I mean, it is philosophic relevant, ideas of how to see the world… Basically that. So, in 
Assassin’s Creed, the assassin’s slogan is “Nothing is real, everything is allowed”… So, you see 
this at the beginning, and don’t understand a thing. After three years playing… In one game 
they explain it a bit… Nothing is real because society is formed by people. So, you can break with 
that because, for example, a person who does wrong… And that person can be a corrupt 
politician; he can be up to three years without going to prison. Conversely, someone who steals 
food to feed his children can be in prison within two days. 

To evaluate and reflect on a content in 
relation to aesthetic and narrative 
values 

To evaluate and reflect on aesthetic, characterisation, narrative pace, settings, originality. 
E.g.,[Ws] After watching the presentation videos, they make some comments. “Fake”. “There 
were parts that looked professional, but you can see others were filmed with the phone and so 
the quality isn’t as good…” 

To evaluate and reflect on videogame 
design and contents 

To evaluate and reflect on videogame design and contents as settings, graphics, etc.  
E.g., [Ta] As for the missions and all that, the video game is well-made, I think. The graphics are 
average. They are well-detailed but they don’t seek reaching the maximum of detail. 

To evaluate the own creations  To make aesthetic or narrative observations at the own creations. 
E.g., [Ws] The group reshoots some scenes because they “didn’t like what they had filmed” with 
the phone at the playground the first day. The footage didn’t look good enough, in their opinion. 

To take action andto 
apply 

To select and consume/quit a content 
based on aesthetic and narrative 
values 

To take narrative and aesthetic decisions on consumptionand act accordingly. 
E.g., [Int] How do you choose the next game you want to play?  
[Ta] I dunno, for example, I got to the ship and I look behind the games package and there you 
can read what it is about and look at the pictures. First I look at the pictures to see if they have 
good graphic, and if I like them, then I read the explanation. 
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To take into account aesthetics and 
narrative values when producing  

To take into account aesthetic or narrative observations while creating. 
E.g., [Int] And when you share pictures, do you put a filter on them?  
[Ta] Yes, I upload them... I put a filter or something like that, a frame, whatever, like in black 
and white. 
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IDEOLOGY AND ETHICS 

SKILLS SPECIFIC SKILLS DESCRIPTION AND EXAMPLES 

To recognise and 
describe 

To recognise and describe the legal 
and ethical implications of media 
content production and diffusion  

To be aware about the legal and ethical  implications of media content production and diffusion 
(e.g.,  downloading films from some websites is illegal, taking a text from a blog and paste it on 
a school assignment is plagiarism.you need to be granted permission before using someone 
else’s materials, etc.) 
E.g., [Int] Do you take pictures of other people, do you manipulate them, do you upload them? 
[Ta] No. 
[Int] You do not usually take them. 
[Ta] No, no, no. Because if someone finds out that you share pictures of them, that you make 
them yours, because sometimes there are people who take a picture and ... 

To recognise and describe stereotypes 
and ideological connotations in media 
contents 

To be aware of the stereotypes and ideological bias in media contents. 
E.g., [Ta] In fact, there was a team that had a player who was trans, with the surgeries and all... 
I mean, she ... He... he is a man. 
[Int] Yes. 
[St] An now he is playing in a male team but he is already ... He is no longer a man, he is no 
longer a man, and there were a lot of critique because he left the team, only because of the 
criticism, not because she is...Well, I do not know if to say him or her. 
 

To recognise and describe the rules or 
terms of use within an online 
community  

To recognise and describe rules and terms of use in YouTube or a video game community, 
among others.  
E.g., [Int] And can you buy or cheat in the video game? 
[Ta] Yes, you can. And what happens is that, if they catch you, they ban the account. 

To evaluate and 
reflect 

To evaluate and reflect on the own 
media diet and choices 
 

To express and evaluate the motivations for media use and the suitability of the own 
behaviour. What TV shows are the most watched and why, how long teens spend watching TV 
or playing video games, etc. 
E.g., [Int] What can you say about video games and YouTube? 
[Ta] There are children who play and spend a lot of hours on it. I do not like to be a lot of time 
connected to the Play or the tablet, because there are people at the school who gets home and 
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only play the whole afternoon. 

To be self-critical with the own 
creations 

To evaluate and be critical with the own creations and motivations to do it. 
E.g.,[Ta] Because if it's not like "Well, here we are, how are you?", I’d rather talking all the time, 
whatever it is, I don’t care. I talk about anything I see and I'm talking, you have to talk. You feel 
pressured to speak, it's a bit difficult. It takes away the fun a bit but at the same time it's also 
fun.  

To evaluate and reflect on the 
legitimacy or accuracy of some 
sources of information 

To question the legitimacy or accuracy of some sources of information  
E.g.,[Int] You already have enough information from YouTube, youtubers, other users that may 
not be celebrities, but that are sharing things. 
[Ta] Yes, because on YouTube there is also a lot of cheating because maybe they announce a 
Minecraft update that can be a lie. That's why we first go to the creators themselves to see if it's 
true or not and then we start looking on YouTube, because not everything can be true. 

To evaluate and reflect on  
stereotypes and ideological 
connotations in contents 

To reflect about ideology and stereotypes present in media 
E.g., [Ta]Yes. One of the youtubers I follow mentioned it, that the author had interpreted the 
novel his own way. That is, for example, he made Bella to become a boy. So Edward is a girl. 
There was a lot of criticism because Bella was a girl and she was always in trouble and things 
like that. 

To evaluate and reflect on the role of 
media and technology in society  

To evaluate and reflect on the role of media in society through issues as technology at 
school/outside school or learning with video games, among others.  
E.g., [Int] But do you think you learn from playing video games? 
[Ta] For example, in a shooter video game you learn English language because almost everyone 
in there is from Russia. And you have to speak in English and you learn more. For example, I 
don’t know how to say “luck”, or something like that. So I asked my friend and I learnt that 
word. Then I always say something like "good luck" in English. 

To evaluate and reflect on the rules or 
terms of use within an online 
community  
 

To evaluate and reflect on different behaviour within an online community as, for example, 
cheating.  
E.g., [Int] And what do you think about the use of these resources to advance in a game? 
[Ta] In theory you shouldn’t use tricks because it is more fun to spend the video game even if it is 
harder. 

To evaluate and reflect about piracy  To be aware and evaluate the own motivations and criteria for downloading media content, or 
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to know whether a content ‘is worth pirating’ or not. 
E.g., [Int] And what is your opinion on piracy? 
[Ta] It’s good for some games because you say “If you only gonna play three hours, then you 
download a bootleg copy and bye". Like you would do with the films you don’t care much about.   

To evaluate and reflect about violence 
in media 

To evaluate and reflect whether media can or can’t inspire violent actions. 
E.g., [Ta] The Assassin’s Creed began as a video game that at first began as a game like the Call 
of Duty ... that does not have much importance, but little by little, was transformed into one of 
these video games in what is not only kill people... 

To take action and 
to apply 

To avoid illegal and unethical practices  To avoid illegal and unethical practices as using pictures from others’ social media users or 
piracy.  
E.g., [Int] Do you take pictures of other people, do you manipulate them, do you upload them? 
[Ta] No. 
[Int] You do not usually take them. 
[Ta] No, no, no. Because if someone finds out that you share pictures of them, that you make 
them yours, because sometimes there are people who take a picture and ... 

To select and consume or quit a 
content based stereotypes and 
ideological connotations in contents 

To select and consume or quit a content based stereotypes and ideological connotations in 
contents 
E.g.,[Ta] My parents don’t allow me the play GTA 5. Yes, it is for gamers over 18 years old. But 
for example, you can kill people there, you can steal cars, shoot them, take drugs… I always I say 
to my parents that if I would have this game, I would not do this to kill, but they always tell me 
otherwise. 

To select and consume or quit a 
product because of their terms of use  

To select and consume or quit a product because of their terms of use. 
E.g., [Int] Yes, those privacy policies that they’ve changed in Snapchat... It was pretty wild. For 
example, they can keep any picture that you send, any data you share, anything that you share, 
Snapchat keeps it. Because before this, everything was deleted and now, it isn’t, so I don’t like it.  
[Ta] So you didn’t like it and you quit, or...? 
[Int] No, I'm still using it but ... 

To report an illegal or unethical 
practices  

To report an illegal or unethical practices as, for example, abuse or cheating in a community. 
E.g.,[Int] Can you imagine? There are a hundred of people who have hacks and do not know if 
they really have hacks, because you haven’t seen them and you have to look into the forums. 
Everyone has told you that there are hacks, you have to verify that they are hackers, it is a bit 
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messy and, in the end, they usually keep using hacks, but many times they get banned. 
 

To take part in communities in order 
to address ethical issues 
 

To engage in conversations and actions targeted at preventing or improving ethical or 
stereotypical representations on media. 
E.g., [Ws]A girl explains that there are people on Instagram that post or comment pictures of 
self-harm in order to help others. 

To address strong ethical issues in 
own contents  

To use irony, parodies, memes and other range of contents as an informal yet relatable way to 
expose non-conforming opinions on ethical issues. 
E.g.,[Ws] Some girls in the workshops use Tumblr to express their own takes on love and 
romance that clash with mainstream views: “I’m single, it’s true, but you are not in love. 
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RISK PREVENTION 

SKILLS SPECIFIC SKILLS DESCRIPTION AND EXAMPLES 

To recognise and 
describe 

To recognise and describe how privacy 
and security work on hardware, 
software, apps, and social media 

To know how privacy and security work on hardware, software, apps or social media.  
E.g., [Ta]Because, well, now every computer has an address and that Mac is like a... It's like a 
passport. All your data and everything are registered. And with that Mac address they can 
locate you, they can know where you are. 

To recognise and describe possible 
addictions to media products  

To recognise and describe possible addictions in relation with video games, mobile phone, 
gambling, etc.  
E.g.,[Ta]I saw a documentary on TV about theuse of mobile phones. "I can’t live without you". 
And the documentary explained how people depended so much on them. Now we are very 
hooked to the mobile. They also spoke about the traffic accidents, that there are many people 
that get distracted... 

To be aware of the risks of self-
exposing on social media 

To be aware of the possible risks of self-exposition on social media like the social critics, etc.  
E.g., [Int] When you want to share something ... do you have any rule? 
[Ta] Well, if I'm not looking good in a picture... I don't upload It. If I don't look good and a friend 
uploads the picture... I make him delete it... I don't know, it bothers me a lot and I don't have 
Snapchat because people end up showing their private lives. It's like that you no longer have life, 
because I have friends who share videos when they are even in the loo, you know? That's like... 
What? If you share that, what else are you going to share? I don't know. 

To evaluate and 
reflect 

To evaluate and reflect on the risks of 
constructing the own digital identity 

To evaluate and reflect on the risk of exposing intimacy and critiques on social media  
E.g.,[Ta]YouTube is dangerous, because maybe you share a video of your face or something 
similar and it can determine the rest of your life. In Facebook they own all the information you 
share. You share it and it is theirs. However, YouTube is more ... It is equally commercial but not 
so ... So dangerous. 

To evaluate and reflect on the risk of 
accepting social media policies and 
terms of use 

To evaluate and reflect about the media policies and terms of use.  
E.g., [Ta] What I don’t like about Snapchat is its privacy policies. Because I don't usually read the 
privacy policies, I am the type who doesn’t read them... When they say I accept, I have read and 
I accept... But no one reads it. Then I had accepted them and then I heard on the radio that its 
privacy policies had changed, that now they were super crazy, like ... they could keep any picture 
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you send, any data you shares, whatever you send Snapchat keeps it... 

To take action and 
to apply 

To manage online personal identity 
taking into account privacy and 
security 

To manage own social media taking into account privacy and security issues as to avoid sharing 
legal documents (e.g., ID number) online, to take care of the pictures and images you share on 
social media; to share good pictures only, etc. 
E.g., [Int] Do your friends ask you before sharing a picture in which you appear?  
[Ta] He asks me. Or we decide together, we take a picture and my friend shares it. He asks me. 
He says I'm going to shares this picture. And I say, "Okay, share it". And he tags me in the 
picture. 

To manage relations and contents 
taking into account privacy and 
security 

To filter content depending on the people you want to share with, to keep control of contacts 
and to manage the authorship to avoid piracy as to apply sharing filters (e.g., Friends Only) on 
the pictures or posts you share on Facebook; delete people from the contact lists; and to avoid 
talking to strangers, among others. 
E.g., [Int] Have you had any kind of trouble in social media as in Instagram...? 
[Ta] Yes, once. I had one, a... a guy... a guy opened a conversation with me... he said, "Hey, I 
know you, I know where you live", or whatever... He told me very strange things, "You come to 
see me" or something like that and what I did was to block him and say "bye". And I haven't 
heard anything else about him... 

To take care when downloading 
content or software 

To be careful when downloading content or software to avoid problems legal problems or virus 
in the computer, etc.  
E.g.,[Ta]They always say to me "Don't download this because you can have a virus" or "Be 
careful with the content you download" and they install the antivirus and everything and 
download movies... They know the websites you can use to download. 

To take measures to avoid addictions To take measures to prevent yourself from becoming an addict.  
E.g.,[Ta] I made a combination of sport and video games, but a healthy combination. I’ve never 
got the point of playing alone in a room for so many hours. Because I'm responsible. I have 
always been a bit... Let's say mature. I knew it was not healthy and my parents didn't have to 
tell me things like "You have been playing Pokémon for too much time, leave it..." You know? or 
"Go study" or "Do other things",  or whatever. I have a healthy relationship with video games. I 
have no addiction to them. 

To identify and neutralise a hack To solve a hack putting on practice a combination of resources and skills. 
E.g.,[Ta] Someone hacked my account once. My personal account.  
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[Int] And what happened?  
[Ta] Well, there was a moment when I could retrieve the account because I went to the forum 
and they said: "Well, to make sure it is your account you have to give us data like what was the 
first character you bought? You know that and the other person doesn't know it””. And they say: 
"Okay, now you can change your password and you can access to your account”. And then I got 
access to it and then I found, for example, he had spent some of the money I had paid with my 
credit card. And I told themit had been used by the person that hacked my accountand they 
gave the money back. 
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4. Informal learning strategies 

Informal learning  

Even if the concept of ‘informal learning’ was introduced by Knowles in his book 

Informal Adult Education (Knowles, 1950), Dewey and other early 20th century 

education philosophers as Mary Parker Follett encouraged and valued informal 

learning practices (Conlon, 2004). In Experience and Education John Dewey (1938) had 

theorized that  

learning takes place through an individual’s experiences, lifelong learning and 

the role of reflective thought in education. He firmly believed that the human 

element was vital to vocational education and needed to develop one’s skills to 

live and be productive in a democratic society (Conlon, 2004, p.286).  

Informal learning strategies were present long before the emergence of formal 

educational systems. For example in the United States  

The early roots of America’s education system developed in the late 18th 

century when informal learning institutions, such as libraries, churches, and 

museums, were seen as the main institutions concerned with public education. 

They were viewed as places that encouraged exploration, dialogue, and 

conversation among the public (Bell et al., 2001, p.14) 

Research on informal learning took yet longer to develop and consolidate. In the 

beginning, researchers were especially interested in defining these practices and 

exploring adult informal learning processes in workplaces. In a seminal study Marsick 

and Watkins (1990) concluded that only 20% of what employees learn comes from the 

formal education structure. In the next two decades the research of informal learning 

practices expanded to new fields. 

 

Informal learning processes and strategies 

A classic definition of informal learning comes from Coombs and Ahmed (1974): 

Informal education is ‘the lifelong process by which every person acquires 

andaccumulates knowledge, skills, attitudes and insights from daily experiences 

andexposure to the environment’ (1974, p.8). 
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In this context non-formal education is defined as  

any organized, systematic, educational activity carried on outside the 

framework of the formal system to provide selected types of learning to 

particular subgroups in the population, adults as well as children (1974, p.8). 

Regarding the differences between formal, incidental and informal learning, according 

to Marsickand Watkins 

Formal learning is typically institutionally sponsored, classroom-based, and 

highly structured. Informal learning, a category that includes incidental 

learning, may occur in institutions, but it is not typically classroom-based or 

highly structured, and control of learning rests primarily in the hands of the 

learner. Incidental learning is defined as a by-product of some other activity, 

such as task accomplishment, interpersonal interaction, sensing the 

organizational culture, trial-and-error experimentation, or even formal learning. 

Informal learning can be deliberately encouraged by an organization or it can 

take place despite an environment not highly conducive to learning. Incidental 

learning, on the other hand, almost always takes place although people are not 

always conscious of it (Marsick& Watkins, 1990, p.12). 

As it can be seen informal learning is ‘usually intentional but not highly structured’ 

(Marsick& Watkins, 2001, p.25). It is predominantly experimental and non-

institutional, and can be found in many different situations: self-directed learning, 

networking, coaching, mentoring, etc. After reviewing a series of studies about 

informal learning in the workplace, Marsick and Volpe (1999) characterised this 

specific way of learning in the following terms: 

 It is integrated with daily routines. 

  It is triggered by an internal or external jolt. 

  It is not highly conscious. 

  It is haphazard and influenced by chance. 

  It is an inductive process of reflection and action. 

  It is linked to learning of others (Marsick& Volpe, 1999, p.5). 

Even if it is mostly focused on informal and incidental learning processes in 

workplaces, Cseh, WatkinsandMarsick (1999) have proposed a very useful ‘informal 

and incidental learning model’ to describe these processes and contextualise the 

implementation of informal learning strategies (Figure 2). 
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Figure 2– MarsickandWatkin’s Informal and Incidental Learning Model as Adapted with 

Cseh (Cseh, Watkins&Marsick, 1999) 

 

Oxford defined the learning strategies (1990, p.8) as specific actions taken by the 

learner to make learning easier, faster, more enjoyable, and more transferable to new 

situations. Wendenand Rubin also defined them as ‘… any set of operations, steps, 

plans routines used by the learner to facilitate the obtaining, storage, retrieved, and 

usage of information’ (1987, p.19). In Cseh, Watkins andMarsick’s (1999) modelthe 

learning strategies are situated in a post-interpretative phase (that includes the 

interpretation of experience and the examination of past and alternative solutions) 

and before the action (new solution).  

Interpretation of the context leads to choices about alternative actions. These 

choices are guided by recollections of past solutions and by a search for other 

potential models for action. Success in implementation depends on drawing on 

capabilities that are adequate to the task. If the solution calls for new skills, the 

person needs to acquire these (1999,p.30). 

The acquisition of new skills may be influenced by many contextual factors, from ‘the 

availability of appropriate resources (time, money, people from whom to learn, 

available knowledge about an unknown or ambiguous phenomena)’ to the 

‘willingnessand motivation to learn, and the emotional capacity to take on new 
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capabilities in the middle of what could be a stressful challenge’ (Marsick& Watkins, 

2001,p.30). 

As already indicated, early research about informal learning strategies focused on 

workplaces (Marsick& Watkins, 1990) but it expanded to specific places and fields such 

as small-business incubators (Cseh, 1998; Callahan, 1999; Conlon, 2004), cultural 

institutions (e.g., museums) (Ramey-Gassert, 1997) or health (Carter, 1995; Menard, 

1993).At the same time, the role and structure of informal learning have evolved over 

the past years. Today, technological advances have expanded traditional informal 

learning spaces (libraries, museums, zoos, etc.) and created new spaces as social 

media, websites, online communities, etc. The role of families and even schools (e.g., 

the interactions and media practices of teens during breaks) should be also taken into 

account. In consequence, in the last decade research on informal learning expanded 

also to digital collaborative environments and analysed how teens are using social 

networking sites (SNS) for learning(Sefton-Green, 2006, 2013).  

 

Teens and informal learning strategies in the new media ecology 

In 2006 the Future Lab2 published a review of the informal learning practices outside 

school (Sefton-Green, 2006). This review was not direct research but it offered a 

panorama of the European research on informal learning. Sefton-Green’s review was 

an attempt to ‘map out the different approaches to understanding how young people 

may be learning with ICTs in a range of settings outside the school - especially in 

contexts not traditionally associated with education’ (2006,p.5). The review focused on 

the use of digital resources that are viewed as leisure activities and which are 

perceived by formal educational establishments as outside the realm of valued 

educational experience (e.g., playing of computer games, use of chat rooms, 

exploitation of digital media and digital television, etc.). 

Sefton-Green raised many questions about how to analyse informal learning practices 

outside the school. His notes have been very useful for the definition of the 

methodology of the TRANSLITERACY Project.  

                                                           
2http://www2.futurelab.org.uk/ 

http://www2.futurelab.org.uk/
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At the same time Sefton-Green reflected on the theories that support this kind of 

research, arguing that none of the traditional learning ‘directly applies to the question 

of how children learn informally with ICTs. This is a new area and the “road map” of 

where we need to travel to understand this is laid out through these different 

theoretical perspectives’, from constructivism to discovery/experiential, situated 

learning, and new literacies studies (Sefton-Green, 2006, p.12-14). Sefton-Green 

concluded that ‘young people’s use and interaction with ICTs outside of formal 

education is a complex “educational” experience’ (2006, p.30). This resulted in two key 

recommendations of relevance to this project:  

 Teachers, parents and other educators need to find a way beyond ‘narrow’ or 

simplistic definitions of learning and education to value and build upon the 

learning described in this study to enrich and support the curriculum; 

 The kinds of knowledge and the modes of learning exemplified in out-of-school 

informal learning is very relevant to learning how to become a modern kind of 

worker; the formal education system needs to find ways to intersect with this 

kind of learning as a valid curriculum aim (Sefton-Green, 2006,p.30). 

Over the last few years, Sefton-Green (2013), Williamson (2013) and others have 

expandedtheir exploration of informal learning practices. As indicated in the DoA, one 

of the aims of the TRANSLITERACY project is to identify the informal learning 

strategiesapplied by young boys and girls outside the school. 

According to Black, Castro and Lin (2015)  

Formal learning environments remain important while informal learning 

environments are gaining increasing significance as the play a key role in the 

modern education of our youths (…) Youths in our digital age are self-taught, 

forming communities of culture as they immerse themselves in social media 

outside of our classrooms (2015, p.2). 

Supported by researchers as Buckingham (2007)and Clark et al. (2009), Black, Castro 

and Lin (2015) suggest that there is a gap between the savvy ways in which our youths 

use media outside school in everyday life and the ‘structured, controlled, and often 

stilted ways they are regularly used within schools’; this gap has been defined as 

‘digital dissonance’. Clark et al concluded that ‘educators need to consider the kind of 
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skills and knowledge young learners bring to formal milieux’ (2009,p.4). According to 

Clark et al. 

School institutions appear to be slow to realize the potential of collaborative, 

communicative interactions, and the open and flexible potentials of learning 

‘beyond the classroom walls’ (2009, p.68). 

Finally, Clark et al concluded asking  

If young people are acquiring new and valuable skills set in and through their 

interactions with technologies, how can these usefully be introduced to more 

specific settings such as formal education? (2009, p. 57). 

The answer to this question is inside the TRANSLITERACY project. 

 

Towards a taxonomy of informal learning strategies 

How can informal learning strategies be classified? Even if there are many taxonomies 

of skills and competences, the references about a classification of informal learning 

strategies are limited. In the case of the TRANSLITERACY project, the team has 

identified sixmodalities of informal learning strategies (learning by doing, problem 

solving, imitation, playing, evaluation, and teaching) that intersect with four main 

areas (subject, time, space and relationships) containing a series of categories and 

oppositions. 

As introduction to the main table of informal learning strategies, the Table 7provides a 

definition of the six modalities.  

Modalities Description 

Learning by 

doing 

It refers to the strategy in which the learner puts into practice a set of 

activities related to the skill they want to acquire. These activities usually 

involve trial and error processes that gradually help the learner perfect 

said skill. 

Problem 

solving  

It refers to the strategy in which the learner is faced with a problem or 

issue that motivates them to acquire the right skill to solve it. 

Imitating/ 

Simulating 

They refer to the ability of the subject to self-manage resources and time, 

own identity, feelings and emotions. 

Playing It refers to the strategy in which the learner acquires a certain skill by 
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engaging in gamified environments. 

Evaluating It refers to the strategy in which the learner acquires or perfects a skill by 

examiningtheir own or others’ work, or being examined by others. 

Teaching It refers to the strategy in which the learner acquires a skill by 

transmitting knowledge to others, inspiring the learner to master an 

existing skill or to add another one that helps them in the teaching tasks. 

 

Table 7 - Modalities of informal learning strategies 

For building up a set of categories and oppositions,HidiandRenninger’s distinction 

between situational interest (short lived, typically evoked by the environment) and 

individual interest (more stable and specific to an individual (cited in Bell et al., 2001, 

p.131) provided a useful starting point. In addition, Bell at al. (2001) proposed three 

venues or configurations for learning: everyday informal environments (such as family 

or peer discussions and activities, personal hobbies, and mass media engagement and 

technology use), designed environments (such as museums, science centres, botanical 

gardens, zoos, aquariums, and libraries), and out-of-school and adult programs (such 

as summer programs, clubs, and science centre programs). According to the authors 

the distinction between everyday learning and learning in designed settings and 

programs is blurry and imperfect, even more so since settings of informal teaching are 

going online.  

Modalities Oppositions Description 

 

 

 

 

 

Subject(s) 

Individual / 

Collaborative 

Informal learning strategies may be developed 

/applied by a single person. In this second case there 

is a division of labour or a collaborative learning 

strategy. The main question is: How many subjects 

participate in the informal learning experience? 

Situational 

interest / 

personal 

interest 

In this case the opposition focuses on the subject’s 

motivations. Sometimes the subject is motivated by a 

situational interest (usually unplanned and related to 

problem solving and adapting to a specific 

environment) while, in other cases, there is no 

external ‘call to action’ beyond a genuine personal 

interest that may entail some previous planning. The 

main question is: Why is the learner looking for a 

specific knowledge or skill? 
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Time Sequenced/ 

Exceptional 

Informal learning strategies may develop as a 

continuous activity following a sequence or serial 

model (very close to formal learning experience) over 

time or it could be reduced to specific and single 

interventions. The main question is:What are the 

time patterns of the informal learning experience? 

Short term/ 

Long term 

Informal learning strategies may be limited to short 

term actions (a few minutes) or long-term actions (a 

gameplay video may last many yours). The main 

question is: How long is the informal learning 

session? 

Planned/ 

Unplanned 

Informal learning strategies may be planned with an 

objective in mind, concertedly following a series of 

steps, etc., or without any kind of planning, in a casual 

way. The main question is: Has the informal learning 

experience been planned or not? 

Space Designed/ 

Non-

designed 

places  

Designed places are created for informal learning 

(e.g., educational online forums, online courses, 

tutorials, exhibitions, short-term programs, libraries…) 

while non-designed places may include informal 

learning activities but, unlike the former, were not 

created for that purpose (e.g. a fan community on 

Tumblr). The main question is: Where is the informal 

learning experience performed? 

Offline/ 

Online 

spaces 

Informal learning strategies may develop in online 

spaces (e.g., social media) and offline spaces (e.g., a 

theatre play). The main question is: Is the informal 

learning experience performed in a virtual space or 

in a physical location? 

Relationship 

and roles 

Knowledge 

transmission 

From adult to teen: The 

teen receives help from an 

adult, who acts as a 

‘teacher’. 

In these cases it is 

possible to identify two 

roles, a ‘teacher’ and a 

‘learner’ (pedagogical 

strategy). The main 

question is: how is 

knowledge transmitted 

from subject to subject? 

From teen to teen: The teen 

receives help from a peer, 

who acts as a ‘teacher’. 

From teen to adult: The 

adult receives help from a 

teen, who acts as a 
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‘teacher’. 

Knowledge 

construction 

Adult and teen: Both 

subjects participate in the 

construction of 

knowledge. 

Subjects learn together, 

both are ‘learners’ (non 

pedagogical strategy). 

The main question is:how 

do subjects create 

knowledge 

collaboratively? 

 Between teens: Both 

subjects participate in the 

construction of 

knowledge.  

 

Table 8 –Towards a taxonomy of informal learning strategies:  

modalities and oppositions 

Following the same logic as the table above, the six modalities that 

formTRANSLITERACY’s taxonomy of informal learning strategies (see main table below) 

are not exclusive and may be implemented by learners either separately or at the 

same time. In some cases, categories and oppositions don’t apply to a specific modality 

of informal learning strategies and, in others, the modality by definition already 

encloses some of those inner categories and oppositions (e.g., learning by teaching). 

Furthermore, some modalities lie across or overlap with multiples strategies. For 

instance, learning by doing may function as a big umbrella for the rest of modalities of 

informal learning strategies, as they are essentially practical and require the active 

participation of the learner. However, all modalities include a small interlude in which 

the learner shows a passive attitude towards the learning process (e.g., to watch a 

gameplay on YouTube to apply some tricks when playing later). 
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MAP OF INFORMAL LEARNING STRATEGIES 

 

LEARNING BY DOING 

MODALITIES OPPOSITIONS DESCRIPTION AND EXAMPLES 

Subject(s) Individual  Learning by practicing alone. 
E.g., I learn how to play FIFA by playing a lot. 

Collaborative Learning by practicing with more people. 
E.g., We used to search for different shots together in order to get the best one for our movie. 

Situational interest  The learner performs an activity prompted by the environment or peers. 
E.g., I learnt how to do gameplays because my friends challenged me to pass the level without hacks.  

Individual interest The learner performs deliberately an activity motivated by a keen personal interest. 
E.g., I want to become a writer so I started a blog to write my stories. 

Time Sequenced The learner follows a routine over time. 
E.g., I usually write my blog for an hour every day. 

Exceptional Learning as a one-off experience. 
E.g., I don’t have a YouTube channel but one day I recorded a gameplay to show some combos that I learned 
to my friends. 

Short term  The strategy is related to actions performed in a short time span. 
E.g., I play a 45 minute-game because it is the activity I can do between doing my homework and having 
dinner with my family. 

Long term The strategy is related to actions performed in a long time span. 
E.g., I spend hours recording videos for my YouTube channel. 

Planned The learner sets a series of objectives and methods. 
E.g.,I hope to get the highest experience points for my character by doing new tactics. 

Unplanned The learner doesn’t set specific objectives. 
E.g., Someone cracked my password and I learned how to encrypt it. 

Space Designed places The learner performs activities in designed places for learning (both formal and informal such as community 
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centres, exhibitions, tutorials, online forums for ESL students, etc.). 
E.g., I learned how to use Office at my local library.  

Non-designed places The learner performs activities in non-designed places for learning (mainly informal locations such as comic-
cons, fan conventions, online fan forums, etc.). 
E.g., I learned how to make a meme to reply to someone on Tumblr. 

Offline The learner performs activities in offline spaces. 
E.g., I learned how to use Office at my local library. 

Online  The learner performs activities in online spaces. 
E.g., I learned how to make a meme to reply to someone on Tumblr. 

Relationships 
and roles 

Knowledge transmission  From adult to teen: The teen receives 
help from an adult, who acts as a 
‘teacher’. 

E.g., My father taught me how to play to his favourite video game 
when I was a kid. 

From teen to teen: The teen receives 
help from a peer, who acts as a 
‘teacher’. 

E.g., My classmates show me how to make photos with Instagram. 

From teen to adult: The adult receives 
help from a teen, who acts as a 
‘teacher’. 

E.g., I like to show my father how to play in Minecraft. 

Knowledge construction Adult and teen: Both subjects 
participate in the construction of 
knowledge. 

E.g., My grandfather and I are going out to some cities to take 
photos. 

Between teens: Both subjects 
participate in the construction of 
knowledge. 

E.g., My friend and I put together a story I got to knew some new 
words. 
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PROBLEM SOLVING 

 

MODALITIES OPPOSITIONS DESCRIPTION AND EXAMPLES 

Subject(s) Individual  The learner looks for a problem solution alone. 
E.g., When I don’t know how to pass a challenge in Uncharted, I look for a solution in YouTube. 

Collaborative The learner looks for a problem solution with more people. 
E.g., While we are playing League of Legends against other teams, we set up our strategies to win through 
Skype conferences. 

Situational interest  The learner performs an activity prompted by the environment or peers. 
E.g., I didn’t know how to make a Prezi presentation but I searched in Google how to do it. 

Individual interest The learner performs deliberately an activity motivated by a keen personal interest. 
E.g., I am really into Minecraft and I wanted to make a mod but I didn’t know how to use the programme, so I 
looked up a tutorial on YouTube. 

Time Sequenced Doesn’t apply to this modality. Problems are mostly unexpected so the solution is not necessarily centred 
around following a routine.  

Exceptional Learning as a one-off experience. 
E.g., I didn’t know how to modify a table in Word, so I googled it. 

Short term  The strategy is related to actions performed in a short time span. 
E.g., I was stuck in a screen for years, but when finally I looked up for the solution on YouTube, I realised I was 
making a mistake and I got it in just a minute. 

Long term No evidence was found related to this category. 

Planned No evidence was found related to this category. 

Unplanned The learner doesn’t set specific objectives. 
E.g., I was writing a short story and suddenly I started getting the double diacritical marks, so I looked up a 
solution on YouTube to fix my keyboard. 

 
 
 
Space 

Designed places The learner performs activities in designed places for learning (both formal and informal such as community 
centres, exhibitions, tutorials, online forums for ESL students, etc.). 
E.g., I am really bad at Maths so I started following the classes of a teacher on YouTube. 

Non-designed places The learner performs activities in non-designed places for learning (mainly informal locations such as comic-
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cons, fan conventions, online fan forums, etc.). 
E.g., I didn’t know how to pass the final screen of Assassins Creed and I learnt how to do it while talking to 
some professional gamers at a game convention.  

Offline  The learner performs activities in offline spaces. 
E.g., I didn’t know how to pass the final screen of Assassins Creed and I learnt how to do it while talking to 
some professional gamers at a game convention. 

Online  The learner performs activities in online spaces. 
E.g., We like to talk in Skype while we are playing League of Legends. 

Relationships 
and roles 

Knowledge transmission  From adult to teen: The teen receives 
help from an adult, who acts as a 
‘teacher’. 

E.g., When I have a problem playing FIFA, my uncle shows me 
some tricks. 

From teen to teen: The teen receives 
help from a peer, who acts as a 
‘teacher’. 

E.g., When we have problems editing with Premiere, one of my 
friends sorts it out. 

From teen to adult: The adult receives 
help from a teen, who acts as a 
‘teacher’. 

E.g., My father is very bad at doing combos, so I always help him. 

Knowledge construction Adult and teen: Both subjects 
participate in the construction of 
knowledge. 

E.g., There are some missions that are impossible to pass alone, so 
I play with my mother. 

Between teens: Both subjects 
participate in the construction of 
knowledge. 

E.g., This level demanded some multi-tasking. They were good at 
farming while we shot the enemies so we divided task. 
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IMITATING/SIMULATING  

MODALITIES OPPOSITIONS DESCRIPTION AND EXAMPLES 

Subject(s) Individual  Learning by imitating alone 
E.g., I learn to take street style pictures by following some girls on Tumblr who do the same. They are quite 
good! 

Collaborative Learning by imitating with more people. 
E.g., Our group had to nail this difficult move for the choreography to work so we watched some videos on 
YouTube. 

Situational interest  The learner performs an activity prompted by the environment or peers. 
E.g., I followed the tutorial step by step and I got rid of the trojans in my computer. 

Individual interest The learner performs deliberately an activity motivated by a keen personal interest. 
E.g.,ElRubius is the best; I tried to make my gameplays telling jokes as he does. 

Time Sequenced The learner follows a routine over time. 
E.g., I’ve been following Dulceida for quite some time, never miss her daily updates. 

Exceptional Learning as a one-off experience. 
E.g., I wanted to make some animations on PowerPoint and went on YouTube to watch some examples. 

Short term  The strategy is related to actions performed in a short time span. 
E.g., I watched the video and got the moves rather quickly. 

Long term The strategy is related to actions performed in a long time span. 
E.g., I watched my brother play for hours trying to copy what he was doing. 

Planned The learner sets a series of objectives and methods. 
E.g.,I look at what some youtubers do to get more followers. Ask other youtubers to promote my channel and 
all that. 

Unplanned The learner doesn’t set specific objectives. 
E.g., I was invited to a costume party overnight and I looked up how to make a Mr.Potatoe costume on 
YouTube. 

Space Designed places  The learner performs activities in designed places for learning (both formal and informal such as community 
centres, exhibitions, tutorials, online forums for ESL students, etc.). 
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E.g., I learnt how to touch up photos at a course in my community centre. We just follow the teacher's actions 
onscreen. 

Non -designed places The learner performs activities in non-designed places for learning (mainly informal locations such as comic-
cons, fan conventions, online fan forums, etc.). 
E.g., Once I went to a professional e-sports convention in my city and got to watch this gamer made some 
moves on FIFA that I did later at home. 

Offline  The learner performs activities in offline spaces. 
E.g., I learnt how to touch up photos at a course in my community centre. We just follow the teacher's actions 
onscreen. 

Online  The learner performs activities in online spaces. 
E.g., Before a League of Legends game, this mate of mine showed me some useful combos with his character 
and I got mine to do the same as him.  

Relationships 
and roles 

Knowledge transmission  From adult to teen: The teen imitates 
an adult’s actions, who acts as a model. 

E.g., We were in the living room and my father pushed A and B to 
shoot an arrow I was trying to shoot, then I repeat it. 

From teen to teen: The teen imitates a 
peer’s actions, who acts as a model. 

E.g., Before a League of Legends game, this mate of mine showed 
me some useful combos with his character and I got mine to do the 
same as him. 

From teen to adult: The adult imitates a 
teen’s actions, who acts as a model. 

E.g., My mum didn’t know how to add a default signature on her 
email, and we were on Skype, so I shared screens for her to do 
what I was doing.  

Knowledge construction Adult and teen: Both subjects 
participate in the construction of the 
knowledge. 

It doesn’t apply to this modality.  
 

Between teens: Both subjects 
participate in the construction of the 
knowledge. 

It doesn’t apply to this modality.  

 
  



67 
 

PLAYING 

MODALITIES OPPOSITIONS DESCRIPTION AND EXAMPLES 

Subject(s) Individual  Learning by playing alone. 
E.g., I rather play alone- I think I have more freedom to move around.  

Collaborative Learning by playing with more people. 
E.g., It’s nice to play with some savvy friends because you always learn something you didn’t know. 

Situational interest  The learner performs an activity prompted by the environment or peers. 
E.g., I was leading my mates through a mission that day but I had to play in the story mode first to get to 
know the whole field.  

Individual interest The learner performs deliberately an activity motivated by a keen personal interest. 
E.g., I want to win as many games as possible so I spend hours playing. 

Time Sequenced The learner follows a routine and method over time. 
E.g., I used to play everyday till I found how to solve the challenge. 

Exceptional Learning as a one-off experience. 
E.g.,One day, when I was playing Call of Duty, I started talking with some guys in English and I learned that 
AFK meant ‘Away from Keyboard’. 

Short term  The strategy is related to actions performed in a short time span. 
E.g.,It is very easy to learn some memory tricks by playing the mini-games of Brain Training. 

Long term The strategy is related to actions performed in a long time span. 
E.g., I learned a lot about History when I play the complete saga of AssassinsCreed. It’s been years. 

Planned The learner sets a series of objectives and methods. 
E.g.,I hope to get the highest experience points for my character by doing new tactics. 

Unplanned The learner doesn’t set specific objectives. 
E.g., One day, when I was playing Call of Duty, I started talking with some guys in English and I learned that 
AFK meant ‘Away from Keyboard’. 

Space Designed places The learner performs activities in designed places for learning (both formal and informal such as community 
centres, exhibitions, tutorials, online forums for ESL students, etc.). 
E.g., I don’t have a YouTube channel but one day I recorded a gameplay to show some combos that I learned 
to my friends. 
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Non-designed places The learner performs activities in non-designed places for learning (mainly informal locations such as comic-
cons, fan conventions, online fan forums, etc.). 
E.g.,I learnt a lot while playing against the best players of Europe in the game tournament. 

Offline  The learner performs activities in offline spaces. 
E.g., I usually play the board game Carcassonne with my parents at home. 

Online  The learner performs activities in on line spaces. 
E.g.,There are games such as League of Legends that you can only play them on line. 

Relationships 
and roles 

Knowledge transmission  From adult to teen: The teen receives 
help from an adult, who acts as a 
‘teacher’. 

E.g., When I have a problem playing FIFA, my uncle shows me 
some tricks. 

From teen to teen: The teen receives 
help from a peer, who acts as a 
‘teacher’. 

E.g., When we have problems while we are playing our game raid, 
one of my friends always sorts it out. 

From teen to adult: The adult receives 
help from a teen, who acts as a 
‘teacher’. 

E.g., My father is very bad at doing combos, so I always help him, 

Knowledge construction Adult and teen: Both subjects 
participate in the construction of the 
knowledge. 

E.g., There are some missions that are impossible to pass alone, so 
I play with my mother. 

Between teens: Both subjects 
participate in the construction of the 
knowledge. 

E.g., This level demanded some multi-tasking. They were good at 
farming while we shot the enemies so we divided tasks. 
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EVALUATING 

MODALITIES OPPOSITIONS DESCRIPTION AND EXAMPLES 

Subject(s) Individual  Learning by evaluating alone. 
E.g., I finished up this story,then I looked over for some spelling mistakes 

Collaborative Learning by evaluating with more people. 
E.g., My friend beta-reads for me, and I beta-read for him, so we help each other to improve. 

Situational interest  The learner performs an activity prompted by the environment or peers. 
E.g., A friend sometimes asks to me to revise her English homework.  

Individual interest The learner performs deliberately an activity motivated by a keen personal interest. 
E.g., I’m not a native English speaker but I love fan fiction and, thtough beta-ing, I learnt a lot of new words! 

Time Sequenced The learner follows a routine over time. 
E.g., Every two weeks I get a new fanfic to beta, and I try to get it back to my friend in two days tops. 

Exceptional Learning as a one-off experience. 
E.g., Once a friend showed me a photo she had taken some time ago, and I told her it was saturated because 
the colours were way too strong. So, she photoshoppedit a bit. 

Short term  
 

The strategy is related to actions performed in a short time span. 
E.g., I was ton this website with a game of typing missing lyrics while the songs is playing. It’s so useful 
because then you get to see which words you failed. 

Long term No evidence was found related to this category. 

Planned The learner sets a series of objectives and methods. 
E.g.,I always have my stories beta-ed before sharing them on Wattpad. 

Unplanned It doesn’t apply to this modality.  

Space Designed places The learner performs activities in designed places for learning (both formal and informal such as community 
centres, exhibitions, online forums for ESL students, etc.). 
E.g., I went once to this writing workshop and then each student had to revise everyone else’s work to give 
feedback. 

Non-designed places The learner performs activities in non-designed places for learning (mainly informal locations such as comic-
cons, fan conventions, tutorials, online fan forums, etc.). 
E.g., I follow this girl who makes music videos about Teen Wolf and left her a comment on 
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YouTubenoticingthe sound was too low at some point. She took the video down and uploaded it again. 

Offline  The learner performs activities in offline spaces. 
E.g., I went once to this writing workshop and then each student had to revise everyone else’s work to give 
feedback. 

Online  The learner performs activities in online spaces. 
E.g., I follow this girl who makes music videos about Teen Wolf and left her a comment on YouTube noticing 
the sound was too low at some point. She took the down and uploaded it again. 

Relationships 
and roles 

Knowledge transmission  From adult to teen: The teen is 
evaluated by an adult, who acts as a 
‘teacher’. 

E.g., We had to make some charts in Excel and asked my mum who 
works accountant whether were good or not. 

From teen to teen: The teen is 
evaluated by a peer, who acts as a 
‘teacher’. 

E.g., I asked my best friend about a photo whether I had made 
good use of filters and gave me some tips. 

From teen to adult: The adult is 
evaluated by a teen, who acts as a 
‘teacher’. 

E.g., I was trying to revise some Maths exercise for my brother and 
ended up asking dad because I had no idea. 

Knowledge construction Adult and teen: Both subjects 
participate in the construction of the 
knowledge. 

No evidence was found related to this category. 

Between teens: Both subjects 
participate in the construction of the 
knowledge. 

No evidence was found related to this category. 
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TEACHING 

MODALITIES OPPOSITIONS DESCRIPTION AND EXAMPLES 

Subject(s) Individual  Learning by self-teaching. 
E.g.,I learnt how to edit videos by myself. 

Collaborative Learning by teaching others. 
E.g,I discovered new ways to use photo filters when I was teaching my mother how to use Instagram. 

Situational interest  The learner performs an activity prompted by the environment or peers. 
E.g.,My little brother has problems with computer so finally I have to give him some lessons. 

Individual interest The learner performs deliberately an activity motivated by a keen personal interest. 
E.g., I like teaching my friends how to make good photographs to post them in Instagram. 

Time Sequenced No evidence was found in this category. 

Exceptional Learning as a one-off experience. 
E.g.,I discovered new ways to use photo filters when I was teaching my mother how to use Instagram. 

Short term  The strategy is related to actions performed in a short time span. 
E.g., I took a couple of hours playing until my dad got the moves I’d showed him. 

Long term No evidence was found in this category. 

Planned No evidence was found in this category. 

Unplanned The learner doesn’t set specific objectives. 
E.g.,I discovered new ways to use photo filters when I was teaching my mother how to use Instagram. 

Space Designed places  The learner performs activities in designed places for learning (both formal and informal such as community 
centres, exhibitions, online forums for ESL students, etc.). 
 E.g., I participate in an online forum for ESL students in which I teach some tips to other participants. 

Non-designed places The learner performs activities in non-designed places for learning (mainly informal locations such as comic-
cons, fan conventions, tutorials, online fan forums, etc.). 
E.g., I am very good at FIFA and I played in a game tournament and many people asked about my strategies 
and for some advices. 

Offline The learner performs activities in offline spaces. 
E.g., I am very good at FIFA and I played in a game tournament and many people asked about my strategies 
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and for some advices. 

Online  The learner performs activities in online spaces. 
E.g., I participate in an online forum for ESL students in which I teach some tips to other participants. 

Relationships 
and roles 

Knowledge transmission  From adult to teen: The teen asks for 
help to an adult, who acts as a 
‘teacher’. 

It doesn’t apply to this modality. 

From teen to teen: The teen asks for 
help to a peer, who acts as a ‘teacher’. 

It doesn’t apply to this modality.  

From teen to adult: An adult asks for 
help to the teen, who acts as a 
‘teacher’. 

It doesn’t apply to this modality.  

Knowledge construction Adult and teen: Both subjects 
participate in the construction of the 
knowledge. 

E.g., My father’s friend is very good at GTA and he teaches me a 
lot of tricks but one day I found a new one and I show him how to 
do it. 

Between teens: Both subjects 
participate in the construction of the 
knowledge. 

E.g., We found some hidden treasures of Uncharted and my friends 
found others, so we talk and we exchange the information in order 
to get the rest of treasures. 



73 
 

5. Conclusions 

The reader should remember that the transmedia skills and informal learning 

strategies presented in this Deliverable have been obtained after analysing a wide-

rangingselectionof settings in different countries and highly diverse teen’s profile. In 

the specific case of the interviews, the research team focused on the participants who 

had excelled in the workshops for their dedication and expertise in participatory 

culture, social media and videogames (i.e., the most active, the geekiest, video games 

which have their own YouTube channel culture, recording gameplays, etc.) and had 

expressed interest in continuing to participate in the investigation (see D2.2 – Kit for 

field researchers). Obviously, not all of the teens have all of these skills or apply all of 

these informal learning strategies. The team detected a broad spectrum of situations, 

skills, strategies, content production/sharing/consumption processes and alternative 

uses of media. In the next paragraphs the TRANSLITERACY research team presents an 

initial set of reflections emerging from both maps of transmedia skills and informal 

learning strategies. In the next Deliverables many other research outputs will be 

analysed and processed from a national and international (comparative) perspective. 

 

Transmedia skills 

 Transmedia skills present as diverse and uneven topography 

These transmedia skills cover the broad media spectrum in which teens and adults live, 

from the most technological to the more ideological or aesthetic ones. It should be 

noted that some of the skills detected are very marginal, only developed by some of 

the teens (e.g., the skills related to ideology and values), while others are much more 

widespread (e.g., productive skills). 

 Transmedia skills evolve with the media ecology 

While some of these transmediaskills will hardly change over time (e.g., those related 

to ideology and values), others skills are under incessant technological change (e.g., 

those related to social networks). This fact implies that the taxonomy proposed by the 
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TRANSLITERACY research teamshould be periodically updated according to the 

accelerated mutations of the media ecology. 

 Transmedia skills are gender-biased 

Although it was not an initial objective of the research, gender differences have been 

observed among teen in relation to their transmedia skills. For example, girls use 

media focusing on relational aspects (social media) and participatory culture,while 

boystend to focuson playful aspects (video games). In the context of the taxonomy 

presented in this Deliverable, it means that girlsexpress more transmediaskillsin 

relation to the production of fanfiction or photo editing, while the boys show more 

skills in the dimension of performance. These observations coincide with previous 

studies of media consumption that already highlighted the persistence of gender 

differences among adolescents (Livingstone, Bober&Helsper, 2005; Shaw & Gant, 

2002; Weiser, 2005). As stated by Masanet (2016), gender differences in relation to 

media uses and consumption are worrisome because they indicate that there are two 

stereotyped spheresin media consumption that connect the girls with more intimate, 

sentimental and emotional aspects, and the boys with action, violence and humour. 

 Teens are aware of the necessity of acquiring risk prevention skills  

One of the dimensions that is of greatest concern to parents, teachers and educational 

stakeholders is the one related to the risks and dangers that digital media (social 

media, mobile devices, etc.) may pose for adolescents.In the context of the 

TRANSLITERACY project it has been observed that adolescents have what the team has 

defined as ‘risk prevention skills’. These skills cover a wide spectrum of situations, from 

the most basic skills (to recognize and describe how privacy and security measures 

work on hardware, software, and social media) to the more complex ones (to manage 

relations and contents taking into account privacy and security issues). It should be 

remembered that, as indicated above, the research only worked with the most media-

active adolescents; obviously, these reflections could not be extended to the rest of 

the teenagers.In spite of this, the perception of the researchers is that teens recognise 

possible risks, they are aware that they may experience them so they are concerned 

about them. 
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Informal Learning Strategies  

 Traditional learning strategies in new environments. 

In contrast to transmedia skills, the number of informal learning strategies identified 

during the research is not so high. The strategies are organised in 6 modalities, some of 

them already recognized in the formal educational context: learning by doing, problem 

solving, imitating/simulating, playing, evaluating and teaching. What varies is the 

context where these strategies take place (e.g., through video games and social media) 

and the form they adopt (e.g., real-time collaboration with peers from other countries 

in online spaces). The TRANSLITERACY team also observed that teens carry out 

traditional learning strategies, individually and collaboratively, when they acquire 

media skills outside formal educational settings. In this specific case these strategies 

are developed mostly in a digital environment where entertainment predominates and 

ends up being the motivating factor. 

 Imitation vs. creativity 

Throughout the TRANSLITERACY project it has been observed that imitation is one of 

the main informal learning strategies applied by teens. For example, teens watch 

YouTube videos of their favourite gamers to observe how they perform (e.g.,how they 

solve problems, how they manage characters, etc.) and imitate them in their own 

game sessions. This practice calls into question the growing popularity of the claim 

about the ‘endless creative capacity of teens’. Adolescents acquire many of their skills 

just imitating online situations and processes. Even when they produce their own 

contents, they still look for inspiration from other users. 

 The hegemony of YouTube as a learning tool 

One of the main findings of this project is the centrality of YouTube in teens’ life. It is a 

key element of their media culture and, in some cases,it becomes their main source of 

information. YouTube, more than Google, is for many teens the main search engine.On 

the other hand, youtubers (vloggers) have become aspirational models for teens(many 
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claim to want to becomeyoutubersin the future, it is considered as a profession), 

which entail elements of identification and attraction towards them. The analysis of 

YouTube and its relation to teens must be developed, specially the social and 

educational role of emerging celebrities. 

 Teaching means learning 

Parents and adults perceive teens as more competent than themselves in digital media 

field. Adults come to teens in search of advice, placing them in the position of the 

teacher. At the same time teens also acquire or consolidate transmedia skills during 

the teaching process. In this context teaching is learning. This situation is not so 

strange among adults and teens but it is very popular among teens (e.g., teens record 

gameplays to explain classmates how to play a video game). These findings should be 

taken into account by formal education institutions when programming new didactic 

strategies. 

Finally, as explained in the DoA, the transmedia skills and informal learning strategies 

identified during the fieldwork will be employed for the development of the Teacher’s 

Kit didactic activities. Beyond the transmedia skills and the informal learning strategies, 

during the research the TRANSLITERACY team generated many other scientific outputs. 

At the same time, the netgraphy also provided a lot of insights about the social media 

and online platforms where teens learn and apply new skills, and create and share 

contents. These outputs will be included in the different Deliverables (papers, articles, 

book, White Paper) to be produced and disseminated in the months to come. 
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