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Anonymous, 4chan, Harry Potter Alliance, Kony 2012, Facebook, Instagram, Minecraft. In the twenty years since Henry Jenkins first began talking about what he termed "participatory culture”, the concept - and the term itself - has gained wide traction across a range of disciplines as scholars have sought to respond both to new cultural practices and to the new affordances enabled by digital, networked, and mobile technologies. And, not surprisingly, participatory culture as a concept has also come under sharp criticism and even attack from some quarters. The goal of this book is to critically examine the concept of participatory culture tracing the ways our own thinking has evolved through the years in response to a changing media environment and to the shifting stakes in policy debates surrounding digital media. When the concept first emerged, no one knew what shape networked communication might take or how it would impact fields such as education or politics. After twenty years, we are in a somewhat different position, able to look back on what has changed and what has not changed as our culture has absorbed a range of new media platforms and practices. Throughout this book-long dialogue, the authors try to reconcile conflicting bids about what all of this means and where it may be going next. […]
My initial use of "participatory culture" to refer to fandom (Jenkins 1992) relied on a not fully conscious blurring between forms of cultural production and forms of social exchange; fans understood fandom to be an informal "community'' defined around notions of equality, reciprocity, sociality, and diversity. The fans had a clear and (largely) shared understanding of what they were participating in and how their production and circulation of media content contributed to their shared well-being. And there was a clear tension between their culture and that of the commercial industries from which they took their raw materials. In this context, there are strong links between interpretation, production, curation, and circulation as potentially meaningful forms of participation. […]
A participatory culture is a culture with relatively low barriers to artistic expression and civic engagement, strong support for creating and sharing one's creations, and some type of informal mentorship whereby what is known by the most experienced is passed along to novices. A participatory culture is also one in which members believe their contributions matter, and feel some degree of social connection with one another (at the least they care what other people think about what they have created). […]
There's been a tendency in some high-tech circles to act as if participatory culture originated with YouTube or social networking with Facebook. Instead, we need to place these practices in a larger historical context. My grandmother's quilting was grounded in her lived realities, in the ways she worked, worshiped, and socialized with people in her immediate geographic vicinity. She and the other women were linked by a complex set of ties, including shared experience of poverty, which made it essential for them to construct their lives together. Such deep ties may or may not be experienced by those who are producing and sharing media content in today's online communities. Certainly, many teens associate online with people they encounter face to face in their own neighborhoods; others form strong emotional bonds with people they regularly encounter online. But there is an option simply to walk away from many of the communities we encounter online, which make them different from the world my grandmother grew up in as a poor dirt farmer in the American South, or from the favela residents in Rio's samba schools.
Though the term is often ascribed to me, I avoid the phrase "participatory media.” I do not think technologies are participatory; cultures are. Technologies may be interactive in their design; they may facilitate many-to-many communications; they may be accessible and adaptable to multiple kinds of users; and they may encode certain values through their terms of use and through their interfaces. But, ultimately, those technologies get embraced and deployed by people who are operating in cultural contexts that may be more or less participatory. I do not think of platforms like Facebook or YouTube as participatory cultures. Rather, they are tools participatory communities sometimes use as means of maintaining social contact or sharing their cultural productions with each other. 
[bookmark: _GoBack]We might understand what I mean by participation in contrast to the term "interactivity;' with which it is often confused. Interactivity refers to the properties of technologies that are designed to enable users to make meaningful choices (as in a game) or choices that may personalize the experience (as in an app). Participation, on the other hand, refers to properties of the culture, where groups collectively and individually make decisions that have an impact on their shared experiences. We participate in something; we interact with something. There is clearly some overlap between the two, so, when someone clicks a button on a social media site, the interface is designed to enable their interactivity, whereas what they post might contribute to a larger process of deliberation and participation within the community. 
