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Henry Jenkin’s Skills for Participatory Culture

The new skills include:
· Play — the capacity to experiment with one’s surroundings as a form of problem-solving
· Performance — the ability to adopt alternative identities for the purpose of improvisation and discovery
· Simulation — the ability to interpret and construct dynamic models of real-world processes
· Appropriation — the ability to meaningfully sample and remix media content
· Multitasking — the ability to scan one’s environment and shift focus as needed to salient details.
· Distributed Cognition — the ability to interact meaningfully with tools that expand mental capacities
· Collective Intelligence — the ability to pool knowledge and compare notes with others toward a common goal 
· Judgment — the ability to evaluate the reliability and credibility of different information sources
· Transmedia Navigation — the ability to follow the flow of stories and information across multiple modalities
· Networking — the ability to search for, synthesize, and disseminate information
· Negotiation — the ability to travel across diverse communities, discerning and respecting multiple perspectives

Framework for Success in Postsecondary Writing

Executive Summary
The concept of “college readiness” is increasingly important in discussions about students’ preparation for postsecondary education.
This Framework describes the rhetorical and twenty-first-century skills as well as habits of mind and experiences that are critical for college success. Based in current research in writing and writing pedagogy, the Framework was written and reviewed by two- and four-year college and high school writing faculty nationwide and is endorsed by the Council of Writing Program Administrators, the National Council of Teachers of English, and the National Writing Project.
Habits of mind refers to ways of approaching learning that are both intellectual and practical and that will support students’ success in a variety of fields and disciplines. The Framework identifies eight habits of mind essential for success in college writing:
· Curiosity – the desire to know more about the world.
· Openness – the willingness to consider new ways of being and thinking in the world.
· Engagement – a sense of investment and involvement in learning.
· Creativity – the ability to use novel approaches for generating, investigating, and representing ideas.
· Persistence – the ability to sustain interest in and attention to short- and long-term projects.
· Responsibility – the ability to take ownership of one’s actions and understand the consequences of those actions for oneself and others.
· Flexibility – the ability to adapt to situations, expectations, or demands.
· Metacognition – the ability to reflect on one’s own thinking as well as on the individual and cultural processes used to structure knowledge.
The Framework then explains how teachers can foster these habits of mind through writing, reading, and critical analysis experiences.  These experiences aim to develop students’
· Rhetorical knowledge – the ability to analyze and act on understandings of audiences, purposes, and contexts in creating and comprehending texts;
· Critical thinking – the ability to analyze a situation or text and make thoughtful decisions based on that analysis, through writing, reading, and research;
· Writing processes – multiple strategies to approach and undertake writing and research;
· Knowledge of conventions – the formal and informal guidelines that define what is considered to be correct and appropriate, or incorrect and inappropriate, in a piece of writing; and
· Abilities to compose in multiple environments – from using traditional pen and paper to electronic technologies.

“The RPG Commandments” taken from “Remodeling RPGs for the New Millennium” published in the February 1999 issue of Game Developer
1. Each player's path through the story must be unique. This -doesn't mean a branching-tree structure with winning and losing paths but, rather, that players will have the freedom to decide how they'll overcome game obstacles. A world simulation must be deep enough so that each game problem is open to a variety of solution strategies, from the most thoughtful and low-key to the most obvious and violent. And the solution you choose to any given problem must have clear consequences, both immediate (killing a guard sets off an alarm, attracting more guards) and long-term (killing a guard may result in "wanted" posters being posted, causing civilians to fear you and be less cooperative). 
2. Players must always have clear goals. Though free to stray from the storyline at will, players must know what they're supposed to be doing, minute to minute and, if appropriate, mission to mission. The fun of the game is in overcoming obstacles and solving problems; the fun is in how you solve a problem, not in guessing what problem you're supposed to solve. 
3. The level of interactivity must be high, with NPCs about whom you really care and with a densely populated, object-rich world that looks and behaves like the real world (or, at least, a believable, internally consistent world of your own creation). A big, empty world is boring. Players must be free to explore a cool and instantly understandable world. 
4. The central character must grow and change in ways that matter to players in an obvious and personal way. During the course of play, you'll become more powerful, acquire more items, and develop new skills, of course. However, you'll also make unique friends and enemies, accomplish tasks and missions differently, overhear different conversations, and see different events unfold. By game's end, each player must control an alter ego that is distinct from that of all other players. 
5. The game must be about something more than killing things, solving puzzles, and maxing out a character's statistics. Remember all those hours you spent in school analyzing the underlying meaning of novels, poems, and movies? Guess what: RPGs lend themselves to the same kind of analysis. Games can and must have an impact on players. That impact may be the simple adrenaline rush of DIABLO, fleeting and soon forgotten (nothing wrong with that), or it may be the never-to-be-forgotten (and, in some cases, life-changing) experience of becoming the Avatar in ULTIMA IV. If all you're doing is throwing wave after wave of monsters at players so that they can kill lots of stuff so that they can increase some arbitrary statistics so that they can feel powerful, you're doing yourself, your players and your medium a disservice. 
Warren Spector runs Ion Storm's Austin, Texas, office. He has produced such RPGs as Ultima VI, Ultima VII, Part 2: Serpent Isle, Underworld 1, Underworld 2, System Shock, Dues Ex for Ion Storm and Epic Mickey for Disney Interactive. 
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