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Abstract

Audiovisual co-creation has always had a pedagogical nature,
which has been maintained in its adaptation to digital
communication, although it is applied in different ways. This
study analyses the pedagogical proposals in collaborative
interactive non-fiction in the digital environment, and compares
them with previous projects of participatory practices. As case
studies we selected five interactive audiovisual projects that stand
out for their educational intent and their preparation of teaching
resources, and analyzed their pedagogical proposals. First, we
looked at pedagogy in pre-digital or analogical collaborative
creation, which was used to develop an original analytical table.
We used this table to study the five collaborative projects through
three identified categories. The results show that these categories
continue in initiatives today, although the findings show a shift in
the pedagogy about audiovisuals, particularly concerning the
technical aspects, as well as a weakening of the connection
between learning and participation in the collective production.
Finally, we can highlight that combining educational practices
with collaborative production on the Internet is important to
increase citizen participation and give a social perspective to this
audiovisual modality.

Collaborative creation, interactive documentary, critical pedagogy, participatory
video, non-fiction, audiovisual media.

1. Introduction

Collaborative creation is an alternative production mode that opens up the production
process to groups who are usually not involved in the audiovisual sphere, so that they can
participate in decision making as well as in constructing the meaning behind the creation.
This gives rise to a greater variety of perspectives. This mode of production generally has a
social approach, which is why it has a collective focus that challenges the notion of authorship
and provides an alternative representation from the people who take part. Collaborative
creation originated in different spheres with different traditions, so that there are terms that
co-exist with differences related to context or discipline, such as collaborative cinema or
participatory video (Villaplana-Ruiz, 2015), although they have a common foundation.
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This collaborative focus promotes processes that combine communication with
education for participants in order to generate a positive social change. In this sense, the
connection has been highlighted between participatory audiovisual projects and learning
(Vezne, 2020) through empowerment processes (White, 2003) or by using audiovisual tools for
self-expression, activism and audiovisual literacy (Yang, 2016).

The tradition of collaborative film seems to have a markedly pedagogical intent, which
can be seen in cases such as the cinegiornali liberi (1968-1970), a pioneering project in
horizontal cinema by Cesare Zavattini, in which collaboration implied both an opportunity
for the participating collective to make demands and to gain knowledge via the medium of
film (Mirizio, 2017). However, there are other experiences that have appealed even more
explicitly to the pedagogical process.

Some relevant examples are the Centro de Servicios de Pedagogia Audiovisual para la
Capacitacion (CESPAC) and the Centre de Services de Production Audiovisuelle (CESPA), as
well as the participatory video organizations Real Time Video and InsightShare. The first of
these cases, CESPAC (1970), was an initiative in Peru that provided educational guidance
manuals that included a set of questions and practical activities. Inspired by that experience,
CESPA (1989), developed in Mali, accompanied the video learning with pedagogical packages
about different topics (Gumucio Dagron, 2001).

Real Time, on the other hand, is an organization that began in the 8os with the aim of
using video as an instrument for empowering communities and fostering self-management.
Its work includes giving courses to use video effectively with activities and games that use
video, thus stimulating the group’s learning and encouraging relationships among its
members (Shaw & Robertson, 1997). InsightShare has also used participatory video since 1999
in order to empower the participants. The work of this organization is understood to be a
shared educational process to learn how to use audiovisual materials, as well as to identify
and tackle challenges that affect communities and find solutions. By applying audiovisual
techniques, the participants can communicate problems and state their situations, using
video as a meaningful tool to change their conditions (Lunch & Lunch, 2006).

Participatory collaboration has grown in recent years in the digital environment, where
a multitude of groups take part in online proposals with shared authorship (Alberich-Pascual
& Gomez-Pérez, 2016). Therefore, this type of audiovisual works now uses new formulations
that have been added to previous ones. New related terms are used, such as “crowdsourcing,”
and collaboration has started to be included in other formats, such as the interactive
documentary or i-docs (Miller & Allor, 2016; Nash, 2014). These collaborative formulas, like
interactive non-fiction itself, are linked and often associated with pre-digital cases of
collaborative cinema (Gaudenzi et al., 2021; Nash, 2021; Rose, 2017).

The way participation occurs in the digital environment has been the subject of many
critical reviews (Carpentier, 2011; Fuchs, 2014; Jenkins & Carpentier, 2013), which look at how
citizen involvement is fostered in these eminently participatory procedures originating on the
Internet. In addition to the pedagogical worth of collaborative creation, the literature has also
highlighted the opportunity provided by interactive non-fiction as a model for learning
(Gifreu-Castells & Moreno, 2014) as well as the suitability of participatory video for education,
also in digital media (Martinez Luna & Carrion Candel, 2019).

It is well-known that access to and use of recording devices and content production have
increased in participatory culture. This has given rise to informal learning that includes
technical aspects of audiovisual production, such as the kind that leads to the generation of
content on platforms like YouTube (Pires et al., 2019), as well as new learning strategies and
new literacies (Scolari, 2016, 2019). In addition, there is a more multi-dimensional perspective
of literacy. This is positive because this notion needs to be based on a broader
conceptualization that includes de-codifying and understanding messages in the media in
their different formulas and formats (Pérez & Delgado, 2012). All this makes it necessary to
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evaluate the didactic nature of audiovisual co-creation, which has been challenged in the
digital society. For this reason, some authors have proposed or analyzed its adaptation. For
Varghese el al. (2019), technical tasks should not occupy the center of these processes, given
that technological and audiovisual literacy has increased. According to these authors, the
focus should be shifted to other issues, such as learning about storytelling. On the other hand,
Montero Sanchez (2020) has analyzed the renewal of some organizations dedicated to
audiovisual co-creation. The author warns that the new possibilities in producing, editing and
circulating content, have meant, in some cases, that more attention has been given to the
processes by which videos are shared than their production.

For all these reasons, it is important to analyze the learning proposals in collaborative
and interactive productions in the digital environment. This article assesses the didactic
element that has historically characterized collaborative creation, taking into account that it
has not often been a subject for research, despite being one of its fundamental characteristics.

2. The learning process in collaborative audiovisual creation

Although collaborative creation has had a constant pedagogical focus throughout its history,
participatory video is the formula that uses this approach most explicitly. Yang (2016) links
this creative process to focuses on literacy, such as social theory literacy and critical media
literacy. The former is notable for collective learning, self-awareness and cultural criticism,
while other components stand out in the latter, such as analysis of the politics of repre-
sentation and production of alternative media content. Yang argues that, thanks to these
characteristics, participatory video serves to challenge standard aspects of conventional
communication and for the participants to explore their identities through other optics.

Moreover, Paulo Freire’s critical pedagogy (1970) is a fundamental point of reference
often quoted in the bibliography about participatory video, because it is explicitly open to
learning processes, fostering critical thought and the use of a horizontal, inclusive method-
ology. This approach proposes a dialogic education based on mutual learning and does so
horizontally for all the parties involved in the process. This dialogue serves to define what
topics are important for the participants, because it aims to prevent the didactic program
being carried out based on topics that are unrelated to the participants’ concerns and
aspirations. On the other hand, the foundation of the program is the participants’ experience
itself, their context and the specific conditioning factors that define their daily lives. In this
sense, this method is based on the perspectives of the individuals taking part, not only on the
educators’ focus. Therefore, the learning stems from an exchange between the views held by
the two parties in the educational process.

Critical pedagogy begins with the educators learning about the community, which
provides information that is used to define the didactic program. Then the topics to be
addressed in the education process are determined in collaboration with the participants,
then the materials are produced, which could be drawings, photos or recordings. Using these
materials during the sessions encourages critical analysis and debate among the participants.
Apart from creating content, it is also possible to choose journalistic or literary texts for a
critical reading, especially applied to media discourses. Since all the materials talk about a
topic which has been seen to be of interest for the participants, it is understood that they will
become more involved in the education proposal. Similarly, as the topics are related to their
own experiences, the educational dynamics will help them to reflect on their reality, which
will motivate them to become more involved in their communities. With the attitude that
reflection and action should not be separated, critical pedagogy maintains that the process of
raising awareness must lead then to collective action for social transformation.

Collaborative creation involves a similar process. It is also based on the participants’
active involvement, who collaborate horizontally with the filmmakers or those facilitating the
initiative. The participants are taught to use the audiovisual tools as well as other important
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resources to convey their messages. Maintaining the dialogic educational process, the
community then generates its own audiovisual content, which describes their own realities
as individuals or as part of a collective. This leads to specific challenges being identified, which
could finally be translated into action to deal with these problems. This characterization can
be seen in classic collaborative cinema initiatives such as the Fogo Island project (1967),
directed by Colin Low and promoted by the program of the National Film Board of Canada
called Challenge for Change (Waugh et al., 2010); in militant cinema proposals like some of the
works by the Colectivo Cine de Clase |Class Film Collective] (Mirizio, 2017); and in the general
practice of participatory video.

We find a connection between critical pedagogy and the didactic aspect of audiovisual
co-creation, as both proposals having a marked participatory character. This comparison can
be seen in Table 1, which shows the division of the two processes into three stages that
correspond to moments in learning,

Table 1. Comparative of learning processes.

Freirean critical pedagogy Pedagogy in audiovisual co-creation

Production of materials (drawings, photos,
recordings, etc.) in relation to experiences or
interests of the participating group

Audiovisual production in relation to issues that
impact the participating group

Use of the materials for critical analysis of the Critical reflection and debate on the content
chosen topics (which are related to the situation created and the challenges it reflects (which
and interests of the participants) appeal to the participants’ experiences)

Learning to organize screenings and social events,
expanding the content in the community and
carrying out activist actions

Awareness and collective action in search of
social change

Source: Own elaboration.

This comparison is based on a review of critical pedagogy following Freire (1970) and a study
of various cases of collaborative audiovisual creation. However, in addition to including those
authors or specific cases that place Freire’s contribution as a fundamental reference in the
didactic conception of their initiatives (Zemits, 2014; Rogers, 2017) or of participatory video as
a whole (Roberts & Muiiiz, 2020), we also include various bibliographical references that look
at the development of their collaborative creation practices. Thus, Baumann et al. (2020)
discusses a project that began with training in cinematography, then preceded to filming, and
later, to collective analysis. Finally, the author explains how the organization of the public
screening took place with the objective of sharing the creation with the community and
generating social awareness. The initiative of Benjamin-Thomas et al. (2019) involves initial
training in using the camera and aspects of recording, followed by collectively deciding the
themes of the videos and producing them. These authors discuss the challenges that were
faced, as well as a final stage of action, in which they explain the search for and proposal of
solutions. In the case of Manuel and Vigar (2021), some initial instructions on audiovisual
planning and on the use of an app employed in the initiative led to a deliberation process in
which the participants shared their personal perceptions in relation to the subject matter.
This gave rise to community stories based on the participants’ own experiences that helped
define the initiative. With this, the participants “contribute to the re-imagination of the future
of the spaces and places in discussion” (p. 1568). Kennelly’s participatory filmmaking project
(2018) includes several stages that culminate in a film project, although other creative
productions take place previously, such as photo journals and interviews. In the experience
of Cooke et al. (2018), activism is placed at the center, so that the exhibition is understood as
a tool for this purpose and the participants have to reflect on the type of events they would
organize to promote this social action.
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Therefore, the pedagogical side of collaborative creation can be divided into three
categories. The first involves education in audiovisual skills, which structures the entire
process and which is the basis for the subsequent creative focus. The second category is a
series of activities that foster the participants’ analysis, creativity and expression, particularly
regarding their own experiences. This leads to an exercise of communication through self-
awareness, empowerment and critical reflection, as also proposed in the education process
described by Freire. The third category involves acting for social change based on a previous
process of self-awareness and empowerment, identifying conflicts and searching for possible
solutions or activities aimed at resolving problems. These actions may require specific
training in certain competencies, such as communication skills, which will help the
community to achieve its goals (Lunch & Lunch, 2006). We used these three categories to
develop an original analysis table (Table 2), which we use in this study to analyze the didactic
side of collaborative audiovisual creation.

This model presents the essential elements of learning proposals in audiovisual co-
creation, as considered in the review of research and practical cases. However, it must be
emphasized that this research studies the collaborative creation that has this didactic
foundation. Although this is frequent and has been present since its origins, this form of
cultural production encompasses broad and diverse processes, which sometimes prioritize
other issues, and which have multiplied since the beginning of digital society. In addition, a
pedagogical design has to be flexible and take into account the adaptation to its different
contexts, as Freire (1982, cited in Walker & Arrighi, 2013) points out. This breadth cannot be
neglected, so the model reflects it in the breadth of its categories and in the list of indicators
in Table 2.

Table 2. Elements of learning in collaborative audiovisual creation.

Categories of learning Participatory processes Indicators

Production of audiovisual

g . Use of cameras; training and practice in
content; specific training

Audiovisual pedago . L . scriptwriting and editing footage; video
pedagogy in audiovisuals; analysis P . g g &8¢
) R production; etc.
of media communication
. . Training in other means of expression; creation
Production of creative . .
.. . T of other types of materials, such as drawings or
Critical analysis and content; participation in . . .. )
. . radio content; reflection on the participants
personal expression debates; dynamics of

experience; discussions about the material

self-representation .
P produced and about the learning process, etc.

Reflection and specific discussion on challenges
faced by the participants or their communities;
organization and participation in public
screenings; involvement of other members of
the community in the initiative; etc.

Identification of
challenges or strategies to
tackle them; tasks in the
community

Learning tasks to foster
social change beyond
the classroom

Source: Own elaboration.

3. Materials and methods

The research has two objectives:
O1. To characterize the didactic proposals of collaborative audiovisual creation.
0O2. To evaluate the evolution of these proposals within the context of the digital society
and in the specific field of participatory interactive production.
We first reviewed the literature, then used an analytical method to identify the learning
elements characteristic of collaborative audiovisual creation based on our study of analog or
pre-digital cases and recent research of audiovisual co-creation that is not interactive, such
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as those mentioned above, as well as some seminal texts on participatory video (Roberts &
Lunch, 2015), provided by authors involved in these practices (Braden & Huong, 1998; Lunch
& Lunch, 2006; Shaw & Robertson, 1997).

Then we selected a series of interactive, participatory and didactic initiatives from the
last decade and assessed them using the above table. The cases were chosen according to a
criterion of relevance, based on the repercussions, participation and trajectory of the
proposals, as well as considering their clear pedagogical approach. The search started in a
benchmark repository in the field of interactive production, the Docubase of the MIT Open
Documentary Lab, filtering for works that were labeled “educational” and which used
collaborative design. There were initiatives among the results that went deeper into the
learning processes, giving a clear proposal for teaching via resources and educational guides
expressly created by professionals from the sphere of education. We chose three that still had
all their information available: Immigrant Nation (Theo Rigby, 2010-today), Question Bridge:
Black Males (Chris Johnson, Bayette Ross Smith, Hank Willis Thomas & Kamal Sinclair, 2012~
2016) and Primal (Caroline Hayeur, 2014). These productions were also selected by festivals
such as the New York Film Festival (Immigrant Nation), Sheffield DocFest and the Sundance
New Frontier (Question Bridge: Black Males), and IDFA DocLab (Primal).

To round off the study, two more cases with a similar pedagogical implementation were
chosen due to their significance: The Shore Line (Elizabeth Miller, 2015-2017) and Global Lives
Project (various authors, 2004 to today, and its didactic guide was published in 2014). Both
projects are collaborative and have a markedly educational character. Their relevance was
also compared by evaluating other elements, such as their trajectory and repercussions. The
Shore Line was selected in more than a dozen international events and festivals, most notably
the fifth i-Docs 2018, an important meeting in the field of interactive documentaries organized
by the Digital Cultures Research Centre (University of West England). Moreover, its
pedagogical focus is quite remarkable, since the work originated with the intention of making
the most of the interactivity of new audiovisual formats for teaching and it has been positively
evaluated by teaching staff at different educational levels (Miller, 2018). The Global Lives
Project is an initiative that has been active for over a decade. Various researchers see it as a
good reference for applying collaborative dynamics on the Internet (Dovey, 2014; Gaudenzi,
2014). Moreover, it has a notable pedagogical side, as shown by the fact that more than 500
teachers have asked to use its educational material, according to its website.

With this selection (Table 3), the content was analyzed focusing on each of the initiatives’
teaching guides. We have used a mixed approach (Yin, 2018) that combines the qualitative
study of the guidelines with a quantitative analysis that describes the predominant processes
in each category based on the presence of the indicators of the analysis tool (Table 2). For this,
the didactic units in each guide were taken as a point of reference, meaning each of the
sections with instructions to carry out the teaching, the learning goals, a set of questions and
a series of activities. Thus, the guides from Immigrant Nation (11), Global Lives Project (9),
Question Bridge: Black Males (6), Primal (4) and The Shore Line (10) were divided into these
different parts, resulting in 40 units. This process was necessary to be able to evaluate the
categories in each project and thus make a comparison, considering the differences in the
lengths of the initiatives. Items were detected that were identified with each of the categories
in the aforementioned table, evaluating their presence in each of the projects as a whole.
Then, the presence of each item was calculated according to the percentage it made up of
each guide in order to compare the five cases under study taking into account their
differences in lengths. A graph was also made with the absolute values of each of the items
per project (Figures 1-3) to illustrate how much they apply each item independently from the
length of the initiative itself.

The following items were considered in each category:
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Audiovisual pedagogy. Didactic units that imply a creation of audiovisual content were
evaluated, as well as those that give specific education in that subject, and those that
provide a critical view of media communication.
Critical analysis and personal expression. Units were included in which personal
expression or dialogue is proposed, as well as activities in which there is creative
content that leads to self-representation practices. These are an essential element in
collaborative creation that also influence self-awareness and critical reflection.
Learning tasks to foster social change beyond the classroom. Units were considered
that explicitly refer to problems or seek solutions, as well as units with tasks that go
beyond the classroom, giving greater visibility to the participant or their
environment, while attempting to generate a direct impact on the community.

Next, the qualitative analysis assessed the application of each of the categories in Table
2. We carried out a comparative study between these cases and the collaborative practices
outside the interactive field that were a reference for the creation of the analysis tool. The
intensity or prominence acquired by the different categories, through the presence or
absence of the indicators related to each of the participatory processes, allow us to infer
changes in the formulation of these didactic initiatives within the framework of digital society.
In addition, the comparison between the five case studies facilitates conclusions on the
coexistence of different aspects of this format in its convergence with interactive production.

Table 3. Cases studied.

Title Immigrant Nation Global Lives Project Que.stlon Primal The Sho.r ¢ Line
Bridge Project
. 2010-today.
Period 2014 didactic guide 2004-today 2012-2016 2014 2015-2017
Unheard Stories: Question
Educational . Building Empathy Bridge . WorkSh.Op. Cards
Educators Guide . Study Guide and Activities for
resource through the Global Curricular
. . elementary students
Lives Project Tools
Aimed 14-18 11-18 14-18 14-16 T:égi‘c‘lt:rry :(fﬁ‘::)’ll’
at students of year-old year-old year-old year-old Y S
and university
. 15-80 minutes 50-100 minutes 45 minutes Not Not
Duration - -
per lesson per lesson per lesson indicated indicated
.Part1c1p.at10n in the Yes No No Yes No
interactive platform
. https://inationmedia ) . http://question | http://primal. | https://theshoreline
Website .com/interactive/ hitps://globallives.org/ bridge.com/ nfb.ca/en project.org/

4. Analysis and results

4.1. Analysis

4.1.1. Immigrant Nation

Source: Own elaboration.

Immigrant Nation is a multi-platform project by the producer iNation Media. It includes
feature-length films, Internet series and a collaborative i-doc, with the aim of telling the story
of migrations to the United States based on the personal narratives of those involved. The
resources it offers include a guide for teaching staff with a well-known participatory approach.
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This resource is aimed at students in the final years of compulsory secondary and sixth-
form education (14-18 years of age). It is intended to develop writing, speaking and listening
skills, with a perspective rooted in critical thought and acquiring values by sharing personal
stories. It is geared towards immigrant students to help their adaptation process, as well as
towards local people to foster empathy. The aim is to initiate a personal reflection on each
student’s family history, to learn from the past and help participants define their own identi-
ties and to reflect on other cultures. Each session also has some time dedicated to debate.

The guide begins with two activities that introduce the issue of immigration via a series
of questions intended to generate debate and foster mutual knowledge among the students,
who also share their own stories about immigration. The project proposes looking for
common ground between the different experiences. The subsequent exercises include activi-
ties for creation and reflection, such as drawing a significant moment of their lives on a card.

After the introductory activities, there are four modules divided into various lessons,
which use some of the audiovisual material generated by the initiative. There are also creative
activities proposed here, such as creating an advertisement to raise awareness about social
matters. Before participants start the task, they are taught audiovisual notions like types of
camera shots. This prepares them for the purpose of the modules, when the educational
program connects with Immigrant Nation’s interactive platform. The platform acts as a tool
for teaching the history of immigration, which the students need to explore. To finish off, each
student can develop their own story to share on the platform.

4.1.2. Global Lives Project

The Global Lives Project has a visual library with material from all around the world. It was
launched in 2004 in order to foster empathy by giving visibility to different cultures. To do so,
filmmakers were coordinated to voluntarily document their surroundings, promoting debate
about diversity. In addition to generating this material, which was later published in the
website’s interactive area, the Global Lives Project team organized events in different public
spaces and created an educational program focused on issues like interculturality and
globalization through the perspective of new media. It is aimed at students from secondary
education to the end of high school (aged 18).

The teaching guide, created in 2014, addresses issues such as identity and its multi-
dimensional nature and connection with personal values and experiences. The activities
include creating an identity map and a life map, in which the students include key experiences
in their personal development. This is intended to lead to a dialogue among peers. Therefore,
the lessons are backed up by debates and videos of the project related to the class content.

These final lessons teach notions of documentary narrative and audiovisual representa-
tion so that each participant can record a video on a person close to them, whether they are
in their class or family. The activity can also include another documentary about the same
person, but completely altering the perspective in which it is produced. This means that the
different forms of representation that may take shape can be clearly seen to depend on the
approach, which influences critical thinking about representations in the media. Along the
same lines, an interview is carried out to decide how the interviewee is presented, using any
format to do so, whether in a poem, an article or a work of art. This creative content is not
included in the interactive platform, but the guide encourages participation in the Global Lives
Project, although this is only aimed at advanced students and is not part of the education program.

4.1.3. Question Bridge: Black Males

Question Bridge is a transmedia initiative that began as an art installation in 2012 and was later
extended to an interactive platform, a phone app, events in different communities and an
educational program for high school students. It seeks to break down stereotypes about men
of African descent based on a space for participation that enables experiences to be shared.
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Each participant responds in a video to a question asked by a previous user, thereby
generating debate about the notions of diversity and identity. The interactive platform was
created in 2014.

The educational program deals with identity, conflict resolution and inclusion within a
specific group and among different groups. Although it focuses on a demographic group, it is
intended to act as a model for any collective. It is made up of six modules that develop critical
thinking, collaboration and creativity. They are always introduced by videos from the project
and are geared toward learning, questions and instructions to encourage debate, tasks to be
done at home and a list of references, as well as additional questions and activities. There is
also a section with other ideas and references to inspire conversation.

The tasks that the students have to carry out include interviewing people in their com-
munity, creating visual maps of their identities or analyzing representations in the media. The
approach is pedagogical for social transformation, as we can see in one activity that involves
drawing up a list of the community’s socio-economic problems in order to subsequently
identify the necessary changes and the people who could get involved. It also attempts to
reflect critically on matters of sex, gender and sexual orientation, as well as generating
strategies to prevent violent behavior.

Although the educational guide builds on an interactive project, class participation does
not lead to specific education in audiovisual matters or to collaboration in the platform, which
would extend the dialogue over the Internet.

4.1.4. Primal

Stemming from a brief presentation by six young participants about their lives, each one of
whom appears in the main videos of Primal, collaborative dynamics are generated with a
scream as the leitmotiv. The interactive platform invites a collective scream as a way of ex-
pressing emotions, encouraging anybody to add their own video. Furthermore, it offers a study
guide for personal development and acquiring skills. This is aimed at students aged 14-16.

As happens with the interactive platform, the guide is based on the scream as a form of
expression, also linked to the visual arts. It has activities to foster debate. Experiences are
shared that have involved screaming, for example, as well as other matters related to the
participants’ own experience, such as situations that may have led to a scream, the act of
repressing it, the feeling that arose in those circumstances and a creative way to express
something which otherwise might be expressed by screaming.

The latter activity leads to discovery of works of art that are connected to the action that
this project is based on. This produces a debate about art, encouraging consideration of its
worthiness as a market product or as an act of resistance, after which the students must look
for similar artworks and propose them in class, together with questions that foster dialogue
among classmates.

The guide has two final sections. The first one encourages participation in the interactive
work, helping to approach the creative process involved in creating a video and to use the
Primal interface. This leads to a final debate to reflect on the collective work. The second
section is an extra activity that involves writing a slam poem.

4.1.5. The Shore Line

The Shore Line is an interactive documentary that uses contributions from participants in
different regions of the world to warn about the threats of the climate crisis. Professionals
from the spheres of cinema, teaching, art, architecture, science and urban planning, as well
as students and activists, have all been involved in developing this documentary.

Unlike other cases where the intention to teach joins an initiative that had already been
running for some time or was more independent, The Shore Line stretches through the entire
project from its initial design. The aim is for students to discover new ways of getting involved

201

ISSN 2386-7876 — © 2023 Communication & Society, 36(3), 193-209



Balaguer, J. & Alberich-Pascual, J.
Co-creation and learning:
an assessment of the pedagogical proposals in collaborative interactive non-fiction

in their communities so they can perceive the interconnection between their surroundings
and the environment, appealing to their responsibility to help improve the situation. This
educational program is aimed at secondary school and university students, though it also
provides a guide for elementary schools.

The numerous resources it provides include “workshop cards,” which are documents
with lessons arranged by topics, such as “changemakers,” “activism” and “water,” and also
videos of the initiative, different kinds of activities, questions to foster dialogue and a list of
related resources. The tasks have a creative perspective and a participatory approach, such
as finding a poem that talks about water to start a debate about how art raises social
awareness, or reflecting on one’s own identity and how it is influenced by the landscape.

The Shore Line focuses on conflict resolution, which is perceived in activities such as
making a list of problems in the community, studying the differences in perspectives in the
media when they deal with environmental disputes, and identifying strategies to benefit the
community. Tasks that go beyond the classroom take on particular importance since they can
have an impact on the community, with tasks such as informing the community about
environmental matters, recording an interview with a local activist, or sharing the work done
with other schools, groups and organizations.

4.2. Results

4.2.1. Audiovisual pedagogy

The didactic guides studied in this research state that audiovisual education is not their main
role. There are three cases that propose production of audiovisual material, though only in
one of their units: Immigrant Nation (0%), Global Lives Project (11%) and Primal (25%). The last
two projects do so at the end, acting as a conclusive task that serves to put the previous
learning into practice. It is thus consistent that almost none of the proposals include specific
technical training in audiovisual skills, except for Immigrant Nation (18%) and Global Lives
Project (22%), with two units each. Moreover, in these units, priority is given to knowledge
about narratives and modes of audiovisual representation, as opposed to more technical
aspects. In addition, there is one issue shared by all the initiatives except for Primal; that is,
the critical approach taught regarding interpreting the media and their representations,
which corroborates the importance of media literacy that has been noted in previous cases of
collaborative audiovisual works (Immigrant Nation, 18%; Global Lives Project, 44%; Question
Bridge, 33%; The Shore Line, 20%). It should be noted that all the cases studied use material
generated by the initiative as a tool for learning, giving importance to the audiovisual work
created collaboratively and to the multitude of perspectives that can be contributed in order
to obtain complex knowledge.

Although audiovisual pedagogy does not have a significant space in these initiatives, this
medium continues to occupy the center of the proposals as a whole. In the comparison
between the five cases, it is worth mentioning the audiovisual creation that is proposed in the
Global Lives Project and Primal. In the first, we find a process more akin to traditional
collaborative creation, where production is preceded by some training in audiovisual aspects.
In the second, on the other hand, we perceive a shift from technical audiovisual learning to
more creative and reflective issues. Thus, emphasis is placed on the subsequent presentation
of the video to the other participants, with a series of questions that aim to delve into the
personal and creative process (“what emotion did you want to express through this scream”
or “were you inspired by a work of art in particular,” for example). Along with the lack of this
category in the other case studies, this characteristic of Primal is based on the context of
digital culture, with the increase in access and use of audiovisual tools. This encourages more
space to be granted to other issues and the pedagogy on this matter shifts, even though it is
the emblematic element of this mode of co-creation.
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On the other hand, collaborative creation has tended, throughout its history, to promote
this involvement of participants in the audiovisual field as a way to increase the range of media
representations and introduce traditionally overlooked social groups. This was done by
incorporating the participants’ content in the collective work. In the case studies, this dissem-
ination element does not occur, since only Primal and Immigrant Nation explicitly encourage
participants to incorporate material in the platform. In these cases, at least, this search for a
plural representation and the addition of a multitude of voices is maintained. Both this issue
and the previous one point to a relevant aspect for our analysis: the loss of centrality of the
question of access to the media as the key element of alternative communication.

Figure 1. Number of didactic units in the category of audiovisual pedagogy.
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4.2.2. Critical analysis and personal expression

This category is more important than the previous one, since all the proposals attempt to
foster the participants’ creative development through different formats, most notably narra-
tion (all) and visual creation (all except Primal). Indeed, creation occupied a significant place
in each of the guides, taking up a high percentage of each project’s total units: Immigrant Nation
(45%), Global Lives Project (89%), Question Bridge (67%), Primal (50%) and The Shore Line (60%).

Furthermore, in most cases these initiatives are intended to express a topic regarding
the participants themselves, emphasizing identity (Immigrant Nation, Global Lives Project,
Question Bridge), and personal experiences (Immigrant Nation, Global Lives Project). The
creative activities usually promote personal representation, as can be seen in the high
percentage of units with these types of activities in each of the didactic guides: Immigrant
Nation (36%), Global Lives Project (44%), Question Bridge (50%), Primal (25%), but less so in The
Shore Line (10%), which focuses more on activism. In addition, all cases give references to
other artworks or readings that can cultivate creativity. Similarly to collective expression, all
of the initiatives also include times for dialogue and a series of questions to foster debate
among the participants, in the same quantity (all the units), which is why this participatory
process is not included in Figure 2.

The analysis of this category finds a correspondence with the previous one. Audiovisual
creation has taken a backseat in a communicative panorama in which multimedia and
transmedia are protagonists. The interactive proposals favor the creative development of
their participants through a multitude of means of expression. If the previous category was
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linked to the question of access, this one finds a connection with discursive construction.
Although in digital society the use of media has been facilitated, the same does not necessarily
occur with the promotion of critical analysis. Thus, we find a strengthening of this analysis
and of personal expression for the elaboration of these contents, as well as training in issues
such as narrative, present in Immigrant Nation, through the presentation of the components
that a story must have. In addition, there are always other relevant complements in the
didactic units, such as questions that encourage critical analysis or debate on certain artistic
works that serve as inspiration.

On the other hand, all cases foster plurality by influencing self-representation and
identity through creative activities and tasks that often focus on the participants’ own
experiences. An example of this are the identity maps that were proposed as an activity in
both Question Bridge and Global Lives Project. Returning to critical pedagogy, where the topics
to be discussed were chosen based on the students’ interests, we see that the same occurs
here, as the focus is placed on the participants’ own experiences or on the situation of the
communities in which they live. Similarly, self-representation is one of the bases of
audiovisual co-creation because it generates greater involvement of the participants, who are
then motivated to reflect on their situation and try to improve it. This connects to the third
category of our analysis tool.

Figure 2. Number of didactic units in the category of critical analysis and personal
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4.2.3. Learning tasks to foster social change beyond the classroom

Although all the cases mention issues of diversity and nearly all focus on the positive impact
on a community or collective, The Shore Line stands out in this category because it is the
proposal that pays most attention to social change. It has numerous activities to identify
problems and act outside the classroom. Indeed, 90% of its units contain a clear identification
of conflicts or strategies to solve them, while 50% have activities intended to have some impact
on the community or to enable contact to be established with people involved in markedly
social matters, such as activists. In this category, Question Bridge is also significant, as it always
includes an identification of conflicts in its modules, though it does not stand out in the second
subcategory (17%). Although it includes some relevant points in this regard, such as a module
that helps confront violent attitudes, it does not usually add tasks that involve direct activism.
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On the other hand, Immigrant Nation and Global Lives Project have activities that identify
conflicts (64% and 33% respectively) and propose others that include this more activist
approach (27% and 33% respectively). Immigrant Nation, for example, encourages participants
to get involved in social organizations, which it gives information about, or to send a letter to
a local media outlet complaining about a problematic stereotype, thus going beyond the
classroom with a critical view of media discourses. However, in general, all the cases stand
out more for activities that identify conflicts, although they are not usually geared toward
generating such a direct impact on the community.

In addition, the projects are structured based on values of equality and inclusion, some-
times with a direct reference to a specific social group, attempting to strengthen ties among
its members (Immigrant Nation and Question Bridge). Primal, whose identification of a
collective is less pertinent, also touches directly on the value of diversity.

The previous categories were linked to access and discursive construction, while here
the key component is community articulation, a fundamental characteristic of collaborative
co-creation. If these three components (access, discursive construction and community
articulation) correspond to the three established categories, only the last two maintain a
significant role in these interactive productions. In this way, the two participatory processes
of this category remain in the analyzed interactive productions. On the other hand, the
aforementioned lack of a connection between the participants’ contributions and the
audiovisual work makes it difficult for some of the indicators in Table 2 to occur for this
category, such as the organization and participation in public screenings to which people
outside the initiative would attend. However, the other indicators are reflected in these case
studies, such as the one corresponding to the involvement of other members of the
community in the initiative, which is the most linked to activism, and also an important
characteristic of the traditional modes of collaborative creation. This occurs, for example, in
Shore Line, where the student is asked to invite a local activist to one of the sessions to talk
with them about the activities they carry out in their organization.

Figure 3. Number of didactic units in the category of learning tasks to foster social
change beyond the classroom.

[

9 I

8 |-

7

& o @ & @
) - §
& & & &€ e
& A & 9
& & 3O 2y

& D & @

S NS & 8
S 00’0 le

[
Identification of challenges Tasks in the community

or strategies to tackle them

Source: Own elaboration.

205

ISSN 2386-7876 — © 2023 Communication & Society, 36(3), 193-209



Balaguer, J. & Alberich-Pascual, J.
Co-creation and learning:
an assessment of the pedagogical proposals in collaborative interactive non-fiction

5. Discussion and conclusions

Out of the three categories in our analysis, we conclude that the first one, audiovisual
pedagogy, is weaker now compared to the earlier, pre-digital cases of collaborative creation
that have acted as a point of reference. Despite this, some essential aspects of media literacy,
like critical analysis of the media and audiovisual works, are recurrently present, especially
in Immigrant Nation and Global Lives Project.

The second category is more present and alive. In all cases, the didactic proposals foster
personal expressiveness and creativity. The Global Lives Project is particularly noteworthy. In
terms of the third category, there is an emphasis on the social perspective of these interactive
productions, since their proposals are based on critical thought, building collective bonds and
appreciating diversity. Together with identifying problems, this encourages benefitting from
learning in order to improve the community, though there are few cases that propose tangible
action. The Shore Line serves as the point of reference in this category.

Although this research proposed studying the pedagogical nature of collaborative digital
productions, it was also intended to be useful for indicating approaches and characteristics
that may serve as a point of reference to carry out or analyze similar proposals, especially
when the intention is to boost or focus on one of the categories proposed.

In modernizing collaborative audiovisual creation via interactive digital production,
education about technical audiovisual knowledge is sidelined by another kind of learning. This
is not so strange if we take into account the evolution in uses of audiovisual media, above all
since the beginning of the digital age. With this, the research finds correspondence between
these cases of co-creation in the interactive field and the proposal to redefine these participa-
tory initiatives, downplaying the more technical issues in audiovisual learning processes and
granting a more central role to other materials, according to Varghese et al. (2020).

It is production skills that predominate today, compared to others such as those related
to acquiring values, which take on a more marginal role, as shown by Scolari (2019) in his study
on transmedia literacy in adolescents. In contrast, the pedagogical proposal of collaborative
creation through interactive productions proposes a balance in which technical knowledge,
which is necessary to deal with production, takes on a secondary role, while emphasis is
placed on activities that involve acquiring values, personal expression, critical interpretation
of the media and identification of conflicts. Moreover, there is a new kind of educational
proposal in creative collaboration that reduces the role of audiovisual creation to include
other creative media, also in keeping with the culture of convergence. This corresponds to
the study by Montero Sanchez (2020), who indicated that the expansion in the use of
audiovisual media, even though it is socially positive, should not be equated with or downplay
other collective processes promoted by participatory video.

It is also worth noting that the interaction between most of these initiatives is divided
into two spheres: the pedagogical one and the audiovisual one. Although the educational
proposal has its roots in the interactive platform, participation in didactic programs does not
usually find a way back to that platform. Hence, the learning process is not usually used to
produce material to be shown afterwards on the interactive platform. Only Immigrant Nation
and Primallead to the students’ participation on the platform, whereas the audiovisual activity
in the Global Lives Project is not intended to be added to the online content. Therefore, there
is some disconnection between the collaborative work and the participatory pedagogy. This
undermines one of the classic purposes of collaborative formulas, which is to foster creation
by individuals while at the same time giving them the visibility that they could not otherwise
attain, in order to challenge stereotypes in the media or simply to create a more plural
discourse.

This characteristic shows another significant difference with pre-digital practices in
which participation in producing the work fully coincided with the learning process, and in
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which the community that contributed with its own audiovisual material was the same one
that was educated with the project. Critical pedagogy, which requires a close exchange and
collective action, is thus separated from the digital environment and from the participation
that takes place there. Meanwhile, interactive platforms are nourished by the contributions
sent individually, although they usually refer to collectives or communities.

This does not stop those who only participate online from also benefiting from the
pedagogical nature of the proposals, whose educational values are also present in the digital
environment; however, it is interesting to evaluate alternatives that combine the educational
activities in a physical space and on the internet in a more satisfactory way, and more so in
an age in which online education is becoming increasingly relevant. The pedagogical side is
particularly suitable for encouraging the participatory side, so this kind of initiative should be
carried out with greater determination in the digital sphere. Furthermore, this would be
useful to increase the social perspective of these initiatives in that it would foster greater
projection for the participation, representation and visibility for the collectives taking part.

This article has been published as a part of the research project “Transmedialization and Hybridization
of Fiction and Non-Fiction in Contemporary Media Culture (FICTRANS),” Ref. PID2021-124434NB-I00,
funded by MCIN/AEI/10.13039/501100011033/FEDER A Way to Make Europe, State Plan of Scientific and
Technical Research and Innovation 2021-2023.
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