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Allan, L. & Elkins, J. (2000). Re/mediating Adolecent literacies.  The University of 

Queensland: The Journal of Adolescent & Adult Literacy Volume 43, Number 5 

ISSN 1081-3004 Retrieved at 

http://files.eric.ed.gov/fulltext/ED441222.pdf#page=41 

     The focus of this book is in chapter 41 entitled, “Fandom and Critical Media 

     Literacy.” This particular chapter’s emphasis is on alternative fandoms and  

     how popular culture texts can be a way to connect students in their out-of- 

     school lives to school literacy practices.  Reading and music groups are the  

     focus of the chapter and the discussion is in how these clubs become fandoms 

     of their own and promote literacy through shared interest, pleasure and the  

     written critique.  This chapter will support my review on fandoms and how 

     being a fan promotes other skills and encourages creativity. 

Baym, N. (2007). The new shape of online community: The example of Swedish 

independent music fandom. First Monday, volume 12, number 8. 

URL: http://firstmonday.org/issues/issue12_8/baym/index.html  

     This particular section of First Monday’s online magazine story reviews online 



     groups and how they are taking new forms.  Participants are increasing their 

     activity through multiple Internet and offline platforms. The multi-national 

     online community of Swedish independent music fans demonstrate this type of  

     trend. The participation analysis of this fandom shows how sites are  

     linked at multiple levels, and identifies several effects for theorists,  

     researchers, developers, industry and independent professionals, and its  

     participants.  This citation will support my theory that fandoms are increasing 

     their activity on multi-levels and that fandoms such as Homestuck benefit from  

     this type of multi-modality. 

boyd, d. (2014). It’s Complicated: The Social Lives of Networked Teens. Yale University 

Press: Yale College. 

     boyd’s research focuses on how youth today integrate technology into their 

     every day lives.  This book, in particular, focuses on how teens communicate 

     and socialize online. boyd uncovers the myths that go with today’s teens and  

     their use of social media.  She explores the definition of identity, privacy, 

     safety, danger, and bullying. Ultimately, boyd argues that society fails young  

     people when paternal protection can hinder a teenagers’ ability to become  

     informed, thoughtful, and engaged through their online interactions.  boyd is 

     my hero and I will use much of her statements to support my digital youth 

     culture issues with fandoms and their positive aspects. 

Hills, M. (2002). Fan Cultures. London: Rutledge. ISBN 0-415-24025-5 

     Matt Hill’s book discusses a variety of methods to fandom, from the Frankfurt 

     School to psychoanalytic readings, and he asks whether the expansion of new  



     media creates the possibility of new forms of fandom.  Hill offers theories and  

     a meta style analysis of fandom. I will use this citation to support the fact that 

     Homestuck is one of those new forms.  He also shares case studies to his 

     Theories in an entertaining and informative way and offers deft critiques of 

     fan culture, which will also support my argument. 

Hussie, A. (2011). Homestuck. Retrieved from http://www.mspaintadventures.com  

     This is the epicenter of my whole research paper.  This is the wiki where the 

     origin of Homestuck begins.  Hussie has volumes of information on this site 

     about most anything one wants to know about Homestuck. The online MS 

     Paint adventure started here and has continued to grow and develop into more  

     than just an eight bit mock adventure game.  The adventures continue and the 

     information that I gather for Homestuck will be from this centrally located 

     website.  I will use this webpage and Hussie’s wiki, also on the site, to share 

     all the facts and the growth of the Homestuck genre and its participatory  

     culture. 

Jenkins, Henry (2006). Fans, Bloggers, and Gamers: Exploring Participatory Culture.  

            New York: New York University Press. p. 279. ISBN 0-8147-4284-X. 

     Jenkins is one of the pioneers when it comes to participatory culture and is an            

     advocate for online participation.  Much like his earlier work, this book      

     explores how fans, bloggers and gamers continue to evolve.  He also theorizes  

     fan studies and how blogging is one of the most impactful to mainstream   

     media today.  I plan on using this citation to support my emphasis on how 

     participation culture has changed the face of fandom, namely Homestuck. 



Larsen, Katherine. and Zubernis, Lynn S. (2013). Fangasm: Supernatural 

Fangirls. Iowa City: University of Iowa Press. Project MUSE. Web. 15 Mar. 

2014. <http://muse.jhu.edu/>. 

     Larsen and Zubernis are college professors who fell in love with a TV show      

     called, “Supernatural.” This book is their homage to the show and the fandom  

     that follows them.  The main questions the ladies ask in their book are, can a         

     professional woman with a family be a fan? Is it ok?  The ladies reveal that      

     fans are not much different than the rest of us everyday folk.  They also     

     uncover the behind the scenes of fandom and their favorite show. One of the 

     most important finds of this book is how fandom can bring people together and 

     make a community and offers those in the fandom validation.  I will use this 

     book to support my argument that fandom is important on a social level. 

	  

	  

*note:	  As	  I	  continue	  to	  write	  and	  review	  my	  paper	  I	  may	  add	  or	  edit	  more	  articles/books	  to	  this	  

annotated	  bibliography.	  


