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Hanging Out, Messing Around, and Geeking Out: Embracing the Joy of Casual Connection

hanging out messing around and geeking out are phrases that evoke a sense of carefree fun,
curiosity, and genuine connection. Whether you're catching up with friends, experimenting with new
hobbies, or diving deep into your favorite niche interests, these activities offer a unique way to bond,
relax, and express yourself. In today’s fast-paced world, taking time to simply be present in these
moments can be both refreshing and rewarding.

Let’s explore what makes hanging out, messing around, and geeking out so special, how they overlap,
and why incorporating them into your routine can enhance your social life and personal growth.

Understanding the Trio: Hanging Out, Messing Around,
and Geeking Out

At first glance, these three phrases might seem similar, but each captures a distinct mode of
interaction and engagement.

What Does Hanging Out Really Mean?

Hanging out is the quintessential form of casual socializing. It's about being with people you enjoy
without any pressure to perform or entertain. Think of grabbing coffee with a friend, lounging in a
park, or just chatting on the couch. The focus is on companionship and comfort.

This relaxed vibe encourages genuine conversations, spontaneous laughter, and simply enjoying each
other’s company. Hanging out often acts as the foundation for deeper connections, fostering trust and
openness over time.

Messing Around: The Joy of Playful Exploration

Messing around takes hanging out a step further by adding an element of playful experimentation. It's
when you and your friends start trying out new things without a strict goal in mind — maybe tinkering
with gadgets, jamming on musical instruments, or playing around with creative projects.

This phase is marked by curiosity, trial and error, and a willingness to make mistakes. It's less about

perfection and more about discovery. Messing around promotes creativity, problem-solving, and
lighthearted fun, often leading to unexpected breakthroughs or hilarious moments.

Geeking Out: Passionate Deep Dives into Interests



Geeking out is where enthusiasm meets expertise. It's when you dive deeply into a subject you love,
whether it's comics, coding, gaming, science fiction, or any niche hobby. This is the phase of intense
focus and sharing detailed knowledge with like-minded people.

Geeking out can be incredibly fulfilling, as it allows you to express your identity, connect with
communities, and continuously learn. It’s not just about consuming content but engaging actively —
debating theories, building models, or attending conventions.

Why Hanging Out, Messing Around, and Geeking Out
Matter

These activities aren’t just fun ways to kill time; they play important roles in mental health, social
bonding, and personal development.

Building Stronger Social Connections

Regularly hanging out fosters trust and empathy among friends and family. It creates a safe space
where people feel valued and heard, which is crucial in maintaining long-term relationships. Messing
around encourages collaboration and teamwork, breaking down social barriers through shared
laughter and challenges.

When people geek out together, they form communities around shared passions, often leading to
lifelong friendships. These shared interests enhance feelings of belonging and acceptance, which are
vital for emotional well-being.

Enhancing Creativity and Problem-Solving Skills

Messing around is a powerful catalyst for creativity. Without the constraints of rigid goals or
expectations, individuals feel free to experiment. This kind of playful tinkering can spark innovative
ideas that might never emerge in a structured environment.

Geeking out also hones analytical thinking and deepens knowledge. Whether it's mastering a coding

language or understanding the lore of a fantasy universe, this focused engagement builds cognitive
skills that transfer to other areas of life.

Providing Stress Relief and Mental Recharge

In today’s hectic lifestyle, downtime is essential. Hanging out offers a break from responsibilities,
allowing the mind to rest. Messing around brings joy and spontaneity, which can counteract stress
and anxiety.

Geeking out, while intense, often provides a sense of control and mastery. Engaging with passions



can lift mood and provide purpose, acting as a healthy escape from everyday pressures.

Tips for Making the Most of Hanging Out, Messing
Around, and Geeking Out

Whether you want to deepen friendships or enrich your own experiences, here are some practical
ways to embrace these activities fully.

Create Intentional Time for Casual Connection

Set aside regular moments to hang out with friends or family without any agenda. This could be
weekly coffee dates, weekend walks, or casual video calls. The key is to prioritize presence and active
listening, making others feel genuinely valued.

Embrace Playfulness Without Fear of Judgment

When messing around, give yourself permission to be imperfect. Try new hobbies, make mistakes,
joke around, and don’t worry about outcomes. This mindset can unlock creativity and reduce anxiety
about failure.

Find and Join Communities That Match Your Interests

To geek out effectively, seek out forums, clubs, or social media groups that share your passions.
Engaging with others who understand your enthusiasm can deepen your knowledge and expand your
social circle.

Balance All Three for a Well-Rounded Social Life

Don’t feel pressured to always be in “geek mode” or “play mode.” Mixing hanging out, messing
around, and geeking out creates a dynamic social experience that caters to different moods and
needs. For example, a casual hangout might evolve into a playful experiment or an impromptu deep
dive into a shared interest.

Examples of Hanging Out, Messing Around, and
Geeking Out in Everyday Life

To bring these concepts to life, here are some common scenarios that illustrate how these modes play
out naturally.



e Hanging Out: Meeting a friend at a local café to chat about life, enjoying the atmosphere
without rushing.

e Messing Around: Friends gathering to build a DIY project, trying out different ideas and
laughing at mishaps along the way.

e Geeking Out: Attending a comic book convention, discussing story arcs, and swapping
collectibles with fellow fans.

These activities often overlap — a casual hangout can lead to messing around with a board game or
geeking out over shared favorite shows.

Why These Experiences Are Timeless

Despite changes in technology and culture, the essence of hanging out, messing around, and geeking
out remains constant because they fulfill fundamental human needs: connection, play, and meaning.
They remind us that life isn’'t only about productivity and goals but also about joy, curiosity, and
belonging.

In a world increasingly dominated by screens and schedules, slowing down to enjoy these moments
can feel revolutionary. Whether you're a social butterfly, a curious tinkerer, or a dedicated enthusiast,
embracing these ways of being enriches your relationships and your sense of self.

So next time you find yourself with free time or friends around, remember the simple power of
hanging out, messing around, and geeking out — it might just be the best way to recharge your spirit
and deepen your connections.

Frequently Asked Questions

What is the meaning of 'hanging out, messing around, and
geeking out'?
It's a phrase popularized by educator Mitch Resnick that describes three types of learning: casual

socializing (hanging out), playful experimentation (messing around), and deep exploration of interests
(geeking out).

Who coined the phrase 'hanging out, messing around, and
geeking out'?

The phrase was coined by Mitch Resnick, a professor at MIT Media Lab, to describe informal learning
processes.



How can 'hanging out, messing around, and geeking out’
benefit learning?

This approach encourages creativity, collaboration, and deep engagement by allowing learners to
explore interests at their own pace and in their own way.

Can 'hanging out, messing around, and geeking out' be
applied in schools?

Yes, educators use this framework to create more flexible and student-driven learning environments
that foster curiosity and innovation.

What activities represent 'messing around' in this context?

Activities like experimenting with new tools, tinkering with projects, or trying out new ideas without a
fixed goal represent 'messing around.'

How does 'geeking out' differ from ‘'messing around'?

'Geeking out' involves deep, focused exploration and mastery of a subject, while 'messing around' is
more casual and experimental.

Why is 'hanging out' important in the learning process?
Hanging out helps build social connections and a relaxed atmosphere, which can encourage

collaboration and sharing of ideas.

Are there online platforms that support '‘hanging out, messing
around, and geeking out'?

Yes, platforms like Scratch, Discord communities, and maker spaces provide environments for these
types of informal learning experiences.

How does technology enhance the experience of ‘hanging out,
messing around, and geeking out'?

Technology provides tools and communities that make it easier to experiment, collaborate, and dive
deep into interests anytime and anywhere.

Additional Resources

Hanging Out, Messing Around, and Geeking Out:



Exploring the Dynamics of Casual Social Interaction

hanging out messing around and geeking out describes more than just a phrase popularized by
educational theorist Mimi Ito; it encapsulates a multifaceted approach to informal social engagement
and learning. This tripartite concept captures distinct modes of interaction that resonate with digital
natives and broader communities alike, reflecting evolving patterns of communication, creativity, and
knowledge exchange. As contemporary society increasingly values informal learning environments
and social bonding, understanding these dynamics provides insight into cultural shifts propelled by
technology, youth culture, and social behaviors.

The Origins and Context of Hanging Out, Messing
Around, and Geeking Out

Originally coined in Ito’s ethnographic research on youth digital culture, "hanging out, messing
around, and geeking out" describes three progressive stages of engagement with technology and
social participation. Each stage signifies different levels of involvement, from casual presence to deep
immersion, and sheds light on how young people navigate interests, social bonds, and identity
formation.

- ¥*Hanging Out** refers to casual socializing, often unstructured and spontaneous, where the focus is
on presence and companionship rather than specific goals.

- ¥*Messing Around** involves experimental and playful interaction, where individuals explore tools or
concepts with growing autonomy and curiosity.

- ¥*Geeking Out** denotes intense, focused engagement, often around specialized knowledge or
skills, signaling a transition from casual interest to expertise or passion.

This framework has since transcended its original educational setting and found relevance in broader
discussions around social learning, digital culture, and community building.

Analyzing the Social Dynamics of the Three Modes

Hanging Out: The Foundation of Social Connection

Hanging out is arguably the most fundamental social mode described in this triad. It is characterized
by low pressure and minimal expectations, promoting relaxed environments where individuals can
simply be present with one another. From a psychological perspective, hanging out fosters a sense of
belonging and social cohesion without the necessity for structured activities.

In practical terms, hanging out can take many forms: from casual conversations in physical spaces
like parks and cafes to virtual interactions via social media platforms or messaging apps. The rise of
digital spaces has expanded the possibilities for hanging out, allowing people to maintain social ties
across distances. However, this shift also raises questions about the quality and depth of social
interactions compared to face-to-face encounters.



Messing Around: Playful Exploration and Learning

Messing around represents a more active engagement than hanging out, characterized by
experimentation and playful manipulation of tools, ideas, or environments. This mode is critical in
informal learning contexts because it encourages trial and error, fosters creativity, and supports the
development of problem-solving skills.

In digital contexts, messing around might involve exploring new software, playing with emerging
technologies, or dabbling in creative projects without rigid objectives. This phase is essential in
nurturing intrinsic motivation and can serve as a gateway to deeper involvement. Importantly,
messing around is often collaborative, promoting peer-to-peer learning and collective
experimentation.

Geeking Out: Focused Passion and Expertise Development

Geeking out marks the pinnacle of engagement within this framework, where enthusiasm and
dedication converge into specialized knowledge or skill mastery. This phase often entails deep dives
into particular subjects, such as coding, gaming strategy, fandoms, or creative arts.

The geeking out phase is pivotal for identity formation and community affiliation, as individuals often
seek out like-minded peers to share and expand their expertise. Online forums, fan communities, and
specialized interest groups serve as hubs for this intense engagement. From an educational
standpoint, facilitating pathways to geeking out can enhance motivation and long-term commitment
to learning.

Practical Implications and Applications

Understanding the nuances of hanging out, messing around, and geeking out has significant
implications across various domains:

Education and Informal Learning

Educators incorporating this framework into pedagogical strategies can better support student
engagement by recognizing the natural progression from casual interest to specialized knowledge.
For example, creating learning environments that allow for unstructured socialization (hanging out),
playful experimentation (messing around), and focused projects (geeking out) can foster holistic
development.

Workplace Collaboration and Innovation

In professional settings, these modes can inform team dynamics and innovation strategies.
Encouraging employees to “hang out” fosters social bonds, while creating spaces for “messing



around” with ideas or prototypes can stimulate creativity. Supporting “geeking out” allows individuals
to develop expertise critical for specialized roles.

Digital Culture and Community Building

Online platforms that facilitate varying degrees of engagement align well with this framework. Social
networks enable hanging out, gaming communities support messing around, and specialized forums
or subreddits encourage geeking out. Designing digital experiences with these modes in mind can
enhance user satisfaction and community vitality.

Challenges and Considerations

While hanging out, messing around, and geeking out offer a useful lens for understanding informal
engagement, several challenges emerge in application:

» Balancing Depth and Accessibility: Not all individuals progress naturally from hanging out
to geeking out, and educational or community initiatives must be careful not to alienate casual
participants.

 Digital Divide: Access to technology influences the ability to mess around or geek out,
highlighting inequalities in participation opportunities.

¢ Quality of Interaction: Online hanging out may lack the richness of in-person socializing, and
excessive geeking out can sometimes lead to social isolation.

Addressing these challenges requires thoughtful design and inclusive practices that accommodate
diverse preferences and resources.

Broader Cultural Impact and Future Directions

The concept of hanging out, messing around, and geeking out resonates with broader cultural trends

emphasizing experiential learning, peer collaboration, and passion-driven engagement. As technology
continues to evolve, these modes will likely adapt, influencing how communities form and knowledge

circulates.

Emerging technologies such as virtual reality and augmented reality offer novel opportunities for
immersive messing around and geeking out experiences, potentially transforming informal learning
and social interaction. Additionally, the increasing recognition of informal learning’s value in lifelong
education underscores the importance of frameworks like this in shaping future educational and
community models.

Ultimately, hanging out, messing around, and geeking out offer a versatile lens through which to



examine the interplay between social behavior, technology, and learning. This triad captures the
fluidity of modern engagement, highlighting how informal interactions can lead to meaningful
connections and expertise development in an increasingly interconnected world.
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hanging out messing around and geeking out: Hanging Out, Messing Around, and Geeking
Out, Tenth Anniversary Edition Mizuko Ito, Sonja Baumer, Matteo Bittanti, Danah Boyd, Rachel
Cody, 2019-09-24 The tenth-anniversary edition of a foundational text in digital media and learning,
examining new media practices that range from podcasting to online romantic breakups. Hanging
Out, Messing Around, and Geeking Out, first published in 2009, has become a foundational text in
the field of digital media and learning. Reporting on an ambitious three-year ethnographic
investigation into how young people live and learn with new media in varied settings—at home, in
after-school programs, and in online spaces—it presents a flexible and useful framework for
understanding the ways that young people engage with and through online platforms: hanging out,
messing around, and geeking out, otherwise known as HOMAGO. Integrating twenty-three case
studies—which include Harry Potter podcasting, video-game playing, music sharing, and online
romantic breakups—in a unique collaborative authorship style, Hanging Out, Messing Around, and
Geeking Out combines in-depth descriptions of specific group dynamics with conceptual analysis.
Since its original publication, digital learning labs in libraries and museums around the country have
been designed around the HOMAGO mode and educators have created HOMAGO guidebooks and
toolkits. This tenth-anniversary edition features a new introduction by Mizuko Ito and Heather Horst
that discusses how digital youth culture evolved in the intervening decade, and looks at how
HOMAGO has been put into practice. This book was written as a collaborative effort by members of
the Digital Youth Project, a three-year research effort funded by the John D. and Catherine T.
MacArthur Foundation and conducted at the University of California, Berkeley, and the University of
Southern California.

hanging out messing around and geeking out: Hanging Out, Messing Around, and
Geeking Out Mizuko Ito, 2010 Presents an examination of the new digital media and technology
practices of American youth, including text-messaging, the use of social media, and gaming.

hanging out messing around and geeking out: Hanging Out, Messing Around, and
Geeking Out Mizuko Ito, Sonja Baumer, Matteo Bittanti, Danah Boyd, Rachel Cody, 2009-10-30 An
examination of young people's everyday new media practices—including video-game playing,
text-messaging, digital media production, and social media use. Conventional wisdom about young
people's use of digital technology often equates generational identity with technology identity:
today's teens seem constantly plugged in to video games, social networking sites, and text
messaging. Yet there is little actual research that investigates the intricate dynamics of youths'
social and recreational use of digital media. Hanging Out, Messing Around, and Geeking Out fills
this gap, reporting on an ambitious three-year ethnographic investigation into how young people are
living and learning with new media in varied settings—at home, in after-school programs, and in
online spaces. Integrating twenty-three case studies—which include Harry Potter podcasting,
video-game playing, music sharing, and online romantic breakups—in a unique collaborative
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authorship style, Hanging Out, Messing Around, and Geeking Out is distinctive for its combination of
in-depth description of specific group dynamics with conceptual analysis.

hanging out messing around and geeking out: Hanging Out, Messing Around, and Geeking
Out, Tenth Anniversary Edition Mizuko Ito, Sonja Baumer, Matteo Bittanti, Danah Boyd, Rachel
Cody, 2019-10-01 The tenth-anniversary edition of a foundational text in digital media and learning,
examining new media practices that range from podcasting to online romantic breakups. Hanging
Out, Messing Around, and Geeking Out, first published in 2009, has become a foundational text in
the field of digital media and learning. Reporting on an ambitious three-year ethnographic
investigation into how young people live and learn with new media in varied settings—at home, in
after-school programs, and in online spaces—it presents a flexible and useful framework for
understanding the ways that young people engage with and through online platforms: hanging out,
messing around, and geeking out, otherwise known as HOMAGO. Integrating twenty-three case
studies—which include Harry Potter podcasting, video-game playing, music sharing, and online
romantic breakups—in a unique collaborative authorship style, Hanging Out, Messing Around, and
Geeking Out combines in-depth descriptions of specific group dynamics with conceptual analysis.
Since its original publication, digital learning labs in libraries and museums around the country have
been designed around the HOMAGO mode and educators have created HOMAGO guidebooks and
toolkits. This tenth-anniversary edition features a new introduction by Mizuko Ito and Heather Horst
that discusses how digital youth culture evolved in the intervening decade, and looks at how
HOMAGO has been put into practice. This book was written as a collaborative effort by members of
the Digital Youth Project, a three-year research effort funded by the John D. and Catherine T.
MacArthur Foundation and conducted at the University of California, Berkeley, and the University of
Southern California.

hanging out messing around and geeking out: The Information Behavior of a New
Generation Jamshid Beheshti, Andrew Large, 2013 Has the information behavior of children and
youth changed significantly over the last two decades? The Information Behavior of a New
Generation: Children and Teens in the 21st Century attempts to answer this question from a variety
of viewpoints. Thirteen researchers from educational psychology, computer science, education, and
information studies have contributed to eleven chapters on models of information behavior, the
cognitive development of youth, information literacy, everyday information behavior, cyber-bullying,
gaming in virtual environments, learning labs, social networks, intellectual disabilities, and current
and future systems. Whether they are referred to as digital natives, the Google-generation, or
generation M, today’s youth are active consumers and avid producers of digital information. Smart
phones are the new generation’s communication tools, social networks are their interaction venues,
and virtual environments are their new playgrounds. This new digital communication era has
prompted researchers from a variety of disciplines to contribute to this book on the information
behavior of children and teens. One of the many conclusions that may be drawn from the chapters in
the book is that information behavior is a multifaceted phenomenon, evolving alongside the rapid
developments in information and communication technologies. The new generation tends to
multitask, managing many activities simultaneously, such as scanning for and skimming information,
texting brief messages, and posting audio and visual information on social media. While children and
teens are tech savvy, they lack certain information and media literacy skills essential in today’s
digital environment. For researchers, the authors pose questions for further investigation in the
hope that innovative services will be offered and novel systems will be developed to help the new
generation. For teachers and information professionals, the authors provide a broad background to
assist them with a more in-depth and thorough understanding and appreciation of children’s and
teens’ information behavior.

hanging out messing around and geeking out: The Heart of Librarianship Michael
Stephens, 2016-05-16 Adaptation to change that's based on thoughtful planning and grounded in the
mission of libraries: it's a model that respected LIS thinker and educator Michael Stephens terms
hyperlinked librarianship. And the result, for librarians in leadership positions as well as those




working on the front lines, is flexible librarianship that's able to stay closely aligned with the needs
and wants of library users. In this collection of essays from his Office Hours columns in Library
Journal, Stephens explores the issues and emerging trends that are transforming the profession.
Among the topics he discusses are: the importance of accessible, welcoming, and responsive library
environments that invite open and equitable participation, and which factors are preventing many
libraries from ramping up community engagement and user-focused services; challenges,
developments, and emerging opportunities in the field, including new ways to reach users and
harness curiosity; considerations for prospective librarians, from knowing what you want out of the
profession to learning how to aim for it; why LIS curriculum and teaching styles need to evolve;
mentoring and collaboration; and the concept of the library as classroom, a participatory space to
experiment with new professional roles, new technologies, and new ways of interacting with patrons.
Bringing together ideas for practice, supporting evidence from recent research, and insights into
what lies ahead, this book will inform and inspire librarians of all types.

hanging out messing around and geeking out: Kids on YouTube Patricia G Lange,
2016-09-17 The mall is so old school—these days kids are hanging out on YouTube, and depending
on whom you ask, they're either forging the digital frontier or frittering away their childhoods in
anti-intellectual solipsism. Kids on YouTube cuts through the hype, going behind the scenes to
understand kids' everyday engagement with new media. Debunking the stereotype of the self-taught
computer whiz, new media scholar and filmmaker Patricia G. Lange describes the collaborative
social networks kids use to negotiate identity and develop digital literacy on the "Tube. Her
long-term ethnographic studies also cover peer-based and family-driven video-making dynamics, girl
geeks, civic engagement, and representational ethics. This book makes key contributions to new
media studies, communication, science and technology studies, digital anthropology, and informal
education.

hanging out messing around and geeking out: Communicative Figurations Andreas
Hepp, Andreas Breiter, Uwe Hasebrink, 2017-11-27 This open access volume assesses the influence
of our changing media environment. Today, there is not one single medium that is the driving force
of change. With the spread of various technical communication media such as mobile phones and
internet platforms, we are confronted with a media manifold of deep mediatization. But how can we
investigate its transformative capability? This book answers this question by taking a
non-media-centric perspective, researching the various figurations of collectivities and organizations
humans are involved in. The first part of the book outlines a fundamental understanding of the
changing media environment of deep mediatization and its transformative capacity. The second part
focuses on collectivities and movements: communities in the city, critical social movements, maker,
online gaming groups and networked groups of young people. The third part moves institutions and
organizations into the foreground, discussing the transformation of journalism, religion, politics, and
education, whilst the fourth and final part is dedicated to methodologies and perspectives.

hanging out messing around and geeking out: Make It Here Matthew Hamilton, Dara
Hanke Schmidt, 2014-12-04 This is an ideal resource for joining the maker movement, no matter the
size of your public library or resource level. Libraries of all sizes and resource levels are finding
ways to support community innovation and creativity through maker programming—and successful
programs don't require dedicating an entire area of the library to makerspace activities or
sophisticated technologies such as 3D printers. Make It Here: Inciting Creativity and Innovation in
Your Library provides a complete, step-by-step guide for starting a makerspace program at your
library and follows through with instructions for operation and building on your success. This book
takes you step-by-step through starting your maker program—from finding the right makerspace
mix, making a plan, and working with staff to establishing funding and support, launching your
makerspace, and evaluating and refining your programs. The authors provide guidance based on
their personal experiences in creating and developing maker programs in their libraries as well as
feedback and lessons learned from library makers across the country. You'll see how easy it can be
to bring their ideas to life in ways that will empower your community, and be encouraged to be bold




and think outside of the box when imagining the possibilities.

hanging out messing around and geeking out: The School Library Manager Blanche Woolls,
Joyce Kasman Valenza, April M. Dawkins, 2023-06-15 The seventh edition of this comprehensive
school library management text expands upon the role of the school librarian, especially in the
ever-growing digital realm, and highlights the importance of school librarian leadership and
outreach. In an era of budget cuts, reduced staffing, and a global pandemic, it's more important than
ever for new LIS professionals and established school librarians and administrators to demonstrate
the value of school libraries to decision makers. This revised and updated edition of a classic text
adds two well-known authors to help lead readers through the many essential management tasks
and skills required to administer the successful school library program. It emphasizes the
importance of the school librarian in providing digital access to information for teachers and
students, describes how facilities are being modified to accommodate new resources and
programming, and offers new ways to use AASL standards to evaluate programs. All chapters are
updated, and the text addresses such timely subjects as providing information resources when
students, teachers, and librarians are interacting online. A new chapter highlights the importance of
the school librarian's leadership in schools, districts, and communities. This invaluable textbook
teaches practical skills for school library management and offers inspiration and guidance for
growing LIS careers.

hanging out messing around and geeking out: Women and Language Melissa Ames, Sarah
Himsel Burcon, 2014-01-10 The present volume of essays examines women's communication as it
has evolved historically across multiple mediums. Part I explores how women became gossip girls
and the important role of gossip in the perception and practice of female communication. Essays in
Part II cover the convergence of oral and written communication in women's literature. Gendered
performance in such arenas as salsa dance, Dr. Phil and the Internet is examined in Part III, and
essays in Part IV discuss women's communication in the technology-rich 21st century.

hanging out messing around and geeking out: Technology, Culture and Communication
Jonathan Savage, Clive McGoun, 2012 Providing clear guidance on the underpinning theory and
policy and drawing upon current initiatives in schools, this book is essential reading for trainee and
practising teachers wanting to know how the technology and media dimension can be delivered in
practice.

hanging out messing around and geeking out: Teaching Contemporary Themes in
Secondary Education: Technology, Culture and Communication Jonathan Savage, Clive
McGoun, 2012-04-12 The media has a huge impact on how we view society and the world, and new
technologies continue to transform the way in which we work and learn. It is therefore essential that
young people can engage critically in their consumption of media and the internet and are able to
make informed decisions about the technologies they use. This book explores

hanging out messing around and geeking out: Living and Learning with New Media
Mizuko Ito, Heather A. Horst, Matteo Bittanti, Danah Boyd, Becky Herr Stephenson, 2009-06-05 This
report summarizes the results of an ambitious three-year ethnographic study, funded by the John D.
and Catherine T. MacArthur Foundation, into how young people are living and learning with new
media in varied settings—at home, in after school programs, and in online spaces. It offers a
condensed version of a longer treatment provided in the book Hanging Out, Messing Around, and
Geeking Out (MIT Press, 2009). The authors present empirical data on new media in the lives of
American youth in order to reflect upon the relationship between new media and learning. In one of
the largest qualitative and ethnographic studies of American youth culture, the authors view the
relationship of youth and new media not simply in terms of technology trends but situated within the
broader structural conditions of childhood and the negotiations with adults that frame the
experience of youth in the United States. The book that this report summarizes was written as a
collaborative effort by members of the Digital Youth Project, a three-year research effort funded by
the John D. and Catherine T. MacArthur Foundation and conducted at the University of California,
Berkeley, and the University of Southern California. John D. and Catherine T. MacArthur Reports on



Digital Media and Learning

hanging out messing around and geeking out: The Routledge Handbook of Language and
Youth Culture Bente A. Svendsen, Rickard Jonsson, 2023-12-15 The Routledge Handbook of
Language and Youth Culture offers the first essential grounding of critical youth studies within
sociolinguistic research. Young people are often seen to be at the frontline of linguistic creativity
and pioneering communicative technologies. Their linguistic practices are considered a primary
means of exploring linguistic change as well as the role of language in social life, such as how
language and identity, ideology and power intersect. Bringing together leading and cutting-edge
perspectives from thought leaders across the globe, this handbook: addresses how young people’s
cultural practices, as well as forces like class, gender, ethnicity and race, influence language
considers emotions, affect, age and ageism, materiality, embodiment and the political youth, as well
as processes of unmooring language and place critically reflects on our understandings of terms
such as ‘language’, ‘youth’ and ‘culture’, drawing on insights from youth studies to help
contextualise age within power dynamics features examples from a wide range of linguistic contexts
such as social media and the classroom, as well as expressions such as graffiti, gestures and
different musical genres including grime and hip-hop Providing important insights into how young
people think, feel, act, and communicate in the complexity of a polarised world, The Routledge
Handbook of Language and Youth Culture is an invaluable resource for advanced students and
researchers in disciplines including sociolinguistics, linguistic anthropology, multilingualism, youth
studies and sociology.

hanging out messing around and geeking out: The Structure of Schooling Richard Arum,
Irenee R. Beattie, Karly Ford, 2015 This comprehensive reader in the sociology of education
examines important topics and exposes students to examples of sociological research on schools.
Drawing from classic and contemporary scholarship, the editors have chosen readings that examine
current issues and reflect diverse theoretical approaches to studying the effects of schooling on
individuals and society.

hanging out messing around and geeking out: Library Teen Advisory Groups Diane P.
Tuccillo, 2018-04-05 Teen advisory groups (TAGs) may flourish in many libraries today, but many
others are newly initiating them or hoping to revitalize ones that are floundering. But even
successful groups need tips and best practices to make their TAGs even better. This updated and
revised second edition remains the go-to guide for planning, running, and evaluating TAGs in both
school and public libraries. Its wealth of positive advice and information leads TAG teens and their
peers to meaningful experiences that encourage reading, library use, and library support—into
adulthood. In this indispensable guide, Diane P. Tuccillo carefully explains and explores the current,
wide landscape of TAGs, covering funding to bylaws; getting a new group on its feet to rejuvenating
an old one; planning traditional TAG projects to creating unique roles; and community involvement
to voting on adult library boards. Vivid profiles of successful teen groups, organized into public and
school library sections, tell each group’s story along with pertinent teen feedback.Sample documents
covering mission statements, applications, parent permission forms, publicity flyers, and teen book
review ideas, as well as evaluation advice, can be borrowed or adapted. A helpful bibliography and
webliography is included. Library directors, school administrators, library educators, and librarians
who work directly with teens in school and public libraries will be unable to resist such compelling
testaments to the value of TAGs.

hanging out messing around and geeking out: Parkour and the City Jeffrey L. Kidder,
2017-04-20 In the increasingly popular sport of parkour, athletes run, jump, climb, flip, and vault
through city streetscapes, resembling urban gymnasts to passersby and awestruck spectators. In
Parkour and the City, cultural sociologist Jeffrey L. Kidder examines the ways in which this sport
involves a creative appropriation of urban spaces as well as a method of everyday risk-taking by a
youth culture that valorizes individuals who successfully manage danger. Parkour’s modern
development has been tied closely to the growth of the internet. The sport is inevitably a YouTube
phenomenon, making it exemplary of new forms of globalized communication. Parkour’s dangerous



stunts resonate, too, Kidder contends, with a neoliberal ideology that is ambivalent about risk.
Moreover, as a male-dominated sport, parkour, with its glorification of strength and daring, reflects
contemporary Western notions of masculinity. At the same time, Kidder writes, most athletes (known
as “traceurs” or “freerunners”) reject a “daredevil” label, preferring a deliberate, reasoned hedging
of bets with their own safety—rather than a “pushing the edge” ethos normally associated with
extreme sports.

hanging out messing around and geeking out: The Routledge Companion to Digital
Media and Children Lelia Green, Donell Holloway, Kylie Stevenson, Tama Leaver, Leslie Haddon,
2020-10-27 This companion presents the newest research in this important area, showcasing the
huge diversity in children’s relationships with digital media around the globe, and exploring the
benefits, challenges, history, and emerging developments in the field. Children are finding novel
ways to express their passions and priorities through innovative uses of digital communication tools.
This collection investigates and critiques the dynamism of children's lives online with contributions
fielding both global and hyper-local issues, and bridging the wide spectrum of connected media
created for and by children. From education to children's rights to cyberbullying and youth in
challenging circumstances, the interdisciplinary approach ensures a careful, nuanced,
multi-dimensional exploration of children’s relationships with digital media. Featuring a highly
international range of case studies, perspectives, and socio-cultural contexts, The Routledge
Companion to Digital Media and Children is the perfect reference tool for students and researchers
of media and communication, family and technology studies, psychology, education, anthropology,
and sociology, as well as interested teachers, policy makers, and parents.

hanging out messing around and geeking out: Handbook of Research on Digital Tools
for Writing Instruction in K-12 Settings Anderson, Rebecca S., Mims, Clif, 2014-04-30 More
emphasis is being placed on writing instruction in K-12 schools than ever before. With the growing
number of digital tools in the classroom, it is important that K-12 teachers learn how to use these
tools to effectively teach writing in all content areas. The Handbook of Research on Digital Tools for
Writing Instruction in K-12 Settings will provide research about how students use digital tools to
write, both in and out of school settings, as well as discuss issues and concerns related to the use of
these learning methods. This publication is beneficial to educators, professionals, and researchers
working in the field of K-12 and teacher education.
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