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Definition: Media Education is an educational discipline focused on critical and conscious
engagement with media and their languages. Regarded as complex cultural artifacts,
it serves as a preparatory phase aimed at developing interpretative and critical skills
regarding the media themselves. The objective is to promote a deep understanding of
media as cultural and social phenomena, emphasizing that they are not merely technical
tools but carriers of meanings and values that shape perceptions of reality and identity
formation. This entry explores the evolution of Media Education, from the 1982 UNESCO
Grünwald Declaration to recent international initiatives, highlighting the role of the Media
Educator as a facilitator in integrating digital technologies into educational contexts. Key
aspects include the rejection of an “apocalyptic” vision of the new media (quoting Umberto
Eco), the focus on media as carriers of meaning, and the promotion of critical and creative
skills essential for navigating the complexities of contemporary digital culture.

Keywords: media education; media educator; educational technology; digital cultural
artifacts

1. Introduction
The central theme running throughout the article is the fundamental importance of

Media Education in a world pervaded by digital media. More specifically, it transcends the
mere acquisition of technical skills, emphasizing the urgent need to foster critical thinking
and responsible media usage. It begins by defining Media Education as a discipline focused
on critically engaging with media messages, recognizing media as cultural artifacts that
shape our perceptions and identities. The article traces the historical trajectory of Media
Education, highlighting the evolving role of media educators in response to technological
advancements. The discussion then delves into the significance of critical engagement,
stressing that Media Education must teach students to analyze media messages within
their social and cultural contexts, while promoting a responsible and creative use of media.
The article also examines the role of technology in educational experiences, recommending
the use of SWOT analysis to evaluate the risks and opportunities associated with me-
dia. It introduces the concept of the “uncanny valley” to emphasize the importance of
considering user experience in interactions with technology. Subsequently, the analysis
explores communication theories, referencing McLuhan’s concept of the medium is the
message. It further investigates the media socialization of children, underscoring the crucial
role of parents and educators in fostering media literacy and responsible screen use. The
distinctions and interconnections between media literacy and Media Education are then
clarified. Media literacy focuses on the critical analysis of media messages, whereas Media
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Education provides pedagogical strategies for integrating media awareness into the edu-
cational process. The article also addresses the issue of the “digital divide”, highlighting
how Media Education can empower older adults in the digital world, thereby promoting
digital inclusion and fostering a more equitable society. Finally, the article presents key
reference frameworks for media literacy, such as Tisseron’s “3-6-9-12” model and European
frameworks like DigComp, which inform educational practices. It is worth noting that
paragraph 9 specifically addresses the distinction between Media Literacy and Media
Education, providing clarification for those who may have doubts. For reasons of logical
sequencing, this paragraph has been placed after other preliminary information on the topic
of Media Education. This work aims to offer a cultural perspective on Media Education,
emphasizing that it is not a novel discipline. While it is currently applied to digital media,
its roots extend far back in the history of communication and communication systems.
From the advent of writing, with Plato’s harsh criticisms of this medium for literary or
philosophical purposes—as he expressed a strong preference for live dialogue—to the
emergence of radio and its associated challenges, and later to television, Media Education
has always been intrinsically linked to the evolution of media technologies. In light of the
points discussed in this introduction, it is important to provide a definition of Media Educa-
tion. It can be defined as follows: Media Education is an educational discipline focused on
critical and conscious engagement with media and their languages, regarded as complex
cultural artifacts. Unlike Educational Technology, which primarily addresses the use of
digital technologies to facilitate teaching and learning processes, Media Education serves
as a preparatory phase aimed at developing interpretative and critical skills regarding
the media themselves [1]. The objective is to promote a deep understanding of media as
cultural and social phenomena, emphasizing that they are not merely technical tools but
carriers of meanings and values that shape perceptions of reality and identity formation.

2. Historical Overview
The international debate on Media Education began in 1982 with the Grünwald Dec-

laration, promoted by UNESCO, and continued with the Prague Declaration in 2003 [2,3].
Over the years, various initiatives and international documents, such as those from 2005
and 2018, have shaped this discipline and defined the professional role of the Media Educa-
tor [4–13]. This figure is seen as a multidimensional professional, combining a profound
knowledge of multimedia languages with the ability to design, interpret, and manage digi-
tal technologies. However, the skills required of this professional are constantly evolving,
adapting to technological changes and the emergence of new media. The Media Educator
is viewed as a facilitator in teaching and learning, capable of integrating digital tools into
formal, non-formal, and informal educational contexts, focusing on how these technologies
can enrich rather than replace the educational process.

3. Emphasizing Critical Engagement and Social Contexts in
Media Education

Media Education goes beyond technical learning about using digital devices or soft-
ware, aiming to develop students’ critical skills and enabling them to read and interpret
media messages consciously. Interaction with media must account for the cultural, social,
and political dynamics they convey. Media are not simple information carriers; they are
cultural artifacts that influence the perception of the world, playing a crucial role in con-
structing identity at both individual and collective levels [14]. A key concept in Media
Education is the rejection of technological substitution: digital technologies do not replace
traditional educational practices but enrich them, offering new opportunities for inter-
vention and new languages for interpreting reality. The process of re-mediation—digital
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technologies’ ability to reconfigure the world through new expressive forms—demonstrates
that digital media do not eliminate what existed before but amplify its cognitive and ex-
pressive potential. Moreover, Media Education promotes the idea that it is not the media
shaping students’ behavior, but rather the students themselves, through media usage, who
create and structure their educational experiences. This approach rejects technological de-
terminism [1], emphasizing the importance of social practices related to media [11]. Media
Education also seeks to bridge formal and informal education, recognizing the critical role
of digital media in everyday life and the construction of our identity [1]. Digital technolo-
gies influence social relationships, the representation of the past, and learning “modalities”.
As a result, integrating media into education becomes essential to preparing students to
navigate the complexities of contemporary digital culture. Another significant aspect is
the hands-on, workshop approach, which emphasizes discovery-based learning. Students
are not merely “recipients” of information but creators of new content, with the teacher
acting as a facilitator of creative and critical experiences. Lastly, Media Education fosters
transversal skills, ranging from the ability to select information to conscious interaction
in digital contexts. In an era characterized by information overload and the complexity of
social networks, these skills are crucial for developing a new digital literacy essential to
meeting the educational challenges of the present and future. Media Education represents
a crucial educational approach to prepare students to live and interact in a media-saturated
society. It goes beyond providing technical skills, fostering critical and creative awareness,
and shaping individuals capable of actively and responsibly participating in contemporary
cultural and social contexts. However, media education addresses larger audiences, in
various social contexts, not only students and not necessarily in school. To achieve this
objective, it is essential to increasingly promote and adopt good practices, behaviors, and
conduct aimed at fostering the education of the entire citizenry. In this endeavor, the
responsibility for education should not rest solely on schools but must also involve all
public and private institutions. A sense of shared and collective responsibility must be
cultivated across society. However, this task is far from straightforward, as the misuse of
media often facilitates the dissemination of false information, fosters indoctrination and
propaganda, and exploits technology as a channel for advertising. It is important to note
that media education is closely linked to the concept of media literacy, which is in turn
intricately connected to the various mass media available on the market. This is clearly
articulated in a statement by the European Commission dated 15 October 2024, accessible
at: https://digital-strategy.ec.europa.eu/it/policies/media-literacy (accessed on 20 De-
cember 2024). Although the title of the note, “Shaping Europe’s Digital Future”, might be
considered questionable—since discussing “shaping” something may not be pedagogically
or ethically appropriate, as it implies positioning oneself as a “creator” of something—, the
content itself is well-founded. It proposes the idea of analyzing, addressing, and navigating
the pedagogical and didactic complexities inherent in the need to educate about media. As
the note explicitly states, “literacy is a crucial skill for all citizens, regardless of age, as it
empowers them and increases their awareness”. Therefore, media education, particularly
in its focus on fostering digital and media literacy, can also contribute to “countering the
effects of disinformation campaigns and the spread of fake news through digital media”.
Indeed, a media educator can design programs aimed at identifying false images, videos,
and texts.

4. For a Conscious Use of Technologies
Media integrate a laboratory dimension into both the classroom and distance learning

environments. This integration places learning by discovery and total mind–body-brain
engagement at the forefront, which is essential for facilitating enduring learning [1]. This

https://digital-strategy.ec.europa.eu/it/policies/media-literacy
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is largely due to the fact that digital devices serve as a laboratory space in their own
right [1]. In the near future, the focus of media education and the work of media educators
will increasingly revolve around specific subjects, including the risks and opportunities
presented by media. In this context, it is advisable for educators to conduct a SWOT
analysis in collaboration with individuals who are knowledgeable about the media they
intend to “employ”. SWOT analysis serves as a decision-making tool; in this instance,
the objective is to utilize media with appropriate caution and critical thinking, thereby
identifying its strengths, weaknesses, opportunities, and threats. This field encompasses
the study and preparation of teachers, students, and educators. A pertinent example is
the concept of the uncanny valley [14], which holds significant relevance in the realm of
human–computer interaction within virtual learning environments [15,16], as well as in the
domains of edutainment and entertainment. The uncanny valley refers to the phenomenon
where humanoid robots or digital avatars evoke feelings of unease or discomfort in users
when their appearance is nearly, but not quite, human-like. This concept is particularly
critical in educational settings that utilize virtual reality (VR) or augmented reality (AR),
where the emotional responses of learners can significantly impact their engagement and
learning outcomes. For instance, if a virtual character in an educational simulation is
too realistic but lacks certain human traits, students may experience a sense of eeriness,
potentially hindering their interaction with the educational content. Understanding this
psychological reaction allows educators to make informed decisions about the design and
implementation of media, ensuring that the technological tools they use enhance rather
than detract from the learning experience. Therefore, by integrating the insights from the
uncanny valley into the SWOT analysis, educators can better navigate the complexities of
digital media, ultimately fostering more effective and engaging learning environments. In
the context of media education, it is essential for a media educator to adopt a critical and
reflective approach rather than succumbing to the dichotomous categories of “apocalyptic”
or “integrated”, as suggested by Umberto Eco [17]. The apocalyptic stance tends to overly
emphasize the risks and threats associated with media, often leading to a pessimistic view
of their impact on society and individuals. Conversely, the integrated position may result in
an excessive optimism regarding the positive potentials of media, underestimating the risks
and challenges that may arise (this is the vision of the “integrated”). For a media educator,
developing the capacity to discern and critically analyze the various situations in which
media are involved is crucial. Each context is unique and requires careful consideration
of the cultural, social, and emotional dynamics at play. This critical approach enables
the identification and evaluation of both the potential benefits and risks of media [18–20],
while also adapting educational strategies to the specific needs and characteristics of the
target audience.

5. Fostering Critical Thinking and Responsible Technology Integration in
Media Education

Furthermore, critical thinking facilitates an understanding of the complexities inherent
in media phenomena, allowing the media educator to develop educational content that
fosters deep and informed thinking. In this way, it promotes a more responsible and
informed use of media, contributing to the formation of critical and active citizens in a
mediated society. Therefore, the ability to analyze and reflect upon media situations is a
key element in the work of a media educator, enabling them to navigate contemporary
challenges with competence and awareness [21,22]. In summary, the hands-on educational
experience [23] offered by a Media Educator not only makes learning more engaging,
but also more relevant, helping students to develop critical and adaptive skills that are
fundamentals to successfully navigating and coping in a complex and ever-changing
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world [24]. As proven, the human teaching-learning process can derive significant benefits
from the numerous technologies available nowadays [1,16]. Despite the emergence of
neologisms and acronyms that may confuse novices in the field of computing, it is essential
to recognize the profound influence that technologies can exert on individuals. Educational
institutions must confront this challenge by promoting a balanced and conscious use
of technology [21,22]. At the regulatory level, the Recommendation of the European
Parliament and of the Council of 18 December 2006 on key competences for lifelong
learning, and the subsequent Council Recommendation of 22 May 2018 on key competences
for lifelong learning, offer a critical yet constructive lens through which to understand
technology, aiming to ensure that future European citizens use these tools with due “care”.
These recommendations state that for high-quality education, it is imperative to investigate
innovative pedagogical methods to address the demands of an increasingly mobile and
digital society. Digital technologies significantly influence education, training, and learning
by fostering more flexible learning environments tailored to the requirements of a highly
mobile populace. In accordance with Rivoltella’s reasoning articulated in his ten theses on
media education [1], it can be posited that our lives are profoundly influenced by digital
technologies, which mediate our understanding, our representation and comprehension
of the past, as well as our interpersonal relationships. This condition presents significant
risks but also substantial opportunities, necessitating our careful deliberation in finding
a balance. However, to abandon technology in contemporary education would equate to
neglecting the essential mission of schools, which is to assist individuals in interpreting
and engaging with culture [1].

6. A Brief Exploration of Communication Theory
In an era where digital technologies permeate every aspect of our lives, media educa-

tion becomes essential in equipping learners with the skills to navigate, analyze, and engage
with these varied media landscapes. By fostering critical media literacy, educators can
empower students to become discerning consumers and active creators of media, enabling
them to understand the broader implications of their media choices on personal identity
and societal dynamics [25,26]. It may be useful, in order to shed some light on the subject,
to reason about the studies of Marshall McLuhan. It is noteworthy that this Canadian
philosopher has inextricably linked the analysis of human communication to the study of
the technologies employed in that communication [25]. It is important to acknowledge
that McLuhan did not adopt an academic style; instead, he favored provocative slogans
and statements, which complicates the formulation of an accurate synthesis of his ideas.
The most popular of which is “the medium is the message”. To achieve a deeper under-
standing of McLuhan, it is beneficial to consider several key assertions. Firstly, McLuhan
undertook the complex task of aggregating disparate elements into a single category, such
as books, jeans, telephones, paintings, and highways, drawn from heterogeneous contexts
like language, clothing, electrical communications, art, and transportation [25]; all of these
objects are seen as media. This amalgamation, which may be interpreted as a provocative
act, prompts reflection on his intention to situate these diverse elements within a unified
conceptual framework (in which the concept of media is very broad). Each of these entities
possesses profoundly divergent origins and belongs to highly specialized fields of research,
thus evading excessive simplification. While these communication media may share a com-
mon core, they also exhibit substantial differences that cannot be assimilated into a larger
category. Furthermore, the previously cited statement, “the medium is the message” [14],
can be distilled into the argument that the content transmitted holds marginal significance.
For instance, when contemplating the act of giving a rose or something symbolizing this
concept, contemporary media—both traditional and new—offer a plethora of options. An
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example might be as follows: one could send a real rose, draw a rose as a present, or trans-
mit an icon via WhatsApp, among other possibilities; however, will it be more pleasing to
receive a real rose, with its perfume, or its icon [27]? Furthermore, McLuhan contended
that the medium should not be viewed in an engineering sense; rather, it represents a
complex human cognitive system, which can also include metacognition [27]. Through the
medium, interaction becomes possible, as exemplified by the system of human-pen-paper,
which, in the context of digital technologies, manifests through human–machine interfaces.
For greater precision, communication media can be categorized into unidirectional forms,
such as television; bidirectional forms like letter exchanges; and, from another perspective,
asynchronous forms, as seen in written correspondence, or synchronous forms, such as
a telephone conversation via Skype [27]. In McLuhan’s view, the medium delineates the
framework within which a message can be defined during its transmission and reception.
In terms of media education, the educator must teach the educator that every system
(synchronous-asynchronous or one-way-bidirectional) has strengths, weaknesses, risks,
and opportunities, i.e., the SWOT analysis mentioned above. Returning to the effective
example of the rose, a WhatsApp icon cannot convey, alongside its visual element, the
fragrance of a flower. Consequently, when a sender opts to use this technology as a trans-
mission medium, they also make a “selection” regarding which senses will be engaged in
the sending and receiving processes, leaving other sensory aspects unexpressed [27].

7. Media Socialization and the Role of Parents and Educators in
Managing Screen Exposure During Childhood

Another challenge concerns childhood. The socialization of children through media
is a complex phenomenon that presents both opportunities and challenges. On one hand,
television and digital content provide tools for learning and social interaction, contributing
to the development of communicative and cultural competencies. On the other hand,
exposure to violent or inappropriate content can raise concerns among parents regarding
their children’s behavior and emotional well-being [27,28]. It is crucial to recognize that
children are not mere passive recipients of information; they actively engage with media,
reinterpreting experiences and integrating them into their daily lives. In this context, par-
ents play a critical role: they must not only monitor the content to which their children are
exposed but also educate them to develop critical media literacy. This approach not only
fosters mindful technology usage but also helps in constructing a robust personal and social
identity in young individuals [27,28]. In an ever-evolving world, it is, therefore, essential
to promote open dialogue between parents and children concerning media, transforming
potential pitfalls into opportunities for growth and shared learning [29]. The advent of new
technologies can be regarded, in many respects, as one of the most significant themes in
contemporary pedagogy. A pressing question arises: at what developmental stage and
through which approaches should devices utilizing digital screens be introduced within
the context of early childhood experiences? Similar to the established guidelines for incor-
porating various types of food into a child’s diet, Tisseron [27] suggests the possibility of
conceptualizing a “dietary approach” to screens, aimed at teaching appropriate usage while
resisting the dual temptations faced by parents and educators, idealizing or “demonizing”
these technologies. We return once again to Umberto Eco’s vision, apocalyptic versus
integrated [18]. Educators must actively engage with, read about, and comprehend how to
navigate the introduction of screens by observing and understanding the needs and fears
that exposure to digital screens can provoke. This process involves applying principles such
as self-regulation, alternation, and accompaniment. Tisseron outlines four critical stages for
the introduction of screens, beginning at age three with entry into preschool, followed by
age six with the commencement of primary school, age nine marking the “introduction”
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to reading and writing, and finally, ages eleven to twelve, which signal the transition to
secondary school [27,28]. In consideration of this “diet” [27], proposed by Tisseron and
the literature that is extensively present in his text and which, for brevity’s sake, cannot be
reproduced in full here, it is essential for educators to work towards preventing children
from experiencing overexposure and overstimulation. Digital screens convey sounds and
colors with intensities that far exceed those of sensory stimuli encountered in everyday
life. Tisseron indicates that parents and educators can effectively regulate screen usage
through a mindful approach that embodies the principles of self-regulation, promoting
limited use of digital technologies, alternation, which encourages a balance between screen
time and other media or activities, and accompaniment, ensuring that children are not
left alone in front of screens. These principles, while appearing to be straightforward
articulations of practices emerging from “common sense” empower parents and educators
to cultivate awareness and autonomy in children regarding the appropriate use of various
human–machine interface technologies centered on digital screens. By applying these
principles, screen users can potentially stimulate both hypothetical-deductive reasoning
and intuitive intelligence [27,28].

8. Interconnections and Distinctions Between Media Literacy and
Media Education

It is important to highlight several aspects that convey an interconnected, networked,
and systemic perspective of media education, particularly in relation to the closely associ-
ated field of media literacy. Media literacy and media education represent interconnected
yet distinct domains within the broader study of media engagement. Media literacy empha-
sizes the development of critical skills necessary to analyze, interpret, and evaluate media
messages, while media education focuses on pedagogical strategies and methodologies for
incorporating media awareness and competencies into educational settings. Kellner’s Me-
dia Culture [29] and Potter’s Media Literacy [30] provide foundational perspectives on the
critical examination of media’s cultural and ideological influence. Yousman [31] engages
with the ethical dimensions of media literacy, questioning whether its primary aim should
be fostering critical citizenship or enhancing consumer awareness. Similarly, Pérez Tornero
and Varis [32] underscore the role of media education in cultivating global citizenship and
critical thinking skills in an increasingly interconnected media environment. Silverblatt
et al. [33] contribute practical approaches for educators to integrate media education into
curriculum design and pedagogical practices. Together, these works offer comprehensive
theoretical and practical frameworks that advance the fields of media literacy and media
education, equipping individuals and educators to navigate and critically engage with the
complexities of contemporary media landscapes.

9. Bridging the Digital Divide: Empowering Older Adults Through
Lifelong Media Education

Population aging is a global phenomenon, with the growing older adult demographic
posing significant challenges to mental and physical health, making it a worldwide priority.
In this context, social media has emerged as a key resource to support older individuals [34].
This is where media education can and should help and be supportive. A study conducted
within the framework of the Aging in a Networked Society project [35] involving a sample
of 32,000 elderly found that the most commonly used application among those aged 65
and older is WhatsApp, with approximately 52% of seniors using it on a daily basis.
This scenario suggests that while technology use is present, it is primarily focused on
communication tools like WhatsApp, which are relatively simple to use for staying in touch
with family and friends. It, therefore, emerges as a positive aspect that new technologies
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decrease isolation (in fact, grandparents can see their grandchildren via video call and can
hear distant friends). However, this usage does not necessarily reflect advanced digital
literacy. Many older adults face difficulties with more complex functions, such as managing
attachments (PDFs, Word documents, etc.), protecting themselves from spam, and accessing
multimedia resources like videos. Moreover, in more digitally advanced countries, the
ability to use digital identity systems and access online government services has become
an essential skill. This introduces a further challenge: many seniors find themselves relying
on children or grandchildren to navigate these complex digital citizenship systems, making
them vulnerable and often dependent on the assistance of younger generations [36,37].
This situation underscores the need for continuous digital education that extends beyond
the classroom and spans all stages of life. It is crucial that digital literacy programs are
designed to address the specific needs of the elderly, empowering them to navigate the
digital world autonomously and securely. In particular, practical courses should be offered
that not only teach the use of common applications but also provide the necessary skills to
defend against online threats such as phishing, spam, and fraud, as well as educate seniors
about the importance of privacy and security in digital transactions. Promoting the digital
inclusion of older adults not only improves their quality of life but also fosters a more
equitable society, where all generations can actively participate in the digital realm without
feeling excluded or dependent on others [38,39].

10. A Brief Presentation of Current Media Literacy Frameworks
At the level of media education, when one thinks of literacy at an early age, one can

think, as Tisseron suggests, of a diathesis of digital screens. Tisseron asks questions that
all educators, therefore all educational agencies (school, family, etc.), should ask them-
selves [27]. At what age and in what ways should screens—including television, video
games, and computers—be introduced into children’s lives? The 3-6-9-12 formula outlines
four key milestones: 3 years old, the entry into preschool; 6 years old, the start of primary
school; 9 years old, the acquisition of reading and writing skills; and 11–12 years old, the
transition to secondary school. Just as there are guidelines for introducing dairy, vegetables,
and meat into a child’s diet, a “dietary” approach to screen use can be imagined, helping
children learn to use these technologies appropriately. This approach requires resisting
two temptations: idealizing these technologies or demonizing them. This text is intended
for parents and educators, providing insights and a deeper understanding of an increas-
ingly relevant educational issue. Tisseron’s model is well-suited to prevent phenomena
such as cybercrime and disinformation because its stages, starting from a young age, raise
awareness about three key issues related to the internet: (1) the permanence of everything
that is written or posted online, (2) the importance of skepticism regarding the veracity
of information found online, and (3) the unknown identity of those on the other side of
the screen, in addition to the risks associated with sexting. For adolescents and adults,
however, other documents may be consulted. The following discussion refers to European
frameworks, although analogous documents are available in other regions globally. Eu-
ropean frameworks, such as the e-Competence Framework for ICT Users (e-CF) [40] and
DigComp [41], are closely linked to media education as they both aim to develop the digital
skills needed for effective, critical, and responsible media engagement. While the e-CF
focuses on professional ICT competencies, including content creation and cybersecurity,
the DigComp Framework emphasizes core digital skills like information literacy and com-
munication, which are central to media education. Together, these frameworks support the
development of the competencies necessary for individuals to navigate, critically assess,
and responsibly use digital media, aligning with the goals of media education. In the
proposed models, e-Competence Framework for ICT Users (e-CF) [40] and DigComp [41],
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it is explicitly addressed through specific modules aimed at mitigating phenomena, such as
cybercrime and disinformation. Since they are part of the subjects to be studied and require
an exam to be passed in order to demonstrate the acquired skills, they are fully aligned
with the concept of Life Long Learning.

11. Conclusions
Fortunately, the logic of cultural consumption does not correspond to aut aut, but to

et et [1]. i.e., the new one does not delete the previous one but flanks it, and technologies
are not substitutive, but integrative. Therefore, rather than being a factor of discontinuity,
new digital media should be regarded as a re-mediation of reality, i.e., a reconfiguration of
elements of everyday reality in a different key [1]. The digital does not replace anything,
but enriches our possibilities of intervention in reality [1]. If we view everything from this
positive yet critically thinking perspective, media also serve as a curriculum for students
that is shaped by a media educator if we think of a school context. In fact, media are not
only tools to be used in the classroom, but also a necessary basic competence: to search and
select information, to collaborate and cooperate, to manage relationships, to manage time,
and to manage the relationship with content [1]. Current digital technologies have exerted
a significant influence on daily life. This impact extends notably to the context of educators,
encompassing both informal and non-formal learning environments, as well as institutional
teaching settings. Generally, some teachers believe that adopting this new interactive mode,
characterized by the integration of modern technologies, can substantially enhance and
optimize their daily work and related planning efforts [29]. However, a limited number
of teachers express difficulties in utilizing these technologies, often requiring assistance
from colleagues to perform basic operations, such as entering grades during evaluation
sessions or simply taking attendance in an electronic logbook. To better understand this
situation, it is essential to consider the complex relationship between teaching staff and
the various information systems in use. Thus, it is inappropriate to generalize the belief
that these systems universally improve and expedite activities. It is also important to
acknowledge the perspectives of those who find these technologies “inconvenient”, “slow”,
or “too complicated”, asserting that they burden bureaucratic and educational procedures
without offering any real improvements to professional life. While it is undeniable that, in
specific contexts, the adoption of digital devices has transformed technology into a sort of
techno-baroque appendage [38], the previous paragraphs aim to emphasize the positive
aspects of media. It is crucial that educators, particularly teachers, avoid perpetuating a
dichotomy between “us” and “them” in the context of digital learning [1]. This implies
recognizing that while young people may not yet possess fully developed digital skills,
they often exhibit a strong sense of technological confidence [1]. This confidence must be
cultivated and transformed into technological awareness. Similarly, educators themselves
must work to enhance their own technological confidence, fostering a deeper awareness
that will enable them to effectively guide and support students in navigating the digital
landscape. It is beneficial for every educator to adopt a mindset of being “perpetually
young”, in the sense that they should feel personally responsible for improving their media
education skills, rather than relying on a dichotomy that positions students as the sole
users of new media. The notion that students, due to their youth, should be the only ones
engaging with new technologies while teachers refrain from doing so is counterproductive.
Instead, educators must actively participate in the evolving media landscape alongside their
students. In conclusion, it is important to emphasize that research on Media Education is
advancing rapidly. Recent trends and new frontiers in the field include the use of generative
AI to enhance creativity and critical thinking [42–44], the adoption of augmented reality for
immersive educational experiences [45], mobile applications to improve accessibility and
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personalized learning [46], and the integration of media education into programs aimed at
promoting elderly well-being [47].

Author Contributions: Conceptualization, M.D.T. and S.D.T.; methodology, M.D.T.; validation,
M.D.T. and S.D.T.; formal analysis, M.D.T.; investigation, M.D.T.; resources, M.D.T.; data curation,
M.D.T.; writing—original draft preparation, M.D.T. and S.D.T.; writing—review and editing, M.D.T.;
visualization, M.D.T.; supervision, M.D.T. The work is the result of the scientific collaboration of the
authors. However, the attribution of scientific responsibility is as follows: S.D.T. wrote paragraphs
1 and 9 and M.D.T. the remaining paragraphs. All authors have read and agreed to the published
version of the manuscript.

Funding: This research received no external funding.

Conflicts of Interest: The authors declare no conflicts of interest.

References
1. Rivoltella, P.C. Le Dieci Tesi su Scuola e Tecnologia. CREMIT, 2016. Available online: https://www.cremit.it/le-dieci-tesi-scuola-

tecnologia/ (accessed on 29 September 2024).
2. United Nations Educational, Scientific and Cultural Organization (UNESCO). Grünwald Declaration on Media Education; UNESCO:

Paris, France, 1982.
3. United Nations Educational, Scientific and Cultural Organization (UNESCO). Prague Declaration Towards an Information Literate

Society; UNESCO: Paris, France, 2003.
4. United Nations Educational, Scientific and Cultural Organization (UNESCO). Alexandria Proclamation on Information Literacy and

Lifelong Learning; UNESCO: Paris, France, 2005.
5. United Nations Educational, Scientific and Cultural Organization (UNESCO). Paris Agenda or 12 Recommendations for Media

Education; UNESCO: Paris, France, 2007.
6. United Nations Educational, Scientific and Cultural Organization (UNESCO). Fez Declaration on Media and Information Literacy;

UNESCO: Paris, France, 2011.
7. United Nations Educational, Scientific and Cultural Organization (UNESCO). Moscow Declaration on Media and Information Literacy;

UNESCO: Paris, France, 2012.
8. United Nations Educational, Scientific and Cultural Organization (UNESCO). GAPMIL Framework and Action Plan; UNESCO:

Paris, France, 2013.
9. United Nations Educational, Scientific and Cultural Organization (UNESCO). IFLA Media and Information Literacy Recommendations;

UNESCO: Paris, France, 2013.
10. United Nations Educational, Scientific and Cultural Organization (UNESCO). Riga Recommendations on Media and Information

Literacy in a Shifting Media and Information Landscape; UNESCO: Paris, France, 2016.
11. United Nations Educational, Scientific and Cultural Organization (UNESCO). Sao Paulo Youth Declaration on Media and Information

Literacy; UNESCO: Paris, France, 2016.
12. United Nations Educational, Scientific and Cultural Organization (UNESCO). The Khanty-Mansiysk Declaration Media and Informa-

tion Literacy for Building a Culture of Open Government; UNESCO: Paris, France, 2016.
13. United Nations Educational, Scientific and Cultural Organization (UNESCO). The Need to Boost UNESCO’s MIL Programme,

including Proclamation of a Global Media and Information Literacy Week; UNESCO: Paris, France, 2018.
14. McLuhan, M.; Fiore, Q. The Medium is the Massage: An Inventory of Effects; The Penguin Press: London, UK, 1967.
15. Mori, M. The Uncanny Valley. Energy 1970, 7, 33–35.
16. Volante, M.; Babu, S.V.; Chaturvedi, H.; Newsome, N.; Ebrahimi, E.; Roy, T.; Fasolino, T. Effects of Virtual Hu-man Appearance

Fidelity on Emotion Contagion in Affective Inter-Personal Simulations. IEEE Trans. Vis. Comput. Graph. 2016, 22, 1326–1335.
[CrossRef] [PubMed]

17. Todino, M.D.; Di Tore, S.; Di Tore, P.A.; Iannaccone, A.; Sibilio, M. The significance of the uncanny valley and emotional design
in virtual learning environ-ments: Potential impacts on the management of the learner’s emotional response. J. Incl. Methodol.
Technol. Learn. Teach. 2023, 3, 1–22. [CrossRef]

18. Eco, U. Apocalypse Postponed: Essays; Indiana University Press: Bloomington, IN, USA, 2000.
19. Rawlins, G.J.E. Slaves of the Machine: The Quickening of Computer Technology; Bradford Books: Bradford, MA, USA, 1998.
20. Rushkoff, D. Program or Be Programmed: Ten Commands for a Digital Age; Soft Skull: New York, NY, USA, 2011.
21. Todino, M.D. Simplexity to Orient Media Education Practices; Differenze; Aracne: Roma, Italy, 2019; Volume 8.

https://www.cremit.it/le-dieci-tesi-scuola-tecnologia/
https://www.cremit.it/le-dieci-tesi-scuola-tecnologia/
https://doi.org/10.1109/TVCG.2016.2518158
https://www.ncbi.nlm.nih.gov/pubmed/26780808
https://doi.org/10.32043/jimtlt.v3i3.103


Encyclopedia 2025, 5, 12 11 of 11

22. Todino, M.D. Le tecnologie digitali e la Media Education come elemento professionalizzante nel curricolo dell’educatore. Educ.
Reflective Pract. 2021, 2, 182–194. [CrossRef]

23. Dewey, J. Experience and Education; Free Press: New York, NY, USA, 1997.
24. Sibilio, M. Simplexité et vicariance en didactique. In Simplexité et modèles opérationnels, Actes du Colloque; CNRS: Paris, France,

2017; pp. 183–202.
25. Ciotti, F.; Roncaglia, G. Il Mondo Digitale; Laterza: Bari, Italy, 2000.
26. Potts, A.; Maadad, N.; Yu, M. Children and television: Vicarious socialisation experiences. Res. Educ. Media 2018, 10, 20–29.

[CrossRef]
27. Tisseron, S. 3-6-9-12: Apprivoiser les écrans et grandir (Nouvelle édition actualisée et augmentée); Érès, édition revue et augmentee;

ERES: Paris, France, 2018.
28. CLEMI. Gérer le temps d’écran des enfants. Centre pour l’éducation aux médias et à l’information. Ministère de l’Education et de

la Jeunesse. Available online: https://www.clemi.fr/familles/publications/le-guide-de-la-famille-tout-ecran/gerer-le-temps-
des-ecrans/gerer-le-temps-decran-des-enfants (accessed on 20 December 2024).

29. Kellner, D. Media Culture; Routledge: New York, NY, USA, 1995.
30. Potter, W.J. Media Literacy; In 21st Century Communication; Eadie, W.F., Ed.; SAGE: Los Angeles, CA, USA, 2009; pp. 558–567.
31. Yousman, B. Media Literacy: Creating Better Citizens or Better Consumers? In Battleground: The Media; Andersen, R., Gray, J.,

Eds.; Greenwood Press: Westport, New Zealand, 2008; pp. 238–247.
32. Pérez Tornero, J.M.; Varis, T. Media Literacy and New Humanism; UNESCO Institute for Information Technologies in Education:

Moscow, Russia, 2010.
33. Silverblatt, A.; Ferry, J.; Finan, B. Approaches to Media Literacy, 2nd ed.; Routledge: New York, NY, USA, 2009.
34. Coto, M.; Lizano, F.; Mora, S.; Fuentes, J. Social media and elderly people: Research trends. In Social Computing and Social Media.

Applications and Analytics, Proceedings of the 9th International Conference, SCSM 2017, Held as Part of HCI International, Vancouver, BC,
Canada, 9–14 July 2017; Springer: Cham, Switzerland, 2017; pp. 65–81.

35. Zaccaria, D.; Guaita, A.; Vaccaro, R.; Casanova, G.; Abbondanza, S.; Pettinato, L.; Cerati, G.; Rolandi, E.; Sala, E. Assessing the
impact of Social Networking Site use on older people’s loneliness and social isolation: A randomized controlled trial: The Aging
in a Networked Society-Social Experiment Study (ANS-SE). Contemp. Clin. Trials Commun. 2020, 19, 100615. [CrossRef] [PubMed]

36. Loos, E. Senior citizens: Digital immigrants in their own country. Observatorio 2012, 6, 1–23.
37. Fornasari, A. Incontri intergenerazionali: Riflessioni sul tema e dati Empirici; Scienze dell’educazione; ETS: Rome, Italy, 2018.
38. Manchanda, S.P. Digital Literacy for Senior Citizens; Pendown Press: Delhi, India, 2021.
39. Vilpponen, H.; Leikas, J.; Saariluoma, P. Designing digital well-being of senior citizens. In Proceedings of the 2020 13th

Interna-tional Conference on Human System Interaction (HSI), Tokyo, Japan, 6–8 June 2020; pp. 40–44.
40. e-Competence Framework for ICT Users (e-CF). 2013. Available online: https://it.eipass.com/pdf/CWA-16624_1-2.pdf (accessed

on 20 December 2024).
41. Vuorikari, R.; Kluzer, S.; Punie, Y. DigComp 2.2: The Digital Competence Framework for Citizens, EUR 31006 EN; Publications Office

of the European Union: Luxembourg, 2022. [CrossRef]
42. Tozzi, M. Tecnobarocco. Tecnologie Inutili e Altri Disastri; Einaudi: Torino, Italy, 2015.
43. Pavlik, J.V. Collaborating with ChatGPT: Considering the implications of generative artificial intelligence for journalism and

media education. Journal. Mass Commun. Educ. 2023, 78, 84–93. [CrossRef]
44. Bender, S.M. Coexistence and creativity: Screen media education in the age of artificial intelligence content generators. Media

Pract. Educ. 2023, 24, 351–366. [CrossRef]
45. Buchner, J.; Kerres, M. Media comparison studies dominate comparative research on augmented reality in education. Comput.

Educ. 2023, 195, 104711. [CrossRef]
46. Kyrylova, O.; Blynova, N.; Pavlenko, V. The perspectives for mobile application use in media education. Interact. Learn. Environ.

2024, 32, 3592–3599. [CrossRef]
47. Li, X.; Wang, L.; Fan, C. Integrating Physical Media Education into Elderly Care Programs: A Case Study of Enhancing Well-being

and Promoting High-Quality Life. Comun. Rev. Científica Comun. Educ. 2024, 78, 40–54. [CrossRef]

Disclaimer/Publisher’s Note: The statements, opinions and data contained in all publications are solely those of the individual
author(s) and contributor(s) and not of MDPI and/or the editor(s). MDPI and/or the editor(s) disclaim responsibility for any injury to
people or property resulting from any ideas, methods, instructions or products referred to in the content.

https://doi.org/10.3280/erp2-Special-2021oa12953
https://doi.org/10.1515/rem-2018-0004
https://www.clemi.fr/familles/publications/le-guide-de-la-famille-tout-ecran/gerer-le-temps-des-ecrans/gerer-le-temps-decran-des-enfants
https://www.clemi.fr/familles/publications/le-guide-de-la-famille-tout-ecran/gerer-le-temps-des-ecrans/gerer-le-temps-decran-des-enfants
https://doi.org/10.1016/j.conctc.2020.100615
https://www.ncbi.nlm.nih.gov/pubmed/32715151
https://it.eipass.com/pdf/CWA-16624_1-2.pdf
https://doi.org/10.2760/115376
https://doi.org/10.1177/10776958221149577
https://doi.org/10.1080/25741136.2023.2204203
https://doi.org/10.1016/j.compedu.2022.104711
https://doi.org/10.1080/10494820.2023.2186897
https://doi.org/10.58262/V32I78.4

	Introduction 
	Historical Overview 
	Emphasizing Critical Engagement and Social Contexts in Media Education 
	For a Conscious Use of Technologies 
	Fostering Critical Thinking and Responsible Technology Integration in Media Education 
	A Brief Exploration of Communication Theory 
	Media Socialization and the Role of Parents and Educators in Managing Screen Exposure During Childhood 
	Interconnections and Distinctions Between Media Literacy and Media Education 
	Bridging the Digital Divide: Empowering Older Adults Through Lifelong Media Education 
	A Brief Presentation of Current Media Literacy Frameworks 
	Conclusions 
	References

