
One: Hello and thank you for joining me today. Today, I will be 

presenting my paper titled ‘Stream Me Up, Scotty: Repurposing 

Twitch for the Digital Humanities’. For context, this paper has 

nothing to do with Star Trek, but you can’t ever make me stop 

referencing Star Trek. 

Two: For those who do not know what Twitch is, here’s a brief 

explanation. It is a livestreaming platform released in 2011 that 

had a heavy focus on video games. It still is primarily video 

game-driven, but there have been more categories of streams 

since its inception. Twitch has a livechat option where viewers 

can interact both with the streamer as well as other users in 

real time. As of 2018, 15 million users log on to Twitch daily and 

the average user consumes 90 minutes of stream footage in 

their viewing. Here’s a brief example of what a standard stream 

may look like on Twitch.  

Three: The reason why I am talking about Twitch today is 

because I believe it is a fantastic platform for academic 

repurposing. I define it as the act of using a text, platform, or 

other form of media not originally intended for academic use 

and using it in academic contexts. Effective repurposing must 

have the intent of making 'academic concepts' more accessible. 

I stress that a key part of academic repurposing has to be used 

in the spirit of making information accessible because if I’m 

going to come up with my own, fancy term, then I make the 

rules.  



Four: Twitch in the classroom is not an entirely new advent. I 

spoke with a faculty member at UW-Madison who uses Twitch 

in her anthropology classrooms and she also told me how she’s 

seen other instructors at other institutions use Twitch. Here is 

how it has been used so far, although I do not claim for this list 

to be exhaustive.  

• An alternative to buying expensive 
games/consoles/computers to run games (texts) 
necessary for the class. (talk about accessibility) 

• A forum for students to participate in real time as the 
instructor plays a game and prompts them to relate it to 
their readings. (talk about open forum discussion instead 
of people waiting turns while talking) 

• A way to hold class when the university cancels due to 
weather and/or when the instructor cannot commute  
(talk about polar vortex) 

• An alternative to discussion boards (talk about artificial 
discussion on discussion boards) 

• Student-created game projects livestreamed and 
reviewed by gamers (with permission) (talk about KL’s 
project with serious play) 

• Holding office hours (so what if they see me lesson plan in 
real time?) 

• Streaming the grading papers (*I don't recommend this, 
but it is something that is done*) 

Here is a clip from the UWM Serious Play channel, where she 
describes some of these uses on-stream. 
Five: Before I continue on using Twitch in the classroom, I 
would like to establish several elements that I feel are integral 
to using Twitch as an academic resource. I argue it requires a 
change of narrative not only about the classroom, but of the 
academic value of games and digital platforms as a whole. 
• Creating a community within the classroom … Since the 

internet allows some sort of anonymity between 
participants, it is harder to regulate toxic or unhelpful 
behavior. It’s important to frame the classroom as a 
learning community rather than as individuals inhabiting a 
space learning a similar thing. 

• Implementing care & empathy in the classroom (both 
between teacher/student and student/student) This will 
also not only limit toxicity in the online spaces, but also 
generate more meaningful discussion when students care 
about framing their critical thoughts in a way that is 
generative of conversation rather than competing with 
others. 



• Demystifying that critical thought has to take the shape 
of 'academic language' Twitch in and of itself is not a 
traditional academic text, but that is not to say that it is 
unacademic. The conversations that can be held in the 
chat during a live stream may not look like academic 
discourse at surface level, but can be key for students’ 
critical understanding of the class-assigned texts.  

• Frame the classroom as a place to experience and 
practice rather than a place of pure theory. We as 
instructors often are asked by students ‘but how does this 
apply to real life?’, as if what exists within the class is not 
real life. We can achieve this by framing the classroom as 
one sort of context where they can experience and 
practice with understanding information so that they can 
achieve in other contexts. 

 
Six: So here is how the concepts I explained in the last side for 
the classroom relate to how Twitch already operates. In 
‘relationship to video game streamers’, UWM graduate Michael 
Blight states that  
"Within the streaming context, viewers are able to make 
contributions through viewership, contributing to online 
discussions, and interactions through social networking sites. 
Contributions of information to the community at large 
provides users with a sense of significance among peers. The 
increased relationship between individual and community 
corresponds to the connectedness that is experienced within 
the network. Fourth and finally, shared emotional connection, 
is conceptualized as the bonds of the close relationships and 
the associated rewards."  
There is already a social aspect of significance, bonds, 
relationships, contributions, and emotional connections 
embedded in the platform and how users interact with one 
another as well as the streamer.  
Seven: Blight then goes on to say, 
"Additionally, the streamers help to facilitate the experience of 
membership within the streaming platforms. Specifically, 
viewers pick their favorite streamers and use that membership 
as a way to further their identity and ideas within the 
community." 
The role of the streamer as the facilitator of experience can be 
related to the role of the instructor in the classroom, who 
facilitates experience through guiding students to key concepts 
for the particular field of study.  
Eight: There are a myriad of media theories that can be 
considered when relating Twitch to the classroom. Although 
this presentation focuses on pedagogical practice, I argue that 
we can also look at Twitch streams as a text. For example, we 



can have students reflect on their learning experience of using 
Twitch as a text through the concept of cinema of attractions. 
Students may not be drawn in by the content, but by the 
attraction of learning in a new way. The goal here is to ‘come 
for the attraction, stay for the cinema’.  
In ‘Remediation’ Bolter and Grusin state that ‘Media 
technologies constitute networks or hybrids that can be 
expressed in physical, social, aesthetic, and economic terms. 
Introducing a new media technology does not mean simply 
inventing new hardware or software, but rather fashioning (or 
refashioning) such a network.’ Here, Twitch is refashioning the 
experience of play and social interaction, which would give 
undergraduates in a myriad of disciplines a text to which to 
apply their social theoretical readings.  
Nine: Another interesting excerpt from Remediation is the 
following: Even webcams, which operate under the logic of 
immediacy can be embedded in a hypermediated web site 
where the user can select from a 'jukebox' of webcam images 
to generate her own paneled display.  
This book published over 20 years ago still speaks to the layout 
of twitch’s website. What sort of questions could we have 
students ask and answer based on this, and how can we use 
this to show how a text from the early days of the internet is 
still relevant today? 
Ten: And lastly in regards to remediation, they also speak to the 
notion of ‘immediacy’ by saying ‘The desire for immediacy leads 
digital media to borrow avidly from each other as well from 
their analog predecessors’. Twitch is a culmination of multiple 
forms of media and remediated media to address a need for 
community and immediate feedback. My students ask for 
feedback almost as soon as their papers leave their hands, so 
Twitch is another way of addressing students in an immediate 
way when we are not able to physically be present with them. 
Eleven:  I'd like to tie this all back together with relating media 
to the classroom contexts other than the game and film studies 
classroom. That’s not to say that that discussion is not useful, 
but I am merely looking to show it has value in other contexts. 
In ‘Writing for new media’, Ann Wysocki says that, ‘New media 
needs to be opened to writing … precisely because writing 
teachers focus specifically on texts and how situated people 
(learn how to) use them to make things happen’. Since media 
has had a long history of being integrated in the classroom, 
even the composition classroom, Twitch is just another step on 
the long staircase of previous academic repurposings.  
Twelve:  As a small aside, when I first presented this work in a 
seminar, I had my colleagues participate in a livechat during the 
presentation, which led to rich conversation where the 
participants made sense of my writing and brought in their own 
understanding and experiences to relate the concepts to 
outside concepts. I felt that this was a fruitful way for people to 



engage with one another and it allows people to question and 
get answers without feeling like they are ‘interrupting’ the 
lecturer. 
Thirteen: But anyway, I’d like to thank you all for spending time 
with me today and I’m open for questions after. 

 


