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Abstract. This paper presents a pedagogical activity with 120 students from
two higher education institutions, one in the Global South and the other in the
Global North. The objective was to incorporate decolonial thinking into analysing
IDN artifacts through cross-cultural dialogue and collaboration. To achieve this,
students were randomly divided into 20 groups comprising individuals from both
countries and were assigned to work together across different time zones and
geography. Students were prepared with an introduction to decolonial thinking
and interactive digital narratives (IDNs). For the cross-cultural analysis, students
used a methodology that merges the SPP model, the transformation aspect of
IDN user experience, and the decoding position to reflect on how the artifacts
perpetuate coloniality. Our results indicate that cross-cultural dialogue enabled
students to counter colonial norms of universalism and Eurocentrism in IDNs
through collaboration and interaction across the globe.

Keywords: Decoloniality ·Decolonial Framework · Interactive Digital Narrative
(IDN) · Cross-culturality · Cross-cultural Dialogue · Decolonial Pedagogy

1 Introduction

Media artifacts exist within cultural and societal situations. Simultaneously, the creation
process of any such artifacts, and their design is deeply rooted in and influenced by this
cultural context. During the past half century, our understanding of these mechanisms
has increased considerably through scholarly work under headings such as decolonial
and postcolonial theories, gender studies, critical race theory, and intersectionality. Con-
sequently, awareness of structural oppression in artifacts such as Interactive Digital
Narratives (IDNs) has increased considerably, and consequently, changes in the design
have occurred, for example by adding women or racialized people as playable char-
acters in some video games. Yet, these steps can only be the beginning of an ongoing
process of decolonial thinking, a critical awareness of colonial elements and their effects
which need to include both audiences and creators. Audiences need to be sensitized to
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these issues and be enabled to identify them, voice criticism, and act - for example by
protesting stereotypical depictions and by withdrawing support from works that con-
tain “coloniality,” - reproduction of hierarchies of race, gender, and geopolitics [24] and
embedded in structures, depictions, and perspectives continuing the colonial legacy of
oppression. On the other hand, creators should approach their work with a sensibility
that does not exist yet - an awareness of how ‘deep’ coloniality runs and that it is by
no means enough to simply replace visual appearances. For example, a Black character
in an IDN work can be the digital equivalent of the problematic practice of “blackface”
if it is just a white character masquerading as a black one if nothing has changed but
the appearance. Hence, in this research endeavor, we intend to bring coloniality to the
forefront to confront it, and hopefully complicate its perpetuating cycle. In this direction,
our contribution has two aspects - the development of a workshop for students in higher
education, implemented in a cross-cultural setting to enable a decolonial reflection by
students and the insights we gained from this experiment.

This paper will first discuss motivation and context before providing a theoretical
framing for decolonization and analyzing IDN works. Then, we will describe the work-
shop we conducted in the first semester of 2023 and report on its results. Finally, we will
reflect on the experiment and lay out future steps.

2 Motivation, Context, and Theoretical Framing

This paper is aligned with a growing number of studies [28, 35, 47] calling for the
decolonization of media There is no alternative to decolonization if we want to create a
global dialogue and end the practice of oppression that hinders shared solutions to global
challenges such as climate change, migration, armed conflict, and poverty. As simple as
it sounds, communication is key here, but many levels of coloniality and problematic
power structures in media representations are a considerable hindrance that needs to be
addressed urgently.

An important related concept targeting education is Critical Media Literacy (CML),
[19] offering “a critique of mainstream approaches to literacy and a political project
for democratic social change” (p.61). CML goes beyond traditional notions of media
literacy to involve a multi-perspectival critical inquiry of popular culture and the cultural
industries that address issues of class, race, gender, and power and promote the produc-
tion of alternative counter hegemonic media” [19]. This concept is key for us, because it
grounds our work in the politics of representation, avoiding apolitical notions of media
education. Besides, it feeds into our cross-cultural approach, engaging students in the
Global South and Global North, lending us a conceptual tool that facilitates a dialogue
with the decolonial framework for IDN [41].

The premise of the CML-related studies [28, 35, 47] is that the classrooms and peda-
gogy are overwhelmingly definedbywhiteness, upper/middle class, andmale bodies, and
no perspectives fromoutside this narrow scope are included in teaching. This educational
setting and content shape the understanding and expectation of media representations
and messages. To be more precise, “dominant white perspectives” in media classrooms
may be translated into “tendencies to normalize white culture, advocate colourblind ide-
ology, and promote individualistic values” evoking oftentimes a neoliberal education
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[1]. To counter this problematic situation, and to establish an anti-racist and decolonial
educational environment, Romero Walker argues that “educators must reevaluate their
personal teaching philosophies by being reflexive per their chosen classroom material
and the formed classroom rules and expectations” [35]. Our pedagogical activity is an
attempt to establish such a decolonial environment.

2.1 Decolonizing Media

In this paper, we use the term “decolonial” as opposed to “postcolonial”. Although
related, these terms emerged in different geographical/historical contexts and time peri-
ods. In addition, we want to draw attention to the distinction between decolonization
and decoloniality. While decolonization gained prominence in the 1950s, decoloniality
emerged in Latin America during the 1990s [12]. South American scholars focusing on
decoloniality address European incursions on American territories from the 15th cen-
tury onwards. They draw uponworld-systems theory and conceptual frameworks such as
the modernity/coloniality dichotomy proposed by Anibal Quijano and María Lugones
[5]. On the other hand, postcolonial approaches have their roots in South Asian and
Middle Eastern diasporic scholarship, with a focus on European colonialism and its cul-
tural impact. Considering this background, we align ourselves theoretically mostly with
decoloniality. Yet, we position ourselves more broadly with efforts for decolonizing IDN
recently emerging from South America, e.g., by the Brazilian researcher Bettocchi and
colleagues [4], but also with collaborations between South scholars and North scholars
[see 43], and with efforts by the South-Asian diaspora [see the talk 17 or 31] who both
use the term postcolonial.

Bettocchi et al. [4] have proposed a decolonial pedagogy to teach students in Brazil
to counter-hegemonic narratives, particularly in game design. The authors involved 10
game design students and introduced them to ludo narrative and decolonial concepts to
identify problematic colonial aspects within games. In their study, they identified how
Eurocentric perspectives shape narrative structures and visual representations in many
popular games (1. Minecraft and the metaphor of colonization; 2. The Hero Journey and
the archetypal point of view by Carl Jung; 3. Messianism and Dualism cosmology; 4.
The Fibonacci Number, the Vitruvian Man, and the Golden Ratio).

The most interesting result from Bettocchi et al.’s work [4] is that students were
asked to offer an alternative for those Eurocentric perspectives, challenging students to
decolonize their minds, which is the first step towards decolonization [44] for those who
were colonized. Those who resisted colonial practices such as enslavement, practice
counter-colonization, as proposed by the Brazilian author Antonio Bispo (2015) when
talking about quilombolas (enslaved Africans who resisted and escaped enslavement).

To counter the Eurocentric paradigm of colonization, Bettocchi and her students
[4] proposed “Terra Nova” as an alternative, a fantasy setting where the colonizer was
defeated by the colonized. As a contraposition to the Eurocentric paradigm of the Hero’s
Journey, they developed the Incorporeal Cardgame, a cooperative card game where
characters must develop their relationships with other characters. As an alternative to
the Messianic perspective of Good vs Evil for plots, they explored “Living Colors:
what ship is This?” a point-and-click game composed of 16 mini-games that allow the
exploration of different points of view in a plot that deals with conspiracy. Characters are
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created with basis on their deities of West Africa and religions of the African diaspora
as an alternative to the Judeo-Christian model.

Despite the call for decolonizing IDN being recent [4, 43], other IDN-related fields
such as media studies had related discussions at least since the 1980s [10, 25, 26]. In
Latin America, liberation processes started in the 1960’s with the works of the Brazilian
pedagogue Paulo Freire [40], or the Argentinian-Mexican philosopher Enrique Dussel
[8]. More recently, in media and communication studies, Moyo [28] has advocated for
a decolonial pedagogy that “foregrounds race, culture, and colonial difference without
ignoring class where and when class matters”.

Considering decolonization as “a process and context” [12], we need to acknowledge
some factors in the literature that informed the design of our study. First, we agree that
there is an unequal intellectual dominance of USA and European academics that need to
be challenged, understanding that the ideas and theories originating from these regions
do not necessarily reflect or apply to the current debates and issues in the Global South.
Therefore, there is a pressing need for an epistemic shift to incorporate a greater diversity
of academic perspectives, which also applies to the IDN field [43]. Second, we draw
upon Wasserman [46], who presents three major approaches to media studies: about,
from, and with a region. The approach of researching “about” a region questions the
tendency to treat Africa, for instance, as “just another” case study based on inherently
biased Northern theory models, resulting in unethical and coloniality practices such as
ethics dumping [28] or helicopter research [32]. The approach of researching “from” a
region engages with diverse and inclusive scholarship. However, Global South may not
offer innovative perspectives as well, as the author points out. Wasserman proposes that
the most effective approach lies in researching “with” a region. We adapt Wasserman’s
[46] approach by decolonizing IDNs primarily from the Global South to challenge and
disrupt power relations between South and North and then, with the Global North, as
the title of this paper suggests.

Finally, our work has been also influenced by Moyo’s proposition of a planetary
curriculum, as a product of cross-cultural dialogue between knowledge archives, an
epistemic dialogue. By drawing on Parek [33], Moyo emphasizes how important it is
to counter our tendency to universalize our respective cultural values through dialogue.
This is exactly what we tried to do in this study, by fostering connections, friendships,
and collegiality between students from different sides of the globe.

2.2 Analyzing IDNs - SPP Model and Decolonial Thinking

As a basis for the analysis, the students were introduced to the SPP model [Koenitz
2023]. This framework is inspired by cybernetics and system theory and takes IDN
works as consisting of system (the digital artifact), process (the interactive experience
of the work by the audience), and product (the result as in recorded form - objective
product - or as retellings [9] - subjective products). The audience assumes the role of
“interactor” reflecting and acting at the same time in a double hermeneutic circle which
becomes a triple hermeneutic circle during replay with the added reflection of previous
playthroughs. SPP framework is built on earlier insights about the specificity of the
digital medium by Brenda Laurel [23] as well as Janet Murray’s fundamental insight
about the medium’s affordances (procedural, participatory, encyclopedic, spatial), and
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experiential qualities of immersion, agency, transformation [31] and the meta quality of
the kaleidoscopic.

The SPP framework has three important advantages for our project. First, it is free
of obvious legacy narrative perspectives (e.g. particular narrative structures). Second,
it facilitates the granular separation and analysis of the different elements of an IDN,
meaning that for example, particular computational rule systems can be analyzed for
coloniality separately from narrative structures. Third, this framework enables an anal-
ysis of the audience’s influence on the experience (as interactors) and the output in its
tripartite separation of artifact, experience, and output. The framework allows the use of
decolonial thinking in the analysis on several levels - in the construction of the artifact,
its experience by interactors bringing in their respective cultural background and result-
ing objective/subjective products. On all these levels, hegemonic and oppressive aspects
can be detected and analyzed, for example, visual representations, societal rule systems,
and narrative structures in the protostory (the content of the system), but also aspects
of the experience (e.g., subversive, and transgressive approaches countering oppressive
aspects during the experience).

The quality of transformation is particularly relevant to our project. It has a dual
meaning as it refers to changes in the IDN work which is transformed by the actions
of the interactor, but also refers to changes in the interactor due to their experience. In
that sense, IDN works can be deeply transformative for interactors and can change who
we are [31]. In 2016, Roth and Koenitz [37] mapped Murray’s initial three qualities of
immersion, agency, and transformation to Roth’s evaluation toolbox [36]. Enjoyment
as the simple aspect, positive and negative affect (the overall feeling in the interactor
created by the experience, either sad or happy which also lingers after the experience
ends), and eudaimonic appreciation (a deep emotional and aesthetic appreciation of an
IDN tied to personal experience). Based on Schoenau Fog [40], we can explicitly add
the continuation desire to the transformation category [34].

In the past years, the concept of “transformative games” or “transformative play”,
defined byRusch as “games that contribute to ameaningful life” [38] has gained attention
from the academic community [3, 42], acknowledging the potential interactive narratives
to have a deep impact on their interactors, after the interactive experience is over.

To further improve the understanding of the experience of IDNworks, it is illustrative
to consider basic tenets from communication and cultural studies, such as positionality
and the encoding/decoding of power structures [14]. Interactive media complicates the
status of both creators as system builders [22] and audiences as interactors and thus the
linear relationships between sender and receptor as well as their status are changed. Yet,
the questions of positionality and of power structures embedded into a work, and sub-
sequently processed and reflected by audiences, remain. In mainstream non-interactive
media, artifacts often embed hegemonic and oppressive structures. In principle, IDNs
are no exception in this regard.

Interactors, therefore, can fully accept embedded hegemonic structures; they can
negotiate with it, accept/reject some of their elements; or have a completely opposi-
tional posture toward it. Understanding their own social position can help interactors
understand where they stand when confronted with oppressive structures. Once we are
aware of our own position (in society, versus the IDN work) we can also be aware of



Decolonizing IDN Pedagogy From and with Global South: A Cross-Cultural Case Study 143

how we embed structures into our own communication. The transformational aspect
of experience complicates the process in contrast to non-interactive reception but does
not invalidate the overarching question of power structures and positionality. Insights
into these aspects are an important step toward a developed IDN literacy and crucial in
improving the creation of IDN works.

Tomake this theoretical framework practical, the students were given an introduction
to the framework and were provided with a five-step analysis approach and examples
detailed in Koenitz’s book [20]:

Step 1. Identify the material.
Step 2. Categorize the material.
Step 3. Identify Narrative Design.
Step 4. Add Developer Information.
Step 5. Apply System, Process, and Product Progression.

The students were then asked to put their insights into slides and present these during
a seminar.

3 Working Together Across the Globe - A Cross-Cultural
Workshop

To integrate decolonial thinking in analyzing interactive digital narrative in a higher edu-
cation setting, the study employed a cross-cultural activity approach, bringing together
Global South and Global North BA students in a week-long workshop to analyze inter-
active digital narrative artifacts. Participants engaged in an introductory session where
the educators (and authors of this contribution) presented the activity. The assignment
for the students was to work together in groups that contained students from both insti-
tutions. Their assignment was to work together in analyzing an IDN artifact, to prepare
a slide deck and present it during a final seminar at the end of the workshop.

To assess the perception of young audiences on how coloniality exists in IDNs and
the impact of this activity on their way of analyzing interactive artifacts, we designed
a dual-set survey to capture data both before and after the activity. An entry survey
assessed initial perceptions, while a post-survey gathered feedback on the collaborative
experience, decolonial media literacy growth, and cultural awareness.

3.1 Setup

120 students joined the workshop:

Global South (GS). 40 students enrolled in the second semester of the Communication
and Journalism BA-level program at Universidad del Norte in Barranquilla, Colombia.
The activity was developed in their “Communication Theory II” class.

Global North (GN). 80 students, enrolled in the second year of a Digital Media Design
BA-level program at Södertörn University in Stockholm, Sweden. The activity was
framed within their “Media Design Research” class.
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Students were organized into 20 groups of six participants each: two from GS Uni-
versity and four from GN University. Students were assigned randomly to the 20 groups
in Discord and were given the freedom to choose any other collaboration tool to work
together, schedule their own meetings, and agree on the best workflow for all the mem-
bers of the team. The activity was carried out in English. Between the introductory class
and the final seminar, participants had three days to interact with the artifact, meet, dis-
cuss, and prepare a 5-slide presentation. Figure 1 shows an overview of the methodology
of the workshop.

Fig. 1. Methodology overview of the workshop.

The goals and learning outcomes of the workshop were shared with the students
during the introductory seminar:

• To analyze an interactive digital narrative from a decolonial point of view.
• To reflect on the media we consume and how they perpetuate or not oppressive

structures.
• To cross borders in academia from a learning, teaching, and research perspective.
• To work together with students from another continent to create a shared experience.

Learning outcomes:

• Applying research methods.
• Recognizing oppressive structures in media artifacts.
• Comprehend our positionality.

3.2 Selected IDNs

Weselected five IDNworks for the students to analyze, considering the following factors:
1. Accessibility: all artifacts needed to be free or easily accessible through the web
browser 2. Language: all artifacts needed to be (at least) available in English and 3
variety of form: the selected works include interactive documentaries, an interactive
movie, a game, and a gamified training simulation. The selection also took the topic
of power structures into account: while three of them address social issues, the other
two propose altered hero’s journeys, a narrative structure that has been criticized for
perpetuating stereotypes [15]. Table 1 shows a breakdown of the selected IDNs, and the
criteria applied for their selection.
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Table 1. Breakdown of the selected IDNs criteria

Title Produced by Criteria

How to create a financial crisis Created by Charles Trahan,
Léon Courville, and Folklore
(Canada, 2017)

The project was selected
because of its topic, and the
ironic way in which the
information is presented

Bandersnatch Produced by Netflix
(USA, 2018)

This project introduced IDNs
to the large audience of the
Netflix streaming service. It
presents a
choose-your-own-adventure
structure in the form of an
interactive film, with a male
character as protagonist

Save the date Produced by Paper Dino This project provides a
satirical perspective of the
hero’s journey, a male hero in
general and the expectation of
winning a game

Mission Zhobia Developed by
&RANJ. (Netherlands, 2020)

This serious game is billed as
a training simulation for a
Global North aid worker to be
sent to an African country

Last Hijack Interactive Mirka Duijn (Interactive
director) using material from
Femke Wolting - Tommy
Pallotta’s Last
Hijack. (Netherlands, 2014)

This work’s narrative is driven
by the complex social issues
of a Global South country and
their violent encounter with
the Global North. It presents
different perspective,
including the pirate’s and a
hijacked captain

3.3 Analyzing IDNs From a Decolonial Standpoint

The analysis of the selected artifacts was developed in five moments: (1) Creation of
the mixed workgroups and assignment; (2) Choosing the angle; (3) IDN analysis using
SPP, and (4) Transformation aspect; and (5) Design Improvements.

Creation of Mixed Workgroups and Assignments. The mixed groups were set up
on Discord and worked together to create a 5-slide presentation using the following
structure: 1. Insights from Global South students; 2. Insights by Global North students;
3. 4. What did you learn in your discussion regarding the transformational aspect; and
5. What does the whole group think needs to be changed or improved in the IDN?
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Choose an Analysis Perspective. Students could choose one of the following per-
spectives from which to analyze the artifact: (1) narrative content (NC), (2) aes-
thetic/mechanics (A/M), or (3) social context (SC). For each one of these perspectives,
students were provided with guiding questions as shown in Table 2. But were free to
develop their own questions.

Table 2. Analysis perspectives’ guiding questions

Narrative Content (NC) • Identify who are the characters, their socioeconomic status, gender,
and stereotypes

• Identify the narrative structure (how the story unfolds, what
triggers the narrative, what are the narrative vectors?)

• How do characters interact with each other?
• Where does the story take place (location, period, cultural context,
societal rules)?

Social
Context (SC)

• Who are the story’s creators, and how does that affect the narrative?
• Is it a fictional or a real story?
• To whom is the story told?
• Can this IDN have an effect in real life?

Aesthetics/
Mechanics (A/M)

• How do I interact with the narrative?
• How do my interactions affect the story?
• How do the visuals, colors, text, and sounds affect the story?

Analyze the IDN Using the SPP Model. Students analyzed the artifact before and
during the interaction and used the SPP model to isolate specific aspects with the aim
of focusing on how colonial oppressive structures are embedded in that specific aspect
of the artifact. The students were asked to reflect on their own position and approach in
the experience of the artifact.

Transformation. Students were asked to identify their reception position and the trans-
formational aspects. They reflected on whether they found themselves in a dominant,
negotiation, or oppositional position. They should also reflect on whether the IDN
affected them in a positive or negative way, and whether they found it enjoyable.

Design Improvements. Finally, the student groups discussed what could be improved
in each IDN from a decolonial point of view, and how these insights can inform the
design.

3.4 Surveys

Taking a step back from our theoretical framing, we want to understand to what extent
the aspects we aim to address with our decolonization approach resonate with audiences
outside the circle of academic researchers. To achieve this, we designed two surveys: one
to establish a baseline prior to our activity, and the other to evaluate potential changes
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after the workshop. The surveys were anonymous and developed and distributed via
Google Forms. Participants were asked to create a unique identifier for both surveys to
contrast the before and after of the cross-cultural activity.

In the baseline survey, we asked questions such as:Wherewere you born, wherewere
your parents born? Did you grow up in the place where you were born? Where do you
currently study? Do you self-identify as a member of a historically marginalized group?
What is your gender identity? In what languages are the media artifacts you consume
on a regular basis originally produced? Which kind of digital media artifacts do you use
regularly? What kind of devices do you use regularly? Furthermore, we asked questions
related to media representation using five-point Likert scales, such as: ‘How well do
the depictions/representation in the digital media artifacts you use match your own
experiences?’; ‘Are the characters, habits, and societal structures in digitalmedia artifacts
similar to your own environment?’ and ‘If you feel that there is a misrepresentation of
your environment in digital media artifacts, where do you perceive it? Be aware the
misrepresentation can be both positive and negative (e.g., a nation presented in too
positive light is also a misrepresentation).’

The post-survey considered aspects related to themedia (mis)representation; decolo-
nial thinking; the assigned IDN artifact appreciation; and their thoughts on the work-
shop. For the scope of this paper, we are presenting the profiles of the students and
the results from the Media (mis)Representation section to analyze whether their per-
spectives evolved after the workshop. The questions of the Media (mis)Representation
section were the same in the pre- and post-survey.

4 Results

4.1 Students’ IDN Analysis

The cross-culturalworkshop allowed the researchers to explore how students fromdiffer-
ent cultural backgrounds understand and interpret IDNs. In this section, we will analyze
relevant insights from the presentations developed by the workgroups. The artifacts were
randomly assigned to the groups. Table 3 shows the breakdown of the perspectives that
the WGs chose.

Table 3. Breakdown of analysis perspectives (Narrative Content, Societal Context, Aesthet-
ics/Mechanics) per workgroup

Save the Date
(StD)

Bandersnatch
(B)

Financial
Crisis (FC)

Mission
Zhobia (MZ)

Last Hijack
(LH)

Total

NC 4 1 2 1 0 8

SC 0 2 1 3 2 8

A/M 1 1 1 0 1 4

Table 4 shows the main reflections of the WGs for each IDN, according to the topics
given by the instructors. For each category, we summarized the most relevant comments
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made by the WGs who chose the same perspective. The analysis from their slides and
the presentations during the final seminar were considered. For this analysis, we video-
recorded the presentations on Zoom. Although it is worth noticing that the GS reflections
were undertaken by only half as many students as the GN perspectives, we believe that
it does not affect the depth of the analysis.

4.2 Initial Results of the Pre- and Post-Survey

The surveys provided quantitative data on the students’ social identities, digital media
usage, and perceptions of coloniality in IDN work and the impact of the activity on their
decolonial media literacy.

Social Positions. 71 BA-level students responded to our initial survey, 47 from GN
aged between 19 and 22, and 26 from GS, aged between 17 and 19. 80,30% (n = 57)
were raised in the place they were born, while 19, 7% were not (n = 14). When asked
if they self-identified as a member of a historically marginalized group, 71,8% (n= 51)
responded negatively, while 28,2% said yes (n = 20). As for the latter, the LGBTQA
+ group is the most represented minority community in our sample, considering that 8
out of 20 (33,3%) self-identified as part of such a group, while 3 identified as a person
of African descent, 2 as a person of Asian descent, and one as Middle Eastern. Some of
those social identities overlap Afro-descendant+ LGBT or migrant+Afro-descendant.
As for gender identity, one person self-identified as non-binary, 43 as females, and 29
as males.

Language ofMedia Artifacts. Language is an important aspect of coloniality in media
consumption. We asked the students in what languages the media artifacts are produced
they consume on a regular basis. As a result, not surprisingly we found that the five most
represented languages and their variations are:

– 95,8% of students said American English (n = 68)
– 69% said British English (n = 49)
– 38% said Spanish from Latin America (n = 27),
– 25,4% said Spanish from Spain (n = 18)
– 62% said Swedish (n = 44)

Besides those, Japanese appeared four times, Russian, and French appeared three
times (4,2%) Mandarin Chinese and German appeared twice (2,8%), and several
other languages appeared only once (Arabic, Brazilian Portuguese, Japanese, Thai,
Norwegian, Syrian, Italian, Serbian).

Digital Media Use. Regarding the type of digital media artifacts, the students use
regularly, most of our respondents are heavy social media users, considering that 98,6%
(n = 70) said that this is the medium they mostly use. 64, 8% of them also consume
online news either on desktop or mobile devices (n = 46), while 46,5% play video
games (on computers or consoles) and 45, 1% (n = 32) play casual games (on mobile
phones). What it is interesting to highlight here is that emerging media formats such as
VR/AR/XR are used only by 4,2% of our respondents (n= 3), interactive documentaries
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are used by 7% (n = 5), while eBooks are more often consumed, as 33,8% marked that
option in the survey (n = 24). Hypertext fiction is a format only four students (5,6%)
have engaged with.

Device Use. The most used device among our respondents is the smartphone (100%),
while the laptop is the second one (88, 7%), desktop computer the third (35, 2%), the
fourth video game consoles (22,5%), the fifth computer tablets (16, 9%) followed by
mobile game consoles (14, 1%). As for emerging media devices such as VR headsets,
only one respondent reported regular usage.

4.3 Pre- and Post-Survey on Media Representation

Figures 2, 3, and 4 illustrate changes in students’ conceptions after the workshop, dis-
playing both pre- and post-survey results on identical questions. It focuses on three
questions related to how media portray or distort their environments and experiences, as
well as the elements through which these representations can be uncovered.

Fig. 2. How well do the depictions/representation in the digital media, you consume match your
own experiences? (On the Likert scale 5 is “very alike” and 1 is “very different”)

In general, we can see how the students became more critical of the media artifacts
they consume. The responses from the pre- and post-survey in questions 1 and 2 show
a significant change in recognizing colonial elements portrayed in the media and how
media artifacts can portray environments that are distant from students’ real environ-
ments and experiences. Question 3 shows another change of perspective in identifying
colonial elements in the media artifacts. There is a significant increase in recognizing
the misrepresentation of societal structures followed by how characters are built and
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Fig. 3. The characters, habits, societal structures in the digital media that you consume are similar
to your own environment? (On the Likert scale 5 is “very much” so and 1 is “not at all”)

Fig. 4. If you feel that there is a misrepresentation of your environment in interactive narratives,
where do you perceive it? Be aware that the misrepresentation can be both positive and negative
(e.g., a nation presented in a too positive light is also a misrepresentation)

portrayed. Awareness of misrepresentation of narrative and environment also show an
increase, although minor, both aspects are considered relevant in perpetuating colonial-
ity. Misrepresentation of visual representation has decreased in significance. We take
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this as evidence that the students’ increased understanding led them to detect misrep-
resentation beyond the visual surface e.g., in oppressive narrative structures which are
embedded in IDN works.

5 Discussion

Our experimental workshop aimed to incorporate a decolonial framework into the prac-
tice of teaching IDN. We achieved this by facilitating collaboration between a GS and a
GN institution, with the aim of creating a cross-cultural dialogue between the respective
students, encouraging collaboration across the two nations. This approach aligns with
Last Moyo’s concept of a “planetary curriculum” [28] providing students with opportu-
nities to engage with different knowledge sources and cultural perspectives, even across
different time zones.

In general, we found that the respondents feel misrepresented in media, especially
in terms of characters, and that they are aligned with Generation Z media consumption
habits and the centrality of social media [48]. In addition, the main takeaway is the value
of the cross-cultural dialogue that was fostered among the students. This dialogue is an
important element of a decolonial pedagogy [28] and highlights the potential benefits
of this cross-cultural dynamic, by enabling students to get out of their comfort zone and
negotiate with the differences to achieve a common goal: their assignment. Here, the
difference may be translated into struggles with finding a common schedule to work
together despite a time difference of seven hours, to share and debate different views
regarding the IDNs they chose, and cultural differences.

It is important to offer a reflection on the fact that this dialogue took place in the
English language. This is a particularly problematic aspect since the language in the
media reflects coloniality, with English remaining dominant in terms of media con-
sumption among the students. It is deeply ironic that English, one of the main languages
of colonialism in the past, has become the facilitator of cross-cultural dialogue in the 21st
century. The cross-cultural dialogue resulted in a positive experience for GS students,
who reported increased confidence in exchanging knowledge and proving their English
proficiency with GN students. This outcome highlights a deeply ingrained colonial trait
within GS culture, driven by the perception that everything in the GN is superior. Addi-
tionally, the students’ spontaneous use of memes revealed another form of language that
transcends cultural boundaries and encompasses shared global cultural references.

Another notable result is the set of students’ suggestions for decolonizing IDN.
One proposal is to incorporate a wider range of actors, art, and music into IDNs.
Moreover, students stressed the importance of including artists, writers, and consul-
tants from diverse cultural backgrounds, who possess direct experiences with colo-
nialism/coloniality. Ensuring authentic representation is paramount, and this involves
avoiding cultural appropriation and depicting characters from diverse backgrounds with
respect and fairness. It is crucial to steer clear of stereotypical and exotic portray-
als when representing non-Western cultures and characters (the most misrepresented
aspects, according to the pre-survey results).

Beyond these highlighted results, below we also summarize some key insights based
on the analysis elaborated by the students and presented in Table 4a:
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• GS students arrived at the activitywith a higher level of knowledge and sensibilization
towards decolonial thinking. This might be explained by the nature of their careers
and specifically, the course in which this activity took place that focuses on Critical
Theory, Cultural Studies, and Decolonial Thinking.

• As Colombians, a country that has lived through a very complex internal war for
decades, GS students found similarities between the depicted countries and their own,
particularly regarding armed conflict, peace, and violence. Even though they do not
share the same ethnicity with Africans, the Colombian participants in the study share
a history of colonization, and as a result, coloniality with African countries. They
criticized the portrayal of these aspects and noted a lack of depth in representing
local citizens in Mission Zhobia and The Last Hijack. In the same way, they can
recognize harmful stereotypes about Colombia, they perceived that these artifacts
were reinforcing stereotypes about Africa.

• GSstudents demonstrated familiaritywith the ‘white savior’ trope.Despite discussing
this topic in class, they already had prior knowledge of the concept and were adept
at identifying it in movies and video games.

• GN students displayed greater interest and expertise in media-related aspects, includ-
ing interactive mechanics, bugs, usability, and narrative structure. Their proficiency
in these areas can be attributed to their BA program in Interactive Media Design.

• Irony and satire proved to be challenging for both groups. Their mostly negative
assessments of How to Create a Financial Crisis and Save the Date were based on a
surface-level understanding that overlooked the satirical and ironic stances of these
works.

• The messaging app Discord proved to be very efficient for exchanging written text
andmeeting in voice channels. Some groups chose ZOOM for their meetings. Google
Slides andCanvawere themost used apps for asynchronous collaboration. The shared
knowledge of these tools by GS and GN students shows the availability of these
platforms for this type of intercultural exercise.

• The environmentwas friendly and engaged. Students sharedknowledge from the areas
they felt most confident in and exchanged personal preferences (i.e., their favorite
football team), or their personal social media accounts.

The data we collected through pre- and post-surveys permitted us to grasp that
most of the students are native to their country and that the most represented minority
community in our group of participants is LGBTQA+. The surveys provided interesting
insights into the conceptions ofmedia representation before and after the activity (Figs. 2,
3, and 4). In the first question, which assessed the alignment between digital media
depictions and their own experiences, there was a noticeable decrease in the number
of responses indicating a high level of agreement. Similarly, in the questions about the
similarity between characters, habits, and societal structures in digitalmedia artifacts and
their environment, there was a shift towards lower agreement ratings in the post-survey.
These changes in perception, whether perceivingmedia representations as similar or not,
indicate that students developed a new or improved understanding of how coloniality
is embedded in media artifacts. Regarding the specific elements where coloniality is
detected in media artifacts, interesting shifts occurred: characters, narrative, societal



Decolonizing IDN Pedagogy From and with Global South: A Cross-Cultural Case Study 155

structures, and environment gained more significance, while the importance of visual
representation decreased.

6 Conclusions and Future Work

This paper presents a collaborative pedagogical endeavor involving two higher educa-
tion institutions, courses, and student cohorts situated in diverse cultural geographies
and time zones. It serves as an initial step in introducing decolonial thinking into IDN
pedagogy, aiming to analyze the coloniality embedded within IDNs, as documented by
[41]. Results show a successful cross-cultural dialogue and collaboration between GS
and GN students, fostering the ability to negotiate differences and work towards a com-
mon goal. The overall activity proved to be a good strategy to raise awareness about how
colonialism and coloniality permeate media artifacts, including IDNs.

After the activity, students were able to recognize elements related to the narrative,
the social context, as well as the aesthetics and mechanics which embed harmful stereo-
types and oppressive preconceptions. They were more critical of the representation gap
between what the media shows and their own reality. Students also provided valuable
suggestions for decolonizing IDN drawing attention to how the characters, narrative,
and societal structures are portrayed in the media.

We are encouraged by these results and invite colleagues to join in the decoloniza-
tion effort. Our own further work includes (1) a deeper analysis of the qualitative and
quantitative data collected during the experiment and both surveys; (2) an improved
methodology for future cross-cultural activities with an increased time span, as students
felt that one week was very little time; (3) make the insights gained from this experience
productive for the design of IDNs; and (4) to build bridges between IDN scholarship and
Communication theories, with a focus on schools of thoughts from the Global South.

7 Positionality of the Authors

Positionality refers to an individual’s worldview and the stance they take regarding a
research task and its social and political context [16]. We recognize our positionality and
the impossibility of complete objectivity in research. Our unique backgrounds provide
us with a specific perspective through which we perceive the world. Therefore, this
paper is a result of the first two authors’ personal struggles and experiences stemming
from the underrepresentation of their identities. Both first authors were born and raised
in former colonized territories, are racialized early-career females, speak languages
inherited from the colonizers, who developed their graduate studies as migrants in the
Global North, and as such, belong to an often-marginalized minority in academia and
society. While some may view the discussion of decolonial theories as a passing trend,
for the first two authors, it is an essential pursuit rooted in the need to challenge power
imbalances, historical and structural inequalities, and strive for visibility of historically
marginalized groups in the world, and more specifically in academia in the related fields
of digitalmedia, IDN, and computing.Thismarginalization is exemplifiedby the authors’
passports. European passports facilitate easy travel mobility and even the acquisition of a
second citizenship [11]. Conversely, passports from countries in theGlobal South restrict
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individuals’ freedom to travel globally. Academics from the Global South often face
obstacles in attending international conferences due to visa restrictions, non-affordable
registration fees, and the predominant location of such conferences in the Global North.

The third author is a privileged white male mid-career scholar who grew up and
studied in the Global North. His awareness of marginalization started with his father,
who was turned into a refugee by war and had to start his adult life from scratch in a
foreign environment and as a dishwasher. The third author is a first-generation college
graduate, he experienced age discrimination and topic-related marginalization and had
to leave his home country to pursue a PhD. He is aware that these experiences do not
compare towhatmanyGlobal South citizens and his co-authors have experienced, yet his
own trajectory has changed his awareness of oppression. An expat in his fourth country
for professional reasons, he has had many experiences as a “foreigner” and understands
himself as an ally to marginalized groups, he attempts to use his position to improve
equality, foster dialogue and collaboration between Global North and Global South with
decolonialization as an important vehicle.
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