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Mastering Digital Literacy 

By Heidi Hayes Jacobs (Series Editor) 

_____________________ 

Study Guide 

This study guide is a companion to the book Mastering Digital Literacy by series editor Heidi 

Hayes Jacobs. Mastering Digital Literacy explores the many digital tools, applications, and 

technologies available to students in the 21st century. Jacobs and a team of experts offer 

practical, easy-to-implement strategies for incorporating digital literacy in school curricula and 

helping learners effectively master these new tools both, academically and personally. 

 

This guide is arranged by chapter, enabling readers to either work their way through the entire 

book or to focus on the specific topics addressed in a particular chapter. It can be used by 

individuals, small groups, or an entire team to identify key points, raise questions for 

consideration, assess conditions in a particular school or district, and suggest steps that might be 

taken to promote a healthy school culture. 

 

We thank you for your interest in this book, and we hope this guide is a useful tool in your 

efforts to create a healthy culture in your school or district. 
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Chapter 1 

Digital Masters: Becoming a Blogmaster, Annotexter, 

or Web Curator 

By Michael L. Fisher and Silvia Rosenthal Tolisano 

_____________________ 

 

1. What does it mean to be literate in the digital world? 

 

2. How can blogs be used as (1) teaching tools, (2) professional development tools, and (3) 

learning tools? What does it mean to be a blogmaster? 

 

3. What skills does blogging cultivate, and how do those skills influence students’ overall 

academic success? 

 

4. How does annotexting support the expectations of the Common Core State Standards for 

both teacher and student? 

 

5. What is curation? What opportunities does curation offer that collection does not? 

 

6. The variety and quantity of technology tools can be overwhelming, so the authors suggest 

building an action plan to integrate digital literacy into your curriculum and select the 

best tools. What guidelines should this action plan follow? 
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Chapter 2 

Six Curriculum Actions for Developing Digitally 

Literate Learners 

By Heidi Hayes Jacobs 

_____________________ 

 

1. What steps must be taken to make digital literacy teachable and learnable? 

 

2. Why must career readiness be considered when constructing a definition of digital 

literacy and plotting the steps to ensure that students become digitally literate learners? 

 

3. Identify and explain the role of each of the six curriculum actions. What curriculum 

actions has your school taken on? What areas do you need strengthen? 

 

4. What criteria should be considered when deciding whether to replace a learning tool with 

a web 2.0 tool? 

 

5. Jacobs lists applications and resources to cultivate sophistication on the part of the 

learner. Identify and explain how some of the applications and resources can be used by 

your students.  
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Chapter 3 

Notes From the Revolution: Peer-Driven Social 

Learning Communities 

By Steve Hargadon 

_____________________ 

 

1. How do social media foster learning? Does your curriculum include social media use as a 

teaching and learning tool? 

 

2. How does traditional top-down learning differ from socially constructed learning? How 

does socially constructed learning allow students to be active participants in teaching and 

learning? 

 

3. What professional development have you and your staff engaged in to fully understand 

the influence web tools can have on digital literacy? Are you using Classroom 2.0 or 

other sites to support your efforts? 

 

4. In this chapter, author Steve Hargadon outlines lessons he learned through peer-driven 

social learning communities. What lessons have you learned? 
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Chapter 4 

Gaming as a Literacy: An Invitation 

By Marie Alcock 

_____________________ 

 

1. How do games support the learning process? Do you currently practice or are you aware 

of video game use in schooling? 

 

2. Figures 4.2, 4.3, and 4.4 give examples of game-based assignments. How would you 

make the assignments applicable to your class or grade level?  

 

3. How does 3D GameLab allow educators to design games that align with their curricula? 

 

4. How can educators evaluate a video game for its usefulness in the classroom? 

 

5. Are your students designing their own games? What recommendations does the author 

make to aid the process? 

 

6. What policies do you have in place to secure your students’ safety while online? 
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Chapter 5 

The Classroom Website: A Marketplace for Learning 

By Bill Sheskey and Marie Alcock 

_____________________ 

 

1. Why is the classroom website a marketplace for learning? What information can be 

posted on the website? 

 

2. How do classroom websites benefit multiple stakeholders: teachers, students, parents, and 

administrators? What elements should a high-functioning website possess? 

 

3. Teachers have the option of using a portal instead of a traditional classroom website. 

How do classroom portals differ from websites? What elements are maintained? Which 

will be most useful to your students? 

 

4. How can teachers with quality websites flip their classrooms? 

 


