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Edutainment in digital culture



Edutainment

Edutainment is the content production technology (for example video and other forms)
which has educational purposes and consists of combining playful and educational forms.
The Edutainment concept has its origin in print genres such as encyclopedias, illustrated
atlases and books, but the word was coined when the concept attained multimedia form.
The first use of the word Edutainment was for educationally aimed CD-ROM games and
TV shows such as Sesame Street and The Wonderful World of Disney. Now
Edutainment becomes an industry. The educational aspect is the unifying string for all
edutainment content. We can also define Edutainment as a game – Digital Re-discovery
of Culture, is a language-game in the sense of Huizinga and Wittgenstein. The first word
– Edutainment, in broad sense is electronic publishing of cultural artifacts.



Educational project

This type of project can be identified as an educational platform, which is based on the
principle of “continuing education”. Continuing education suggests that a person
throughout his life improves his knowledge and skills. The genre feature of this type of
project is the use of massive open online courses. The functioning and structure of mass
online courses is based on the principle of free choice by the user of a course, taking into
account his interests, educational goals, as well as the level of knowledge of the user. The
main goal of this type of project is to disseminate educational technologies among users.
Educational projects also provide an opportunity to receive education remotely, through
the use of new technologies.



Enlightenment project

Educational projects are the media whose goal is to disseminating cultural knowledge
that involves dissemination in first of all humanitarian knowledge. This type of project is
characterized by the use of different creation technology.



Popular science project

Popular science projects is a type of project which purpose is to represent the scientific
knowledge to mass audience. Its goal is to translate scientific concepts into a language
that is understandable to a mass audience. In terms of genre decisions when creating
content, the basis of popular science projects is a popular science article. Such articles are
characterized by simplicity, clarity of presentation.
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