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You probably won’t believe in the Wikipedia unless you try it, but the process works. [1]The process works because more and
more people are taking seriously their obligations as participants to the community as a whole: not everyone does so yet; we can see
various flame wars as people with very different politics and ethics interact within the same knowledge communities. Such
disputes often foreground those conflicting assumptions, forcing people to reflect more deeplv on their choices. What was once
taken for granted must now be articulated. What emerges might be called a moral economy of information: that is, a sense of
mutual obligations and shared expectations about what constitutes good citizenship within a knowledge community.

[21We might think of fan fiction communities as the literary equivalent of the Wikipedia: around any given media property,
writers are constructing a range of different interpretations that get expressed through stories. Sharing of these stories opens up
new possibilities in the text. Here, individual contributions do not have to be neutral; participants simply have to agree to
disagree, and, indeed, many fans come to value the sheer diversity of versions of the same characters and situations. On the other
hand, mass media has tended to use its tight control over intellectual property to reign in competing interpretations, resulting in a
world where there is one official version. Such tight controls increase the coherence of the franchise and protect the producers’
economic interests, yet the culture is impoverished through such regulation. Fan fiction repairs the damage caused by an
increasingly privatized culture.
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Fans reject the idea of a definitive version produced, authorized, and regulated by some media conglomerate. Instead, fans
envision a world where all of us can participate in the creation and circulation of central cultural myths. Here, the right to
participate in the culture is assumed to be “the freedom we have allowed ourselves,” not a privilege granted by a benevolent
company, not something they are prepared to barter away for better sound files or free Web hosting. Fans also reject the studio’s
assumption that intellectual property is a “limited good,” to be tightly controlled lest it dilute its value. Instead, they embrace an
understanding of intellectual property as “shareware,” something that accrues value as it moves across different contexts, gets
retold in various ways, attracts multiple audiences, and opens itself up to a proliferation of alternative meanings.
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Hi#1) Henry Jenkins, Convergence Culture: Where Old and New Media Collide, New York University Press, 2006, pp. 255-256.
Reproduced with permission of New York University Press.
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