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Abstract 

“Creepypasta” is a form of microfiction popularized by Internet forums, like r/Nosleep on 

Reddit. The term is a variation of “copypasta,” web content that can easily be copy/pasted 

elsewhere to reach a wider audience. Creepypasta is its creepy counterpart. Because participatory 

culture, as defined by Henry Jenkins, et al. (2009), encourages consumers to move beyond that 

role and become producers, or what García-Galera and Valdivia refer to as the “prosumer,” 

creepypasta readers are often encouraged to move beyond simply being the audience for a piece 

of creepypasta into the role of creator alongside the original author, as they move the stories, add 

to them, and provide feedback to the writers through comments. Students are encouraged and 

often expected to critically interact with everyday texts, like those they encounter on the Internet, 

but are sometimes provided only canonical texts to interact with as part of the curriculum. The 

flexibility of the roles created by creepypasta can then be utilized to close the gap between 

consumers and producers, allowing students a deeper understanding of audience awareness. The 

potential exists for curriculum to foster producers, consumers, and prosumers who are truly 

aware of their effect on others, and this case study examines creepypasta’s effects on closing the 

gap between texts used and skills required and the gap between producer and audience awareness 

in two first-year writing courses. 
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Creepypasta in the Classroom: 

“Prosumers” and Audience in First-Year Writing 

 In their daily lives, students can expect to interact with multiple digital texts outside of 

the classroom. While many argue that students should receive explicit instruction in interacting 

with digital texts (Yancey et al, 2004; NCTE, 2005), some instructors are still hesitant to utilize 

such texts in their classroom. Likely, this is due to instructors unfamiliarity with certain 

technology (Yancey et al, 2004) or to the lack of sample materials showing instructors how to do 

this kind of work in their classrooms or showing how that kind of work has gone in other 

classrooms (Kist as cited in NCTE, 2005). If instructors are to complete this work in their 

classrooms, they need examples of how students in other classes have reacted to the 

incorporation of digital texts and how those texts can be used to teach specific skills. Therefore, 

this case study provides an example of how using an unexpected webtext helped students to 

better understand audience awareness through sharing a participatory culture whose users were 

“prosumers” with them.  

Literature Review 

Prosumers, Multimodality, and Audience 

 As part of the CCCC Committee on Teaching, Learning, and Assessing Writing in 

Digital Environments, Yancey, Lunsford, McDonald, Moran, Neal, Pryor, Roen, and Selfe 

(2004) argued that all writing exists for people to share ideas with other people. Because of this 

social writing idea, they believed teachers have the responsibility to instruct students in the 

multifaceted arena of digital and online writing, paying close attention to students’ understanding 

of the affordances of these media and to how these media would affect their audiences (2004). 

Further, NCTE (2005) contended that digital writing and reading environments are “taken for 
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granted” by younger students who then need direct instruction to critically interact with those 

environments.  

 NCTE argues that because digital environments lend themselves much easier to 

multimodal composition, students need instructors who regularly incorporate digital media in the 

classroom and focus on the immediacy offered by digital media (2005). Students, as audiences 

and as writers, can now immediately provide or receive feedback and, according to NCTE, 

should be made aware of just how that immediacy affects their overall composing process and 

their critical reading process (2005). Just as Yancey et al (2004) argued students should be given 

the tools to reflect on their experiences, NCTE (2005) maintained students need instructor 

guidance in reflecting on their role in these digital environments. If students are to interact with 

multimodal genres in a digital environment, they need instructors who show them how to be 

critical thinkers who both create and interact with digital media. NCTE explicitly called for these 

skills to be taught in classrooms. 

 As students are taught these skills, they will likely encounter what is called a 

participatory culture online. A participatory culture is one in which all members of a group feel 

comfortable creating works for a specific audience of which they are also a part (Jenkins et al., 

2009). This idea is further clarified via García-Galera and Valdivia (2014) when they argue that 

prosumers, as part of a participatory culture, are responsible for “composing, 

sharing/participating, and distributing” new creations distributed via the web (p. 10). García-

Galera and Valdivia (2014) argued that 21st century students encounter most of their information 

via the web (p. 13). 

 Although the Yancey et al (2004) and NCTE (2005) statements are over or nearly ten 

years old and find that students need explicit instruction in interacting with webtexts along with 
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García-Galera and Valdivia (2014) and Jenkins et al. (2009), specific case studies of instructors 

utilizing these kinds of texts are still needed. We need further information regarding how 

students interact with digital texts once they have received this explicit instruction and how that 

affects their overall composition process. For this purpose, creepypasta was utilized in two first-

year writing courses to show students what a participatory culture looks like and how their 

writing and their interactions with others’ writing is affected by its place within digital media.   

What is Creepypasta?  

 Because participatory culture, as defined by Henry Jenkins, et al. (2009), encourages 

consumers to move beyond that consumer-sharer role and become producers, creepypasta 

readers are often encouraged to move beyond simply being the audience for a piece of 

creepypasta into the role of creator alongside the original author, as they move the stories, add to 

them, and provide feedback to the writers through comments making it both a surprising but 

helpful tool in a classroom where digital media skills are taught. “Creepypasta” is a form of 

microfiction popularized by internet forums, like r/Nosleep on Reddit. The term is a variation of 

“copypasta;” copypasta is web content that can easily be copy/pasted elsewhere to reach a wider 

audience, and creepypasta is its creepy counterpart. These stories, as can be assumed from their 

name, are generally scary stories shared widely through copying and pasting to different websites 

and forums.  

Slender Man 

 One of the more widely known creepypasta creatures is Slender Man, a very tall creature 

with no face who usually wears a business suit and sometimes has tentacles coming from his 

back. During the summer of 2014, two 12-year-old girls planned and carried out an attack on 

another 12-year-old during what was supposed to be a sleepover (Broderick, 2014). According to 
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Broderick (2014), “one of the girls told detectives they were trying to become ‘proxies’ of 

Slender Man, a monster they claimed could speak to them telepathically. Police say the girls, 

following the attack, were planning on hiding in a nearby abandoned house where they believed 

Slender Man lived.” Due to the participatory nature and urban legend-like tone of stories like 

those involving Slender Man and the forums that house these stories, many readers may find 

difficulty understanding their position within the audience for those pieces and disconnecting 

such stories from their offline world. In light of these recent events, now seems an appropriate 

time to address the implications of web texts such as creepypasta and how they can affect their 

readers. Incorporating texts like creepypasta into a curriculum which allows students the 

opportunity to think critically about the media they contend with both in and outside of a 

classroom, specifically addressing creepypasta as a tool for teaching audience awareness, will 

create media consumers/producers who are more fully aware of the impact others’ creations can 

have on them and that their creations can have on others. 

Creepypasta as Remediated Urban Legends 

 Despite the seeming novelty of these creepypasta and other online products, Carr (2010) 

contended “The way the Web has progressed as a medium replays… the entire history of modern 

media” (83). Regardless of having a brand new medium in the Internet, content producers and 

consumers still complete the same literate activities that were completed without the Internet. 

Online activity has not truly produced new consumption and production methods, just a different 

medium through which to complete those activities. This “remediation” is explained by Bolter 

and Grusin (2000): “The Web today is eclectic and inclusive and continues to borrow from and 

remediate almost any visual and verbal medium we can name…. What remains the same is the 

promise of immediacy through the flexibility and liveness of the Web’s networked 
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communication” (p. 197). Creepypasta, then, is a remediation of urban legends. Many of the 

creatures found within creepypasta are based upon creatures that already exist within folklore 

and urban legends, making it easy for those who believe in the monsters from the myths to 

believe in the monsters from creepypasta, creating an audience who fully buys into the tales 

without questioning their authenticity or viewing them as simple campfire tales. 

The Novelty of Creepypasta and Prosumers 

 While Carr (2010) argued against the idea that new media productions are actually novel 

and placed them in the context of media historically, the instances of creepypasta entitled 

“Slenderman” and “Candle Cove” from Creepypasta.com provide an example not only of Walter 

J. Ong’s secondary orality, but of Henry Jenkins, et al.’s participatory culture. Because this 

instance of creepypasta, like many others, is still in the format of a typical print source but is 

published online, it finds itself somewhere between literacy and secondary orality. Thus, it is 

also an example of Marshall McLuhan’s idea that “the old media are the content of the new 

media.” Robert K. Logan elaborates on this idea, “older media play a dual role with respect to… 

‘new media.’ They form the ground from which the ‘new media’ emerged and they also 

[provide] the content of the ‘new media’” (2). As new media are created, they are often utilized 

first as a means of recording or revamping old media, as Gregory L. Ulmer noted in Ulmer 

Tapes, “the first thing the Greeks did [with their new alphabetic writing]… is write down their 

epics.” Thus, consumers and producers are not yet doing much that is new with our new media, 

because we are still in the early stages of that media if we choose to look at Ulmer’s electracy, 

which “is to digital media what literacy is to print,” a new set of skills that will allow us to utilize 

digital media with ease as it becomes even more intertwined with our everyday communication 

(Ulmer, 2003, p. xii) and Ong’s secondary orality for context. With creepypasta, producers create 
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stories similar to urban legends which would have been shared orally but are now being shared 

electronically with a much wider audience, so the producers’ electracy becomes an important 

step in production. 

 While Ulmer claims electracy is the next step after literacy, Ong argues, “secondary 

orality is both remarkably like and remarkably unlike primary orality. Like primary orality, 

secondary orality has generated a strong group sense, for listening to spoken words forms hearers 

into a group, a true audience, just as reading written or printed texts turns individuals in on 

themselves” (136). Although much creepypasta are not oral productions, they still exhibit the 

characteristics Ong describes here for secondary orality. Specifically, “Slenderman” and “Candle 

Cove” create a sense of community among the readers, as they interact with both the text and 

each other through the comments section of these stories. One reader responded to “Slenderman” 

by exclaiming that this story cannot possibly be real, while another chimed in, pretending to be 

Slender Man, and claimed that this reader is clearly being foolish because the “proof is right in 

front of [his] face” (“Slenderman”). Yet another user responded to this pretend Slender Man 

asserting that it would be strange for Slender Man to tell someone the “proof is right in front of 

[his] face” when “[Slender Man doesn’t] even have a face” (“Slenderman”). Although this piece 

does not truly represent secondary orality, the group members have found Ong’s “strong group 

sense;” even though they are not listening to their speaker, they are collectively reading from a 

published, alphabetic work and responding asynchronously, and the writer has created that strong 

group sense through producing their original work. This strong group sense, then, allows 

creepypasta readers to interact with one another without fear of judgment. 

 This type of response is what places creepypasta, and particularly this example of 

creepypasta, in the context of participatory culture. As Jenkins, et al. (2009) describe it, in a 
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participatory culture, “not every member must contribute, but all must believe they are free to 

contribute and that what they contribute will be appropriately valued” (6). That is, all readers 

must feel welcome to contribute—or not contribute—in whatever way they see fit. The members 

of the Creepypasta.com community feel welcome to contribute their ideas, which could be seen 

as crude or silly to outsiders, while they visit the website and read the works of the original 

writers. This sense of community is important in media education, as well. Students should feel 

safe to share their work within a media classroom, while thinking critically about the work of 

others. On Creepypasta.com, contribution past the initial story submission typically takes place 

through the comments section of each story or video. Readers feel free to share their opinions on 

others’ work, as well as contributing content to the stories. As these readers participate in the 

comments section that this medium allows, “some recipients…frequently occupy the role of 

senders, capable of transmitting and sharing content without renouncing the role of media 

consumer,” creating what García-Galera and Valdivia (2014) refer to as the “prosumer” (p. 10). 

The prosumer is necessary to this type of culture in that the prosumer provides feedback that 

often allows the continuation of, in this case, the story. Here, readers saw where the story 

ended—with a girl seeing Slender Man outside of a third-story window—and decided the story 

should not end there; they decided to continue the story through maintaining the feeling of 

unease the story creates by pretending Slender Man is real, though the news in the summer of 

2014 sheds light that it may not truly be “pretending” for some readers, further supporting the 

need for critical media education. The prosumer illustrates Carr’s (2010) argument that “The net 

differs from most of the mass media it replaces in an obvious and very important way: it’s 

bidirectional” (p. 85), meaning users are not simply consuming as they would with traditional 

print media. Consumers are now capable of becoming prosumers who create content alongside 
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the original creators of the content they enjoy. 

 The bidirectional nature of the Internet and the immediacy it provides users allows the 

chance to think critically about how they produce media and what they convey through their use 

of media. Bolter (2001) argued that “What is true of all writing is… the form invites the reader to 

participate in a conversation and then denies him or her full participation” (p. 104). Creepypasta, 

however, does not deny the reader participation; it allows reader participation through comments 

sections. Comments sections, then, allow readers to create stories and write for a particular 

audience who is then able respond to comments, and while many readers stop before 

commenting and many comment simply to share their feelings about what they have read, some 

readers contribute to the story. They see a form that invites their participation and they fully 

accept the invitation, an invitation the original story writer likely had in mind when submitting to 

Creepypasta.com or agreeing to have their work republished on the site. 

 The author’s intended audience, then, is composed of those readers who help create the 

participatory, at least “bidirectional” (Carr, 2010, p. 85), culture that is Creepypasta.com, so the 

original author likely would have kept these types of readers in mind as she wrote. She wrote for 

readers who will continue the story, and the secondary audience—those who do not necessarily 

participate in creepypasta forums— of such a piece is a benefit of succeeding so well with her 

intended audience. She focused on impressing the readers who will be commenting, readers that 

are accustomed to creepypasta and its particular techniques, relying greatly on the unknown and 

readers’ suspension of disbelief.  

 The writer of “Slenderman” created a story that plays upon that suspension of disbelief, 

and she delivered a creepy story that anyone could likely relate to, barring actual experience with 

Slender Man, despite claims from some commenters that they have actually experienced a visit 
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from Slender Man (“Slenderman”). Her audience would need to believe Slender Man is real, at 

least for the few minutes they need to read her story, for the story to have its full, creepy impact, 

and while the author is somewhat responsible for creating that suspension of disbelief, it is in 

large part the audience’s responsibility. The audience takes on this responsibility in a variety of 

ways, including the overzealous commenter who exclaimed, “This is all True!!!!!!!! [sic]” as 

they claim to be Slender Man and know exactly where every nonbeliever lives (“Slenderman”). 

While this kind of participation speaks to the fandom created by creepypasta stories, it also 

illustrates community members’ ability to place themselves in the role of producer, allowing 

them to fully realize their roles as prosumers. 

 While “Slenderman” reads like a traditional story and encourages readers to fully 

embrace their roles as prosumers, “Candle Cove,” written by Kris Straub and originally 

published on Straub’s horror fiction website, Ichor Falls, looks nothing like a traditional story.  

“Candle Cove” appears to be a forum about nostalgia, focusing on local television, wherein 

contributors discuss a show from their childhood known as Candle Cove.  

 Straub began “Candle Cove” with the large heading “NetNostalgia Forum – Television 

(local),” and each new piece of the story was written as a post from a forum contributor. The 

participants all seem to have grown up in the Huntington-Ashland-Ironton metropolitan area in 

the early 1970s. Straub’s decision to give his characters real locations made the story that much 

more believable, a necessary component in any successful creepypasta piece. As the story 

progressed, more contributors remembered details about the show, ultimately concluding that the 

show became more disturbing the longer they watched. The story, or the forum, ended with one 

participant noting that his mother told him he used to just watch static each day and tell her that 

it was a show called Candle Cove (Straub).  
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 Those Creepypasta.com commenters who commented on “Candle Cove” appeared more 

concerned with the quality of the story than with continuing the story—after they established 

what exactly static is on a television, as many of these commenters are young enough that this is 

an unfamiliar concept. Many commenters made jokes about the story in reference to other stories 

posted on the site, as well. One of the first comments that addresses the quality of the story 

writes, “i’m scared now… i must say, one of the first creepypastas i’ve read lately that made me 

so freaked out. written perfectly” [sic] (Candle Cove, 2009). Some commenters found the tale 

scary enough: “really digging the original format of a forum…. this is what all pastas should 

strive to be,” while the story failed to impress others: “Wasn’t really creepy;” “It was ok A tad 

confusing at parts, but it was ok” [sic] (Candle Cove, 2009). 

Choosing Roles 

In their study of audience, Longhurst, Bagnall, and Savage (2007) found that media 

consumers actively choose which audiences they wish to belong to and interact with, noting that 

many of the fans they interviewed wished to “distance themselves from those who had, in their 

minds, ‘pathological’ attachments to…media texts” (p. 136). Longhurst, Bagnall, and Savage 

concluded that people actively make choices about where they belong; this is especially true 

regarding the communities created and housed within new media. This information becomes 

particularly helpful when utilizing creepypasta to teach audience as a concept. If students 

understand that readers can choose which audiences they belong to, they can understand that not 

only must they have created an audience to write to but that the reader has created an audience to 

participate within. This type of audience awareness could then allow students to analyze other 

writers’ audiences as well as creating their own. In analyzing another writer’s audience, students 

then become aware of the author’s expectations of her audience. 
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 The possibility for fandom and academia to overlap and somehow cancel out each other 

does exist; however, as Hills argues that media academics cannot always remove themselves 

from the media audiences in their studies; that is, they cannot always be as unbiased as 

academics are supposed to be, and Hills (2007) suggested that academics should create a 

“rehabilitated aesthetics” through which to study media and continue to be a fans of media (p. 

33). Hills (2007) argued that media scholars cannot always separate themselves from the 

ideology in which they exist but that this predicament is not necessarily a real problem (p. 43). 

Further, Hills contended that the problem, then, is expecting academics to fully separate 

themselves from the media they are studying, to not study things they are truly fans of. He 

proposes his “rehabilitated aesthetics” in which these two identities—academic and consumer—

do not need to be opposite but can in fact work together (p. 46-7). In utilizing texts that some 

students are already familiar with, such as creepypasta, instructors can connect students’ learning 

to their everyday experiences and the media they may already enjoy outside of class, providing 

them the chance to think critically not only about the texts they create and consume online but 

about what those texts mean for the world around them. Students who create and analyze these 

texts may become fans who are also academics studying the media they love, which could lead 

to complications in studying the texts but can ultimately provide the necessary context for 

analyzing the audience of a given text, as students exist within that audience. Separating these 

identities is not fully necessary, as Hills (2007) argued, and students can become better 

prosumers through understanding the role of these identities in their studies. 

 As more internet users become prosumers who are capable of creating content while 

simultaneously consuming it, they will have to contend with those who are not ready for this 

shift. According to Grinnell (2009), “Many in the mainstream media (the “old” media) cry 
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crocodile tears over the blogosphere’s competition, and many believe that the new world is a 

world in which ‘the former audience,’ not a few influential people (the governing elite operating 

in back rooms, away from public view and certainly away from public input), decides which 

news items are important” (p. 597). Here, Grinnell described the audience’s ability to decide 

which news stories are important to them. She described them as the “former audience,” an 

audience who now takes control of the media through their participation in choosing what is 

important; the same concept could be applied to creepypasta. Creepypasta readers decide which 

stories get attention, and therefore, which stories garner more reader-created content in the 

comments section. Creepypasta provides ample opportunity, then, for analyzing the role of 

audience within an online participatory culture. 

Literacy and Community 

 Jenkins, et al. (2009) viewed participatory culture as another facet of literacy rather than 

something new or different—like electracy or secondary orality—as they claimed it “shifts the 

focus of literacy from individual expression to community involvement” (6). Creepypasta.com 

creates a community in which these readers experience Slender Man and create a shared 

experience around their interactions with this story; these interactions do not stop simply at the 

consumption of “Slenderman,” but they continue as the commenters become producers of story, 

critics, pretend Slender Men, and real people addressing their fears of the supernatural alongside 

other readers and creators. 

 Real people addressing new ideas—sometimes new fears—is a primary focus of orality, 

literacy, and electracy. Orality allows audience members to become community members and 

tackle fears together; literacy allows the reader a chance to look inward and become more self-

aware; electracy, secondary orality, and participatory culture all allow the consumer to become a 
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creator as well, actively addressing their own ideas as well as those of others. While Jenkins, et 

al. (2009) claimed participatory culture “[builds] on the foundation of traditional literacy,” it also 

builds on electracy and secondary orality (p. xiii). Creepypasta.com users and specifically the 

“Slenderman” commenters exhibit the intersection of these communication theories as they 

utilize new media to create and distribute content. Slender Man may not have a face, but he is 

certainly the face of this small sample of a participatory culture. As the prosumers of 

“Slenderman” “archive, annotate, appropriate, and recirculate” (Jenkins, et al., 2009, p. 8) the 

Slender Man tales, they may not yet be doing anything new, as Carr (2010) claimed, but they are 

creating a meaningful experience that is furthered by their willingness to contribute.  

 Although certain extreme cases, like the experience of the two girls who claim Slender 

Man as their inspiration for the atrocity they committed may push people to move away from the 

creepypasta community, it should instead encourage awareness of what goes on in these forums 

and the way such forums can influence participants. Summer 2014’s tragic event should inspire a 

more critical approach to media education and audience awareness. If media curriculum is 

adjusted to include web texts such as creepypasta as examples wherein audience awareness is 

exceedingly important to writers, then perhaps this will foster producers, consumers, and 

prosumers who are truly aware of their effect on others. Certainly, the incident in the summer of 

2014 was an extreme case, but media education that includes critical thinking about the impact 

the Internet can have on the spread—and believability—of this type of text and its potential 

influence on an audience is vitally important in a world where students are increasingly expected 

to exist within the participatory culture of the Internet. 

Methods 

 Because critically thinking about their own interactions with media is crucial to the 
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education of 21st century students, and because of the recent extreme case involving creepypasta, 

I chose to incorporate two creepypasta stories into my English 101 classes. These stories are two 

different varieties of creepypasta stories, the first being the aforementioned “Slenderman,” and 

the second a story entitled “Candle Cove.” I chose these two stories for their standing within the 

Creepypasta.com community—both are among the most discussed and most viewed on the 

site—and for their differences in style and in community response. 

 As previously mentioned, the commenters on the “Slenderman” (2010) story act as 

though they believe Slender Man is real with many claiming to have had interactions with him, 

and “Candle Cove” (2009) commenters seem to focus much more heavily on “Candle Cove” as a 

story and whether it is effective. These types of comments came as a surprise, as “Candle Cove” 

appeared as a forum where users are commenting, which would likely make it more believable 

than this particular “Slenderman” story. Commenters generally focus on if “Candle Cove” is 

creepy or well-written, not if it actually happened. This difference should allow students to 

examine the different types of reactions readers can have when in an online environment where 

they can interact with the original writer. 

 As part of a unit with the end goal of creating a multimodal text that could be published 

online— students were asked to complete a remediation of their problem and solution essay 

which identified and proposed a solution for a communication problem—my students worked 

with creepypasta to understand and critically think about the difference between the audience of 

a traditional print essay and the audience of an online text. This research examined how students 

perceive audience when they recognize that the original authors are not necessarily those who are 

in charge of a text once it is published. Through in-class activities (Appendix A), I gauged 

students’ understanding of audience and how their interactions with creepypasta changed that 
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understanding. 

 In our class discussion of the difference between the audience of a traditional essay and 

online audiences, I asked students to answer the following questions before they read the 

creepypasta stories “Slender Man” and “Candle Cove,” reminding them to consider our previous 

discussion of audience which centered around Martin Luther King Jr.’s “Letter from 

Birmingham Jail” and the letters to which he responded, as well as the rhetorical situation. 

 Between each set of questions, we discussed students’ answers in a whole-class 

discussion, and students were instructed to share their answers and reflect on their classmates’ 

answers in their final activity, as well. 

Results 

 As we began our initial discussion of students’ understanding of audience, I reminded 

students that this lesson was in preparation for their upcoming remediation project, and we began 

with the first two questions.  

 When asked “What is an audience?” one student wrote that the audience is “the intended 

group(s) of people a certain product, paper, etc. is aimed at. Typically, the owner of the product, 

paper, etc. is looking to inform, persuade, or any other action to this group of people.” This 

student’s answer reflects the general role of the audience as the receptor of information who is 

affected by the new information, and this student’s response was reflected in many other 

responses which suggested “An audience’s role is to listen.” Students who responded that the 

audience should listen acknowledge the understanding that first-year writers expect their 

audiences to receive and accept what is given them without necessarily doing anything with the 

information they receive. A few students, however, recognized the audience’s ability to do 

something with the information or for the write, responding with “[The audience receives] 
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information and then [decides] what they think about the topic whether it is good or bad” and 

“The audience provides a little bit of structure for the author.” That is, many students understood 

that writing often comes out of a need and that need provides a rhetorical situation wherein the 

writer creates something for a specific audience and that audience dictates the structure of the 

newly created text.  

 Their various understandings of audience in mind, students then read “Slenderman” and 

“Candle Cove.” While reading both of these stories, students noticed commenters who insisted 

the stories were real or who decided to participate in the story, encouraging many students who 

previously thought the audience was a passive receiver to change their minds. As one student 

wrote, regarding the audience of “Slenderman,” “They make it real” and “create controversy” 

about Slender Man’s existence. Those who already thought of the audience as active found proof 

in their readings of “Slenderman” and “Candle Cove,” noting that the comments “add to people’s 

beliefs.” 

 Many students’ ideas about 

audience were simply reinforced by this 

activity. However, those students who 

were unfamiliar with or unsure of an 

active audience before claimed the activity 

and class discussion changed their mind 

“at least when it [came] to the multimodal 

part” of their upcoming assignment.  

 Between the two classes who 

participated in this activity, 53% of 

53%
33%

7%

7%

Fig .  1  Has [your understanding of 

audience] changed?

Yes No Unsure No Answer
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students (see Fig. 1) claimed that it changed their understanding of audience and allowed them to 

see that audience has more of an effect on any given text than they originally thought. However, 

33% responded that their understanding of audience had not changed. Of that 33%, about half 

claimed their understanding had not changed because they already believed that audiences were 

not passive receptors of knowledge. 

 While reflecting on their new understanding of audience, one student wrote, “The 

audience is more important than I thought. Depending on the work, the audience means 

everything.” This brief study of audience allowed students the chance to think about how 

multimodality would affect the audience of their upcoming work and how that might affect their 

rhetorical choices in coming assignments. Students remained focus on their goals and how these 

activities could help them gain insight into online audiences. 

Conclusion 

 Overall, these activities provided students a time to contend with the complexities of 

online audience with the guidance of their instructor and their classmates to aid them in 

exploring and understanding how this online audience worked. Students enjoyed this opportunity 

to look at texts outside of traditional print media and analyze the audience’s reactions to these 

texts as well as their own understanding. After completing this activity, students were able to 

create their multimodal remediations successfully remediating with an online audience in mind. 

Because this activity worked with students, activities like it would likely be beneficial in other 

first-year writing classes, as well.  

 Although this study was conducted with a small sample of students, the outcome could be 

beneficial to other instructors and students. If this activity worked with these students, it could be 

adapted for others so that instructors could incorporate digital environments and multimodal the 
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way both NCTE (2005) and CCCC (2004) argue they should be. Students need the opportunity 

to critically interact with online texts so that they may understand their place within the larger 

context of the internet, and having instructors guide them through that process leads to student 

comfort with online texts, and these are students who critically interact the way first-year writing 

demands. 
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Before we begin our activity, please answer the following questions: 

1. What is an audience? 

 

 

 

 

 

2. What is the role of audience? (What does an audience do?) 

 

 

 

 

 

 

After you have read “Slenderman” and “Candle Cove” and completed the 

accompanying questions, please answer the following questions: 

1. What is the role of an audience? (What can an audience do?) 

 

 

 

 

 

 

2. How did reading the stories and completing the activity affect your understanding of 

audience? Has it changed? Why? 
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As you read “Slenderman” and “Candle Cove,” pay close attention to their 

comments sections and what kind of comments the commenters make. Then 

answer the following questions. 

“Slenderman” 

1. Who is the audience of “Slenderman?” 

 

 

2. What kind of comments do the readers make? 

 

 

 

3. Did you notice anything particular about the comments on this story? 

 

 

 

4. What role does the audience play in “Slenderman?” 

 

 

 

“Candle Cove” 

5. Who is the audience of Candle Cove? 

 

 

6. Are these commenters making different comments than those on “Slenderman?” 

 

 

7. Could the audience of “Candle Cove” interact with “Candle Cove” like the audience of 

“Slenderman” interacts with that story? 


