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Course Overview
     Weeks 1 - 6        Weeks 7 - 10            Week 11 - 14

Intro to Partners
Research & Team Work
Creative Prototyping &

Design Skill Development

Design Iteration #1 
with Partners

Design Iteration #2 
with Partners



Participatory Design





Experience Design

From Experience Design - Nathan Shedroff (2001)



Experience Design Sequences

Alex Ruthmann - adapted from Shedroff (2001)



When is Creative Learning?

Frictions & Freedoms

Curiosity

Questioning



Gert J. Bjesta

Bjesta, G. J. (2017). Letting Art Teach: Art Education after Joseph Beuys. ArtEZ Press. Arnhem, Netherlands.
Bjesta, G. J. (2019).  What is the Educational Task: Arousing the Desire for Wanting to Exist in the World in a 
Grown-Up Way. Pedagogía y Saberes [online], 50, pp. 51-61. 

“Arousing the desire for wanting to exist in the World in a 
grown-up way”

● Education “In the middle ground” - to exist in the World as 
subject [as active participant in] but not at the center [as object].

Goal for students: To desire to be in dialogue and in tension with the 
world, to be curious, and to stay engaged in challenging contexts. 
Learning happens in these spaces.

Role of the teacher: to interrupt, suspend, and provide sustenance



Gert J. Bjesta

Bjesta, G. J. (2017). Letting Art Teach: Art Education after Joseph Beuys. ArtEZ Press. Arnhem, Netherlands.
Bjesta, G. J. (2019).  What is the Educational Task: Arousing the Desire for Wanting to Exist in the World in a 
Grown-Up Way. Pedagogía y Saberes [online], 50, pp. 51-61. 

“Arousing the desire for wanting to exist in the World in 
a grown-up way”

● Art interrupts - it poses questions, makes us look, and look 
again, at the world and at ourselves

● Art slows down - it gives form to the… notion of what it may 
mean to try and be at home in the world

● Art provides sustenance for staying in the middle ground



Learning Horizons

Near Far



Design Challenge

What environments, sounds, gestures, designs might engage young 
children in being musically/aurally curious & playful in early 
childhood play spaces?

What technologies or objects might be designed/improved or 
utilized to create compelling musical play and entertainment 
installations in early childhood play spaces with low/no screens?



Who are our audiences?
What freedoms do they need?
What frictions do they need?

What supports are needed to 
work through frictions?

What might we remove from the 
experience?

What might we learn from musical 
experiences to apply to digital design 
for learning and engagement?

How might we capture and reflect 
process to sustain learning and 
engagement?



NEW MODES OF 
INTERACTIVE MEDIA PLAY



Interactive Play Spaces
Creative Learning
Artistic Expression
Storytelling
Digital Competencies
No/Low Screens

https://blogg.hvl.no/digisus/
https://musedlab.org/digisus/
https://cognimates.me/

https://blogg.hvl.no/digisus/
https://musedlab.org/digisus/
https://cognimates.me/




Music 
Coding+AI 

Play





DigiSus Project:

Co-Designing Immersive Digital Arts 
Play Spaces in Norwegian 
Kindergartens/Preschools

PI:  Ingrid Grønsdal Western Norway 
University of Applied Sciences

http://blogg.hvl.no/digisus

http://blogg.hvl.no/digisus


Makey Makey, Micro:Bit, Scratch



From Initial Workshop 
to the Kindergartens

https://docs.google.com/file/d/1pTdur3q0GDrzKv94jKVu7yrOrfapZXtk/preview
https://docs.google.com/file/d/1txx8YwScEMKpkX2phsuhV3p42QnR_VH7/preview


https://cognimates.me

https://cognimates.me


eGloo - Marion Voillot

@marionvoillot_phd



Selected Publications

● Groove Pizza
● Music Theorizing
● Music and Coding and Design
● Play With Your Music



Scratch Max/MSP Tone.js





Designing Digital Music Experiences
Creative Collaborations with and for Young People

S. Alex Ruthmann         TeknoDida 2023         https://musedlab.org






