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CONTEXT CO-CREATION PLAY AND ENGAGE FUNCTTION INTERACTIVITY
DISCOVERY

Tip: Use links to go to a different page inside your presentation.

How: Highlight text, click on the link symbol on the toolbar, and select
the page in your presentation you want to connect.




- : — % NEVER DIGITAL FOR

DIGITAL SAKE

H n N I F E S I n | = : T The purpose of this session is to explore
P _. - ey R 2 - your creative practice and how digital

might enhance it.

4 WHAT STORY DO YOU WANT
TO TELL?

Why are you the person to tell it?
How might you tell this story?

CONSIDERING DIGITAL
*INTERFACE

e Today we will explore the potential
and possibilities of Isadora
Software. Introduce potential of
digital tech for creating change in
cultural and creative learning and
experiential design.

EACKE TO AGEMDA PAGE




P_AYER 1 WIS

Drag and drop your photo or video! Click
the sample photo or video and delete.
Select yours from the uploads tab, drag,
and then drop inside the frame!

SOFTWARE AS A CREATIVE T0OOL



RESQURCES

What are the trends out there in the world?

What’s pushing us along? TUCE=SHOPR DARNCE

E-AMPLE=E EY

I=aD0ORPA TUTORIAL:
CREATIMG YOLIE
FIE=T PATCH

I=SAD0ORPA TUTORIAL:
_LIVE DRALIIMG

I=aD0ORPA TUTORIAL:
MOTION TRACHIMG
ARND FIMNECT

ISAD=0RA TUTORIAL

ARD Z00M

TROIEA PEAMCH

F_E-ER ARMD
=ARNDI_AMD: ISAD0ORA

CORESUL_TARCY

E-AMPLE OF
I=A0D0ORA AMD DARCE
HY'ERID WaOBbE

IMNE=TALLATION

E-AMPLE: CHEI=
MILFE: THE
TREACHERY QF
=ARCTUaRY

THEATERE DISITHL
THIMEIMG

P_AYFUL_ _EARMIMG

THE ART OF WopRlL D
EUILDIMG

LWHAT I= IMMERESIVE
=TORYTELLIMNGT



https://vimeo.com/troikaranch
https://flexerandsandiland.com/flexer-sandiland/workshops/isadora-consultancy/
https://flexerandsandiland.com/flexer-sandiland/workshops/isadora-consultancy/
https://youtu.be/2J2pJuwK_V8
http://milk.co/treachery
http://milk.co/treachery
https://padlet.com/tuckshopdancetheatre/digital-thinking-2ajc6i0xy2u5u93l
https://padlet.com/tuckshopdancetheatre/digital-thinking-2ajc6i0xy2u5u93l
https://www.youtube.com/watch?v=4I0pJZ7YHCw&list=PLuiAMD85zzKfa2929dhVGoofR-CbeMhv7&index=3
https://www.youtube.com/watch?v=4I0pJZ7YHCw&list=PLuiAMD85zzKfa2929dhVGoofR-CbeMhv7&index=3
https://www.youtube.com/watch?v=GnKTkeX6I-g&t=180s
https://www.youtube.com/watch?v=GnKTkeX6I-g&t=180s
https://youtu.be/J4abGQYyfUw
https://www.youtube.com/watch?v=LHn5g6hlHNU&t=1422s
https://www.youtube.com/live/AIZWkUs2bGA?feature=share
https://www.youtube.com/watch?v=2IOoTTQ9d94
https://www.youtube.com/watch?v=2IOoTTQ9d94
https://www.youtube.com/watch?v=2IOoTTQ9d94
https://www.youtube.com/watch?v=2IOoTTQ9d94
https://www.youtube.com/watch?v=xZ9mm1gK1Fo

"Inspired by the storytelling strategies used in the architectural
design of theme park attractions, the field of environmental
storytelling is premised on setting up the conditions for stories to
emerge by first construction the space."

(Breuleux, Y., De Coninck, B., & Therrien, S. (2019) p.8)



E-RMELES OF ISRDORR
FRTCUHES

Highlight two or more cells, right-click then choose "Merge

EACE TO AGEHDA PAGE . )
= Cells" to organize your table according to your needs!
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Keyboard Watcher
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Digital Agendas: Imagine if they come together with your creative practice?

Government

Economic growth via skills and innovation
Digital Industries

Future talent and investment in ‘smart’

Schools

f

Motivation, progress & attainment of CYP 4

.

Cultural Sector ) [ b

Participation in culture & creativity i~



Get creative, get digital | Extending digital practice in creative & cultural lear

Digital agendas: Why do we need to think about digital learning?
Different sectars have different interests in digital innovation for young people,

=] (5]

Digital Industries

To Increase understanding
of the digital world, to
develop talent in young
people

-

Cultural Sectol
To motivate and enabl
participation in cultur

and creativity

Government has been
supportive of changing
ICT to Computing

1st

UK is first G8
country to
mandate
prcgmmmlng
education

£1.8bn
Amount they
aim to save

PEr year
with “digital
by default’
strategy
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Aims to inform policy makers
on best ways to address
digital skills shortage

39%
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needs to
grow

by 2030

745,000
Additional
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needed

by 2017

Proportion

aof employers

surveyed who
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is not meeting

the needs of

business

£20m
Additional
funds needed
to embed
computing
curriculum

to 2020

Computing to become a fourth
‘core science’, giving pupils
access to digital training up to
19 years of age

Computing curriculum
from K51 is one of many
reforms
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Mixing it up

A fast changing world means we learn how to use a much bigger range of tools and data, to collaborate, to learn how to

combine them and to apply our imagination. The more we mix it up, the more innovation will result.
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Mixing it up
Afast changing world means we learn how to use a much bigger range of tools and data, to collaborate, to learn how to
combine them and to apply our imagination. The more we mix it up, the more innovation will result.
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Transformations in technology are driving innovation in learning
As digital learning has emerged and offered new possibilities, innovative
madels of learning have shifted from transactional to transformational

Creativity with
digital tools
In Art and Design, and

Design and technology,

and across
curriculum

Resources
for learning
Games, Software,

online resources and
networks enriching
the curriculum

Educating for
21st century
skills
Plan for automation
of tasks in future,
STEM & Creative
Economy

Computational
thinking
Radical rethink of core
ICT skills. Emphasis on
problem-salving, to
harness power
of computers

Learning ecosystems
Schools, cultural organisations and digital agencies have different strengths,
and can interact to enrich learning by young people

Cultural Sector

Experts, experiences
and artwarks

Digital & Culture Culture & Schools
Innovate to improve Digital helps cultural
cultural orgs. orgs reach out,
Taking culture Tagether or schools be
out of venues 8 venues for
and into culture

the world

economy

Digital Industries
Artists, coders &
innovators; tools &
resources

Digital & Schools
Schools as venues for
digital clubs/enterprise
whilst digital agencies
provide schools
with needed
resources

Transformations in technology are driving innovation in learning
As digital learning has emerged and offered new possibilities, innovative
madels of learning have shifted from transactional to transformational

What will the future brain look like?
Digital innovation and cultural learning both shift mindsets in the same direction

How will cultural
erganisations
support schools?

How can
Government invest
in future learners
across all these
sectors?

How will schools nurture
future learners with
current reforms?

If digital is causing
this shift, what will
future learners be
like?




Facilitating a maker space

Aim: To co-designh a dance film on your mobile device



EACK TO ASENDA PAGE IN RESPONSE 10 THE THEME:

THEME

TOR
=ECRET

il =,
FPLRNET
i =,
FUTURE

& SOME ONE IN THE GROUP SELECT
THEMSELVES TO SET UP A TIMELAPSE FILMING
PROCESS AND JOIN GROUP ONE

* GROUP ONE: BUILD A WORLD USING THE
ITEMS IN THE 'TOP SECRET' SUITCASE

* GROUP TWO: CREATE A SERIES OF SIX
WORD STORIES

+ GROUP THREE: CREATE A GROUP DANCE

EXPLORE WITH ISADORA SOFTWARE TO
ANLIMATE AND ENHANCE THE WORLD BUILDING.




EACK TO AGEMDA PAGE % 2l ' ol * 1= ""' -

CONSIDERRATIONE

*NHAT IS THE CHANGE Y0OU ARE TRYING TO
MAKE"?

p' nHET TODAY'S LEARNING? WHAT COULD THIS SMALL
EXPERIMENT TURN IN TO?
FLITLInE * WHERE ARE THE GAPS?

* LETS HAVE A REFLECTIVE CONVERSATION
ABOUT THE PROCESS

* WHAT ARE THE OPPORTUNITIES TO SHARE
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