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1. Zum ambivalenten Verhältnis 
von „Kreativität“ und 

„Innovation“ in Bezug auf 
Kulturelle Bildung

1. The ambivalent relation of 
„creativity“ and „innovation“ in the 
german discourses of aesthetic, 

arts & cultural education 



„Insbesondere in der BRD, in der die amerikanische 

Forschung zwar rezipiert wurde (Ulmann 1969, 1973), 

wurde und wird der Begriff „Kreativität“ 

eher auf alle Arten eher künstlerischer 

Betätigungen angewandt, ob nun als 
Freizeitbeschäftigung, als kulturelle Unterweisung in 

der Schule, oder als Therapie zur Selbstfindung 

oder Selbstverwirklichung. Dabei geht es nicht 

zuvörderst um Qualität, sondern vor allem um 

Originalität, Spontaneität, Konstruktivität. Kreativ ist 

es, zu basteln, zu töpfern, zu malen, musikalisch zu 

improvisieren, (frei) zu tanzen, Theater oder Rollen 

zu spielen, (gemeinsam) eine Collage zu kleben.“

Gisela	Ulmann	(2013	/	2012):	Krea5vität	und	Kulturelle	Bildung.	In:	KULTURELLE	BILDUNG	
ONLINE:hGps://www.kubi-online.de/ar5kel/krea5vitaet-kulturelle-bildung

(1973)

Verständnis von „Kreativität“ in der Kulturellen Bildung in Deutschland



Guilford,	J.P.	(1950)	Crea5vity,	American	Psychologist,	Volume	5,	Issue	9,	444–454.
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Gisela	Ulmann	(2013	/	2012):	Krea5vität	und	Kulturelle	Bildung.	In:	KULTURELLE	BILDUNG	
ONLINE:hGps://www.kubi-online.de/ar5kel/krea5vitaet-kulturelle-bildung

„Selbstverwirklichung“

„Selbstfindung“

„self-realization“

„to find your inner self“

„Kreativität“ als „alle Arten 
eher künstlerischer 

Betätigung“  „Creativity“ as „all 
kinds of somewhat 

artistic activity“  

⾃我 实现 



„Selbstfindung“„Selbstfindung“



„Selbstfindung“„Selbstfindung“

Innerlichkeit 
„interiority“

Caspar	David	Friedrich:	 
Wanderer	über	dem	Nebelmeer	(1818)



Robert	Fludd,	Utriusque	cosmi	maioris	 
scilicet	et	minoris	(1619)
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Leopold	Klepacki	,	Jörg	Zirfas	(2013	/	2012):	Die	
Geschichte	der	Ästhe5schen	Bildung.	In:	KULTURELLE	
BILDUNG	ONLINE:hGps://www.kubi-online.de/ar5kel/

geschichte-aesthe5schen-bildung

Leon Battista Alberti 
(1404-1472):  
Baumeister 
Kunsttheoretiker 

Schriftsteller 

Beamter 

Jurist 

Naturwissenschaftler 

Mathematiker 

Humanist

Der universell tätige Mensch

Leonardo 
da Vinci 

(1452-1519) 

Leonardo 
da Vinci 

(1452-1519) 

„uomo universale“



„Genie ist das Talent 
(Naturgabe), welches der 
Kunst die Regel gibt.“

Immanuel	Kant,	Kri6k	der	Urteilskra8,	§46	(1790)

Genius is the talent (natural 
endowment) which gives 

the rule to art.

„Talent“ ist das „angeborene 
produktive Vermögen des Künstlers“

„talent“ is „an innate 
productive faculty of the artist“



Augus5nus	Aurelius:	Confessiones	(397-401	AD)

„in interiore homine  
          habitat veritas“      

„im Inneren des Menschen  
              liegt die Wahrheit“



Jean-Jacques	Rousseau:	Émile,	ou	de	l’educa5on	(1762)
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Johann	Gofried	Herder:	Abhandlung	über	den	Ursprung	der	Sprache	(1770)

„Hier ist ein empfindsames Wesen, das keine 
seiner lebhaften Empfindungen in sich 

einschließen kann […]“ 

Innerlichkeit und Ausdruck

Das war gleichsam der lezte, mütterliche Druck, 
der bildenden Hand der Natur, daß sie allen das 
Gesetz auf die Welt mitgab: „empfinde nicht für 

dich allein: sondern dein Gefühl töne! 



Friedrich	Schiller,	Über	die	ästhe5sche	Erziehung	des	Menschen	
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Friedrich	Schiller,	Über	die	ästhe5sche	Erziehung	des	Menschen	



„Kreativität“
„creativity“

versus

„Invention > Innovation“

? ?



Alexander	Fleming:	On	a	remarkable	bacteriolyte	substance	found	in	secre6ons	and	6ssues.	In:	
Proceedings	of	the	Royal	Society	of	London.	Series	B.	Band	93,	Nr.	653,	(1.	Mai)	1922,	p.	306–317
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Innovation: 
Kreativität ohne Subjekt







Reckwitz,	A.	(2012).	Die	Erfindung	der	
Krea5vität:	Zum	Prozess	gesellschaolicher	

Ästhe5sierung.	Suhrkamp	Verlag.

The Invention  
of Creativity

On the Process of  
the aestheticization

of society

das 
„Kreativitäts- 
dispositiv“

the (power-) 
dispositive 
of creativity



Menke,	C.,	&	Reben5sch,	J.	(Hrsg.).	(2012).	Krea5on	und	Depression:	Freiheit	im	gegenwär5gen	
Kapitalismus.	Berlin:	Kadmos.

Menke,	C.,	&	Reben5sch,	J.	(Hrsg.).	(2012).	Krea5on	und	Depression:	Freiheit	im	gegenwär5gen	
Kapitalismus.	Berlin:	Kadmos.

„Kreation und Depression“
„Creation and Depression“



Menke,	C.,	&	Reben5sch,	J.	(Hrsg.).	(2012).	Krea5on	und	Depression:	Freiheit	im	gegenwär5gen	
Kapitalismus.	Berlin:	Kadmos.

„Kreation und Depression“
„Creation and Depression“
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2. Digitalisierung und Kreativität

2. Digitalization and Creativity



• 13 Interdisciplinary Research 
Projects on Digitalization in  
Arts & Cultural Education 

• 24 Universities involved 

• Funding: about 10 Mio. €  

• biggest research context on the 
topic of digitalization in arts 
education in germany 
(probably in Europe, too)

https://www.dikubi.de/

Federal Ministry  
of Education and  
Research:  

Research Focus Area 
„Research on Digitalization in 

Arts and Cultural Education“

Meta-Project conducted by the 

Part 1: Theory development, 
qualitative methods, PR:  
Prof. Dr. Benjamin Jörissen 

Part 2: Quantitative methods & 
quantitative research synthesis:  
Prof. Dr. Stephan Kröner



a. Digitale Innovation der 
Methoden zur Förderung von 

Kreativität

a. Digital innovation of the 
pedagogical methods of 

fostering creativity



non-formal learning in digital learning environments

Since Green‘s work on learning strategies and practices of young non-professional musicians (2002), a
lot of research has been done on informal music teaching and learning. One of the questions is, how to
bridge the gap between musical experience of learners every-day life and the music classroom (Hallam
et al. 2018).
The use of information and communications technology (ict) for teaching and learning has been
investigated in various fields of education sciences, also in music education research (for an overview
see Ruthman & Mantie 2018). However, little is known on how ict is used in informal contexts and can
support or impede self-regulated music learning.
musicalytics focuses on the strategies of learners in informal e-learning environments. In order to do so,
computer scientists and music educators work together to create a set of data collection tools derived
from the educational data mining und learning analytics‘ fields of research. Those tools fit the need of an
investigation of informal music learning: since there are no limits in the choice of digital learning
resources, capturing log files of specific software would probably miss parts of the learning process. It is
rather necessary to find holistic ways of data acquisition, which are potentially able to capture every
visible detail of learning behavior, regardless of the software used. Our approach is to record the whole
screen of the users‘ devices and automatically generate log files from these recordings for later analysis.

Philipp Krieter1, Andreas Lehmann-Wermser2, 
Julia Finken1, Andreas Breiter1, Benjamin Weyel2
(left to right)
1 Institute for Information Management Bremen (ifib)
2 Hanover University of Music, Drama & Media

References
Green, L. (2002). How popular musicians learn: a way ahead for music education. Aldershot: Ashgate • Hallam, S., Creech, A., & McQueen, H.
(2018). Pupils’ perceptions of informal learning in school music lessons. Music Education Research, 20(2), 213–230 • Mayer, R. E. (2001). Multimedia
Learning. Cambridge: Cambridge University Press • Ruthmann, A., & Mantie, R. (Ed.). (2017). The Oxford handbook of technology and music
education. New York: Oxford University Press • moodle 3.5 (2018). retrieved rom https://moodle.org/ • Schraw, G. (1998). Promoting general
metacognitive awareness. Instructional Science, 26, 113–125 • Wiley, D. A. (Ed.). (2002). The instructional use of learning objects. Bloomington:
Agency for Instructional Technology – Association for Educational Communications & Technology

The log data from different sources is then
analyzed together to infer learning behaviour and
to find traces of learners‘ meta-cognitive strategies
(Schraw 1998).
The definition of log events of interest can be
done even after collecting data, as the video
material can be reused to find different events.
This makes our approach flexible; in case that
during the analysis it becomes obvious that other
log data is actually needed to answer a specific
question, there is no need to collect data again.
With this methods for data collection and analysis,
we hope to make informal and electronic music
learning more visible to help instruction designers
and teachers. Furthermore, the novel methods of
data collection can contribute to the scientific
fields of educational data mining.

During the course in the music schools, we collect
data from various sources. Moodle collects data of
user actions inside the LMS. In addition, the
participants' screens are permanently recorded.
These screen recordings are automatically
analyzed to generate log data through applying
computer vision and machine learning methods.
This approach has some major advantages. The
method is not dependent on implementing log
commands in applications’ source code and is for
that reason applicable to ”all” application and
systems events that occur on the user’s mobile
screen, extending the logging capabilities from
rather general system information to in-app
interactions.

We use the learning management system (LMS)
moodle (2018) to compose different learning
objects (Wiley 2002) from diverse resources. We
include a set of different multimedia/multitextual
and interactive material to foster positive effects
of digital learning (Mayer 2001). The actual
learning happens in an two-environmental setup.
On the one hand, learners are visiting a weekly
course in a co-operating music school. Here,
learners can get introductions to new topics and
technical assistance. On the other hand, they use
the provided tablet devices and headphones for
learning at home.
The learning management system should – at
best – encourage students to learn the way they
want to. The non-linear, hypertextual structure
encourages learners to go their own paths.

Publications
Weyel, Benjamin, Lehmann-Wermser, Andreas, Krieter, Philipp (2018): Musicalytics - Musikalisches non-formal situiertes Lernen in digitalen
Lernumgebungen. Presentation at Musik und Multimedia 2018, Wolfenbüttel

Krieter, Philipp, Breiter, Andreas (2018): Analyzing Mobile Application Usage: Generating Log Files from Mobile Screen Recordings. In Proceedings
of the 20th International Conference on Human-computer Interaction with Mobile Devices & Services, MobileHCI ’18, ACM (New York, NY, USA,
2018), (accepted)

Krieter, Philipp, Breiter, Andreas (2018): Know your students' every move: log files for learning analytics from mobile screen recordings. DeLFI 2018,
Frankfurt, (accepted)
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How „infuenced“ am I?

Contact
{allert, richter, schroeder}@paedagogik.uni-kiel.de
{ide, thiele}@kunstgeschichte.uni-kiel.de
Kiel University

The research leading to these results has received fun-
ding from the Federal Ministry of Education and Rese-
arch (BMBF) under grant agreement n° 01JKD1705 and 
was carried out as part of the project: »Onlinelabor für 
Digitale Kulturelle Bildung«. The content of this presen-
tation does not necessarily reflect the opinion of the Fe-
deral Ministry of Education and Research.

 

Kontaktstudium an der CAU  

zu Kiel e.V. 

Guiding Assumptions
Liking – posting – sharing – researching: 
Processes of cultural and aesthetic education 
are closely entangled with the informal use of 
digital media and technologies in everyday 
life. In the realm of social media new forms of 
digital culture are emerging, providing new 
spaces for self-presentation and personal arti-
culation.

Object of Inquiry
The project is focused on the perception, re-
flection and (re-)production of aesthetic arti-
culations within digital everyday practices as 
potential moments of cultural education. The 
main object of inquiry are forms of self-ex-
pression that make use of imagery and verbal 
codes to induce new forms of narration and 
interaction within and across social media.

Research Questions
(Q1) How to analyze cultural educational pro-
cesses in the context of digital everyday 
practices?
(Q2) Which methods are suitable to elicit and 
keep track of digital everyday practices and 
respective educational processes.
(Q3) Which similarities and differences can be 
found in processes of aesthetic perception, re-
flection and (re-)production in digital every-
day practices?
(Q4) What are the implications and prospects 
for (non-)formal digital cultural education?

Participatory Research Approach
The project aims to devise and implement a 
range of participatory research strategies to 
be used both in local research workshops as 
well as in transregional online research 
events. By using a variety of different rese-
arch-impulses, we are engaging in new me-
thods of reflection and documentation and 
encourage participants to explore new mar-
gins of their own aesthetic articulation within 
social media.

Analytic Perspectives
Cultural transformations - emergent forms of 
aesthetic articulation & dimensions of digital 
imagery. 
Personal development & education - emer-
gent forms of informal education & improvi-
sed acts of subjectivation.
Technological transformations - emergent so-
cio-techno practices & auto-operational for-
mations. 

Online Laboratory 
for Digital Cultural Education

<=>
My life in 160 characters

Alternative styles of writing

Why would anyone like that?

Beauty in the „eye“ of an 
algorithm

www.digitalekultur.online
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b. Veränderung der 
Voraussetzungen für kreative 

Prozesse durch digitale Innovation

b. Transformation of the  
preconditions of creative processes 

through digital innovation
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POST-INTERNET ARTS EDUCATION RESEARCH

In recent years, terms such as „post-internet“ and „post-digital“ have been used to de-
scribe digitization in its structural changes and effects of new technologies on a social and 
cultural level. The prefix „post“ emphasizes the omnipresence of digital media and at the 
same time focuses on a new quality of digitality: the – often invisible – transformations 
of the digital into new (power) structures (Cramer 2015). 
The project Post-Internet Arts Education Research investigates current conditions of 
Post-Internet Art in the context of arts education. It combines perspectives of educational 
theory as well as art theory and aims to develop new methods in the field of arts educati-
on. Our initial thesis: We assume that we can reconstruct digitization processes and their 
effects by observing artistic discourses in order to describe the transformation of artistic 
discourses about digitization processes. Post-Internet Art shows profound changes in how 
art is produced, disseminated and received today and how artists in particular deal with 
and develop further new aesthetics considering digitization. This becomes interesting for 
advancing models of practice in educational theory and arts education. 

Research Focus 1 at the Chair of Art Education addresses the conceptual and theoretical 
foundations of Post-Internet Art as art under conditions of post-digital culture. It aims to 
explore Post-Internet Art in its theoretical affiliations, which is differentiated and subs-
tantiated by interviews with artists and analyses of selected artworks. 

Research Focus 2 at the Chair of Aesthetic Education develops a methodological frame-
work which makes it possible to investigate aesthetic practices in the context of Post-In-
ternet Art and post-digital culture. Based on the theoretical foundation of Research Focus 
1, it aims to systematize and analyze the educational potentials of Post-Internet Art re-
ferring to the concept of structural analysis in media education (Marotzki/Jörissen 2009).

Research Focus 1 + 2: The methodological approaches and empirical categorizations de-
veloped by Research Focus 2 will be used to map the field of Post-Internet Art through 
theoretical sampling in order to understand digitization in its anthropological, epistemic 
and critical effects. Research Focus 1 translates the theoretical and empirical findings 
into arts educational discourse as well as into models of transfer in the context of arts 
education.

As part of the research, qualitative interviews are conducted with 
artists closely associated with the term Post-Internet. The inter-
views are scientifically evaluated on the basis of Grounded Theory 
methodology, in order to map and generate categories that allow 
a more precise description of structural aspects of digitization. 
Artistic works are analyzed and examined in an exemplary way 
by focussing on structural aspects of aesthetic practices and their 
educational potential. 

By developing and applying structural analysis, we take a closer look 
at aspects of structuration concerning the digital, such as connec-
tivity, referenciality, circulation, virality, performativity, fluidity, 
(im)materiality, (in)visibility, hybridization, simulation, quantifica-
tion and datafication. Categories important to arts education such 
as relational forms of subjectivity, networked socialities and cul-
tures as well as concepts of critique and agency are re-examined.

Images from top to bottom: 1 Image Campaign „Untitled (Not in the Berlin Biennale)“ for the 9th Berlin Biennale 2016 by Roe Ethridge in collaboration with Babak Rad-
boy and Chris Kraus. Photo: Torsten Meyer // 2 Internet-Tattoo by illustrator Jean Andre: theultralinx.com/minimalistic-tattoos-by-jean-andre // 3 Tweet by ÄNGSTE ZUR 
KUNST @m_kollmer: Google Maps: twitter.com/m_kollmer/status/923497162440192000?s=09 // 4 DIS and Babak Radboy featuring Tilman Hornig: Narrative Devices, 
2016, Video Still: vimeo.com/171915415 // 5 Aram Bartholl: Map at the Solo Exhibition ‚Hello World!‘ at Kasseler Kunstverein, Fridericianum 2013 // 6 Joe MacKay in Lor-
na Mills: Ways of Something – Episode 1, 2014, Video Still: lornamills.ca/waysofsomething // 7 Eva Papamargariti: Soft Touch, 2015, Video Still: vimeo.com/139660276 
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The project analyzes post-digital art scenes generating new 
forms of aesthetic self-appropriation, production, and me-
diation being relevant for the cultural education sector. It 
combines basic research and design as applied research to 
meet the complexity of the fi eld and investigates its results 
by developing innovative concepts for cultural education.

Methodolgy of research

As an interdisciplinary project conducted by researchers with 
backgrounds in media studies, design, media art, and aesthetic 
education we use different methods of research – such as partici-
patory observation, interviews as well as practice-led and perfor-
mative research.

Technologies and tools

The project examines the role of tools, applications, software, 
and hardware in the production of contemporary art and the 
ways it is shared, performed, and experienced within the com-
munity. One goal is to identify technology-based possibilities of 
applying post-digital art practices to cultural education. Based on 
our initial research we will especially focus on physical comput-
ing, virtual reality and the demoscene.

“Cultural education and art education are fundamentally different. Both can intersect but cul-
tural education has a broader meaning. What kind of skills do I really want to or have to con-
vey and mediate regarding the post-digital or digital? What do people ask for: experience or 
knowledge? As a curator I am only partly involved in these questions since I am responsible for 
the exhibitional content.”
(Museum Curator)

Captions

Kick-Off PKKB, DAM Gallery, Berlin, 2018 © Jolanta Paliszewska
Installation View: A Becoming Resemblance, curated by Heather Dewey-Hagborg and Chelsea E. Manning 
(2018), Installation Probably Chelsea by Heather Dewey-Hagborg © Rebecca Scharlach
Installation View: PENDORAN VINCI. Kunst und künstliche Intelligenz heute, curated by peer to space (2018), 
Installation by William Latham © Magdalena Kovarik

Aesthetic practices

To better understand the contexts and practic-
es of post-digital art, observation studies 
document exhibitions, festivals, and work-
shops giving insights on curation and educa-
tion of post-digital art as well as on participa-
tion. Interviews with artists and curators add 
the professional perspective, discourse anal-
ysis in specifi c forums reveals self-appropria-
tion processes.

Analyzing art spaces

By studying art spaces we already found the 
aesthetical and technical interaction between 
artifact and spectator to be a relevant form of 
presenting post-digital art within exhibitions. 
This addresses the intuitive access to tech-
nology by humans as well as the relevance of 
technical interfaces in our culture. We thus aim 
to affi rm the medium by stepping back and 
looking at it as such.

Visualizing the post-digital

An interactive map visualizes the spectrum 
of art spaces giving a platform for digital art, 
classifi ed as physical, digital and creative spac-
es as well as biennials. The map creates prox-
imities between the spaces by highlighting 
their semantic intersections. The data shown 
has been collected and analyzed during the 
fi rst months of the project, it presents a snap-
shot of art spaces, particularly those refl ecting 
post-digital culture.

Formats of cultural education

Based on interviews we initially analyze the im-
portance of cultural education for creating and 
displaying art. In particular we consider the 
way current formats interweave physical and 
digital spaces. The insights we hereby gain will 
be employed to create cultural education con-
cepts that meet the shortcomings we identi-
fi ed. 

“I like working in physical spaces that people can visit but the 
truth is that only so and so many people enter.”
(Postinternet Artist)

“Curatorial work actually is the mediation of the art work. To separate it, means that the 
mediators/facilitators/educators depend on what the curators select and display.”
(Festival Curator)

Post-digital 
Art Practices 
in Cultural 
Education

“Nowadays [Museum] 
visitors like to be active.”
(Museum Curator)

“Post-digital means that there’s a generation of artists emerging 
who consider the analogue as historical or as the new.”
(Festival Curator)

Team: Judith Ackermann, Marian Dörk, Hanne Seitz, Magdalena Kovarik, Benjamin Egger.

http://fh-potsdam.de/pkkb/ 
http://pkkb.fh-potsdam.de/
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c. Digital augmentierte Kreativität

c. Digitally augmented creativity



Musical Interface 
Designs:
Augmented Creativity 
and Connectivity
(BMBF, 2017-2021)

Prof. Dr. Benjamin Jörissen  
Prof. Dr. Michael Ahlers



„aframe Handdrum“ (atv inc.)

https://www.youtube.com/channel/UC738_eXMjpbAVBSzsveyAJQ



„Seaboard + Blocks“ (Roli inc.)

https://www.youtube.com/watch?v=Rlhgbkiq7po



„Linnstrument“ (Roger Linn)

https://www.youtube.com/watch?v=7DzFV0Zyqzc



d.  Kreativität in der „post-
digitalen“ Jugendkultur

c. Creativity and „post-digital“ 
youth culture









3. chinesisch-deutsches Forum:  
Kreativität und Innovationsfähigkeit in der Kulturellen Bildung 

China Soong Ching Ling Foundation 
Stiftung Mercator 

ifa (Institut für Auslandsbeziehungen)  
The China Soong Ching Ling Science & Culture Centre for young people 

Beijing, 12.-15. Nov. 2018

Vielen Dank für Ihre Aufmerksamkeit! 

⾮非常感謝

Prof. Dr. Benjamin Jörissen 
benjamin.joerissen@fau.de 

http://joerissen.name


