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The Scope of Change:  
Digitalization in Culture, Arts, and Education 

1) Cultural Changes

https://en.wikipedia.org/wiki/Bert_is_Evil



„With globally networked digital 

communications, one must be especially 

careful in taking as an offence the legitimate 

cultural practices of another even if they are 

on one’s soil. […] Interpretive practices must 

accordingly recalibrate themselves to the 

conditions of planetary culture.“

Poster, M. (2003). Perfect Transmissions: Evil Bert 
Laden. Television & New Media, 4(3), 283–295. https://
doi.org/10.1177/1527476403253968
(also: http://dc-mrg.english.ucsb.edu/conference/2002/documents/mark_poster.html)

From „Cultural Globalization“  
to „Planetary Culture“

https://doi.org/10.1177/1527476403253968
https://doi.org/10.1177/1527476403253968
http://dc-mrg.english.ucsb.edu/conference/2002/documents/mark_poster.html


Digital Culture & Society
Open Access: http://digicults.org/issues/

Everyday Culture:


- communication, 
consumption, work, play


- algorithms changing self-
expression, usage & 
meaning of memory, 
modes of gathering 

(sociality), decision making


- on all levels: affectivity, 
aesthetics, and knowledge



Reckwitz, A. (2017). The Invention of Creativity: 
Modern Society and the Culture of the New (1.; S. 

Black, Trans.). Malden, MA: Polity.

Creativity

as a


„dispositif of power“ 

& as an  

everyday imperative

in an 


aestheticized

society



>>>

Arts education has 
to develop its own 
strenghts in order to 

support digital 
empowerment in a 
changed world.



The Scope of Change:  
Digitalization in Culture, Arts, and Education 

1) Cultural Changes


2) Changes in & of the Arts


Screenshot: Holly Herndon & Jlin (feat. Spawn) – Godmother  
Quelle: https://youtu.be/sc9OjL6Mjqo (Datum: 10.6.2020)

https://youtu.be/sc9OjL6Mjqo


Menkman, R. (o. J.). Institute of Network Cultures | No. 04: The Glitch Moment(um), Rosa Menkman. Amsterdam: 
Institute of Network Cultures. Retrieved from http://networkcultures.org/blog/publication/no-04-the-glitch-momentum-

rosa-menkman/


From Digital to Post-Digital Art



„to create 

projects which 

move seamlessly  

from  

physical 

representation to  

Internet 

representation“ 


Artie Vierkant, The Image Object 

Post-Internet (2010)
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From Digital to Post-Digital Art
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Audio-ballistic analyses
as evidence and art:
The „politics of sound and silence“ in
Lawrence Abu Hamdan: Earshot (2016)
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https://forensic-architecture.org/methodology/audio-analysis http://namjunepaikaward.org/en/kuenstler/lawrence-abu-hamdan



technological mimesis 

of artistic creation


using 

deep reinforcement 

learning






Screenshot: Holly Herndon & Jlin (feat. Spawn) – Godmother  
Quelle: https://youtu.be/sc9OjL6Mjqo (Datum: 10.6.2020)

artistic creation


as hybrid


aesthetic decision-


making

https://youtu.be/sc9OjL6Mjqo




>>>

Arts education has 

to embrace 
contemporary 

changes in artistic, 
aesthetic and 

creative practices.



The Scope of Change:  
Digitalization in Culture, Arts, and Education 

1) Cultural Changes


2) Changes in & of the Arts


3) Changes in & of Education



a) E-Learning meets learning analytics & ai

Lehmann-Wermser, A., Breiter, A., Finken, J., Weyel, B., Viertel, M., & Krieter, P. (o. J.). 
Schlussbericht. Musicalytics. Musikalisches non-formal situiertes Lernen in digitalen 

Lernumgebungen, p.9 (Translation: BJ) 
see also: Lehmann-Wermser, A., & Breiter, A. (Hrsg.). (2021). Computer Based Assessment 

and Feedback in Music Education. Hochschule für Musik, Theater & Medien.

„Intelligent Tutoring Systems (ITS) and other learning 

support systems are already working with artificial 

intelligence to analyze learning paths in digital 

environments and generate recommendations for 

further action. For example, subsequent content is 

recommended based on prior learning behavior. 

With the help of this technology, music-related 

content could be taught just like content in other 

subjects, especially in the context of out-of-school, 

informal, or lifelong learning.“



Y

b) Educational Influencers &


Online (Arts) Education on the rise

Scott’s Bass Lessons

Yt-Channel & Music School


1 Million Followers

Adam Neely

Music Theory & Practice


1.6 Million Followers

Hainbach

Experimental electro-acoustic 

composer and performer

155.000 Followers



https://www.rat-kulturelle-bildung.de/fileadmin/user_upload/pdf/Studie_YouTube_Webversion_final.pdf

N = 800 
(age 12-19)

„The classic educational constellation of 
teaching, learning and knowledge is 
fundamentally changing as a result of 

digitisation.“

„YouTube is the leading medium and digital 
cultural venue for young people.“

„Web videos are stimulating for young people 
to become culturally active themselves.“

„YouTube vs. classical educational institutions: 
Young people identify strengths and 

weaknesses.“

very important

important
rather not important

absolutely not important

don’t know

Importance of Youtube-Videos with regard to school-related Issues

b) Educational Influencers &


Online (Arts) Education on the rise



c) Gadgets and „digital things“ becoming 
part of formal, non-formal & informal creative 

learning & empowerment

(some chapters in english!)

https://womensaudiomission.org/



>>>

Arts education needs 
organizational and 

professional development 
in order to adapt to 

changes in education and 
to find its own (creative 
& cricital) voice regarding 

these changes.



>>>

Arts education needs 
organizational and 

professional development in 
order to adapt to changes 
in education and to find its 
own (creative & cricital) 
voice regarding these 

changes.

>>>

Arts education has to 
embrace contemporary 

changes in artistic, 
aesthetic and creative 

practices.

>>>

Arts education has to 

develop its own strenghts 
in order to support digital 

empowerment in a 
changed world.

Culture Arts Education
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Understanding Digitality:  

Insights from recent research in  
Arts and Cultural Education



• 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-meta.fau.eu/

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



How should a „virtual museum 
of the future“ look like?

How do social media change our 
relationship to the [urban] spaces 

we live in?

Anyone can write a review on 
literature and art online today:  

How does this change the way we 
deal with culture?

How is digital technology 
changing the way people create 

and curate  
art and culture?

Making music with Apps:  
What's new with it?

Playing music together over wifi: 
Musical Education in post-digital 

communities.

Chances and limits of an online 
platform to collectively explore 
the diversity of digital cultures

How does digitalization change the 
program of arts & cultural education 

at adult education centres?

Making music with silicone 
and software: How digital  

materialities change creativity.

 What new possibilities do music 
apps offer people with 
(complex) disabilities?

Dancing algorithms: How digital tools 
can change dance practices.

Which opportunities does  
e-learning offer for musical 

learning?

How are (post-internet) art 
changing arts education?

Cultural youth education and the digital 
challenge: How young people and 

institutions deal with it.



Understanding Digitality

1) Care to understand digitality

2) Understand (post-) digital culture(s)

3) Initiate transformative organizational 

and professional learning



Understanding Digitality

1) Care to understand digitality & 
alternative medialities/materialities* 

*other than those „your“ art is based upon



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

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

Ahlers, M., Jörissen, B., Donner, M., & Wernicke, C. (Hrsg.). (2022). Digitale 
Infrastrukturen populärer Musikkulturen. Bildung, Medialität, Materialität. Olms.



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

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

„music-making things“*

„musicking things“

*Ismaiel-Wendt, J. (2016). 

post_PRESETS: Kultur, Wissen und 

populäre MusikmachDinge. Olms.

Ahlers, M., Jörissen, B., Donner, M., & Wernicke, C. (Hrsg.). (2022). Digitale 
Infrastrukturen populärer Musikkulturen. Bildung, Medialität, Materialität. Olms.



„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



Strukturanalysemodell für
digital-materielle MusikmachDinge V. 1.3

Affordanz-Struktur

Situativität

Raum & Spacing

Mobilität

konzeptuelle (notwendige)
supplementäre Ding/Raumarrangements

Funktionalität

supplementäre Elemente

Behelfselemente (z.B.
Rollen, Griffe)

technische Interfaces (→
digitale Konnektivität)

konstitutive Elemente

Musikmach-Interface

Programmier-Interfaces

Aktuator-System(e)

Algorithmen

Daten

Hybriditätsmodi

fix

präferiert

offen
(Werk-) Materialität

ökonomische
Wertigkeit

ökologische
Wertigkeit

Produktgestaltung

→ haptische
Performanz

"fancyness" Kommunikations-Struktur

technische
Vernetzung

Software-Protokolle

aktionale Vernetzung

soziale Vernetzung

Sharing von
Musikmach-Produkten

Sharing von
Programmier-Produkten

Performanz-Struktur

akustische Performanz

compliant

non-compliant

körperlich-räumliche Performanz

visuelle Performanz

haptische Performanz

Wissens- und
Gedächtnis-Struktur

Selbstvermittlungs-
Struktur

built-in

Supplementäre
Artefakte Online-Angebote

Newsletter

ästhetisches Wissen

Formen

Genres

habituell relevante Artikulationen
(Stil/Geschmack)

Presets

prozedurales
Wissentransaktionales

Deutungswissen

Temporalitäts-StrukturVersionalität/immanente
Generationalität

Obsoleszenz

Mortalität
Historizität/exmanente

Generationalität

affordance connectivity

performativity

implicit 
knowledge

temporalities

situational

functional material

technical
actional

social

aesthetic

pragmatic
trans-
actional

mortality

obsolescence

versionality

historicity

Main outcomes of the conducted 
Comparative Qualitative Design-Analysis



multidimensional

one-dimensional

vs.

Aspect: Responsivity (to bodily interaction)

Main outcomes of the conducted 
Comparative Qualitative Design-Analysis



broad(rather) narrow vs.

Aspect: Aesthetic Range/Spectrum 

Main outcomes of the conducted 
Comparative Qualitative Design-Analysis



Fun (instant creation)


Augmentation (present)


Attention Economy


Affection

Work (slow achievement)


Potentiality (future)


Expertise


Ambivalence

vs.

Aspect: Mode of Interpellation/Subjectification

Main outcomes of the conducted 
Comparative Qualitative Design-Analysis



inspired by cult. heritageculturally indifferent
ostentative culturally diverseculturally situated

vs.

vs.

Aspect: Cultural Situatedness

Main outcomes of the conducted 
Comparative Qualitative Design-Analysis



Main outcomes of the conducted 
2 years field-research with 32 partipicants 

(who could borrow any  
equipment they chose)

Midakuk TPE: beobachtetes Feld im Überblick (ohne Dropouts); vgl. auch Donner und Jörissen 2022.

musical 
craftsmanship

affective/
emotional 
orientation

artistic life /
aesthetic 

care of self

aesthetic 
explorers

technological 
explorers

outcome-
oriented 

(hybrid/pop)

outcome-
oriented 

(Club/EMP)

Identified types of  
musical orientation



Main Results:


1) Some digital instruments/

„musicking things“ are able to 

support a very broad diversity of 

musical goals, habits and artistic 

attitudes.


2) The structural properties of digital 

musical instruments are closely 

related to these habits 


3) Traditional music schools (in 

Germany!) rather support only a 

fraction of these orientations.


4) The typology of attitudes developed 

in the research process allows for 

the development of more inclusive 

digital musical and sonic education 

programs for a broader audience. Midakuk TPE: beobachtetes Feld im Überblick (ohne Dropouts); vgl. auch Donner und Jörissen 2022.

musical 
craftsmanship

affective/
emotional 
orientation

artistic life /
aesthetic 

care of self

aesthetic 
explorers

technological 
explorers

outcome-
oriented 

(hybrid/pop)

outcome-
oriented 

(Club/EMP)

Identified types of  
musical orientation



>>>

Insights into digital 
technologies and 

practices may foster a 
more inclusive arts 

education and 
contemporary modes of 

expression.



Understanding Digitality

1) Care to understand digitality

2) Understand (post-) digital culture(s)



a) New models: "influencers" and  
(micro-) generational aesthetic shifts



a) New models: "influencers" and  
(micro-) generational aesthetic shifts



#hashtag-driven  
„everyday-politics“



#hashtag-driven 
Body Politics



Susanne Keuchel & Benjamin Jörissen


Anna Carnap, Felix Fischer, Steffen Riske, 

Karoline Schröder, Viktoria Flasche


in Kooperation mit Horst Pohlmann,  

Akademie der Kulturellen Bildung Remscheid

DiKuJu


(Post-) Digital Cultural 

Youth Worlds - 

Development of new 

methodological tools to 

advance research on Arts 

and Cultural Education in 

the digital and post-digital 

world. 


(BMBF, 2016-2019)

Youth-„BarCamp“ conducted at the Academy of Arts and Cultural Education 

in Remscheid, Germany

b) Shifts of artistic/creative practices in relation 
to traditional genres of arts education



1. Post-digital transformations of 

(aesthetic/artistic/creative) modes 

of articulation and experience

Selected outcomes of the conducted  

online-ethnography

DiKuJu


(Post-) Digitale kulturelle  

Jugendwelten


(BMBF, 2016-2019)

b) Shifts of artistic/creative practices in relation 
to traditional genres of arts education

1.a Post-digital Transfer of 

traditional aesthetic practices 

into the digital realm

„Biggest german virtual choir“



1. Post-digital transformations of 

(aesthetic/artistic/creative) modes 

of articulation and experience

Selected outcomes of the conducted  

online-ethnography

DiKuJu


(Post-) Digitale kulturelle  

Jugendwelten


(BMBF, 2016-2019)

b) Shifts of artistic/creative practices in relation 
to traditional genres of arts education

1.b "Emergence": 

appearance of new digital-

aesthetic forms of practice 

Live music coding using the Sonic Pi platform



1. Post-digital transformations of 

(aesthetic/artistic/creative) modes 

of articulation and experience

Selected outcomes of the conducted  

online-ethnography

DiKuJu


(Post-) Digitale kulturelle  

Jugendwelten


(BMBF, 2016-2019)

b) Shifts of artistic/creative practices in relation 
to traditional genres of arts education

1.c „Revival“: decidedly non-

digital practices exhibiting  a 

"retro" character (but staged 

on internet platforms)

„Marble machine“ (video series)



1. Post-digital transformations of 

(aesthetic/artistic/creative) modes 

of articulation and experience

2. Post-digital transformations of  

a) modes of communication and  

b) modes of staging:  

Abolishing the difference between 

on- and offline practices

3. Post-digital transformation at 

the level of a) social forms and 

b) cultural orientations 

(transculturalization). 

Selected outcomes of the conducted  

online-ethnography

DiKuJu


(Post-) Digitale kulturelle  

Jugendwelten


(BMBF, 2016-2019)

a) „Meme“ as a principle of communication


b) Vlogs, Tutorials, DIY, Hauls, Let’s Play as 

modes of staging

a) unstable/instantaneous networks (e.g. 

smart mobs)  


b) e.g. furry, quilting, manga, cosplay

b) Shifts of artistic/creative practices in relation 
to traditional genres of arts education

a) Transfer; b) Emergence, c) Revival



Susanne Keuchel & Benjamin Jörissen


Anna Carnap, Felix Fischer, Steffen Riske, 

Karoline Schröder, Viktoria Flasche


in Kooperation mit Horst Pohlmann,  

Akademie der Kulturellen Bildung Remscheid

DiKuJu


(Post-) Digital Cultural 

Youth Worlds - 

Development of new 

methodological tools to 

advance research on Arts 

and Cultural Education in 

the digital and post-digital 

world. 


(BMBF, 2016-2019)

„art 2.0“„#OnStage“

„#Poetry“

Net 
Activism

ESPORT

Games XP

b) Shifts of artistic/creative practices in relation 
to traditional genres of arts education



Postdigitale Kulturelle Jugendwelten
Prof. Susanne Keuchel, Prof. Benjamin Jörissen, Nadine Bauer, Anna Carnap, Felix Fischer, Viktoria Flasche, Horst Pohlmann, Steffen Riske & Karoline Schröder 
Verbundprojekt: Institut für Bildung und Kultur Remscheid (Teilprojekt 1) / Friedrich-Alexander-Universität Erlangen Nürnberg (Teilprojekt 2)

➔ Postdigitale künstlerische Autor*innenschaft verweist (mit generationalem Wandel zunehmend) auf post-anthropozentrische, sozio-technische Hybrid-Subjekte (kollektiv, vernetzt,
algorithmisiert).

➔ Der Einfluss von Steuerungsmechanismen, wie z.B. Algorithmen, auf (informelle) kulturelle Bildungsprozesse ist nicht eindeutig bewertbar: Wie lassen sich Algorithmen als Akteure in
Kreativ- und Sozialprozessen systematisch-empirisch herausarbeiten und interpretieren?

➔ Digitalisierung hebt Bildungschancenungleichheit im analog-digitalen kulturellen Raum nicht auf.
➔ Analog-digitale künstlerisch-kreative Aktivitäten müssen im Sinne der kulturellen Teilhabe ebenso unterstützt werden wie Analoge.

Hintergrund: Die Digitalisierung verändert die gegenwärtige Gesellschaft auf globaler Skala. Sie ist
nicht nur eine technische, sondern eine kulturelle Transformation, die in hohem Maße mit
Ästhetisierungseffekten einhergeht und auf diesen beruht.

Forschungsvorhaben: Das Projekt untersucht erstmals ausführlich, wie sich der digitale Wandel auf
die aktuelle künstlerisch-kreative Praxis, Bildung und Teilhabe junger Menschen ausgewirkt hat.

Mixed-Method Forschungsdesign:
● repräsentative quantitative CAPI Befragung von 2067 14-24 Jährigen deutschlandweit (TP1)
● inhaltsanalytische Auswertung von Expert*inneninterviews mit professionellen Akteur*innen der 

Kulturellen Bildung (TP2)
● Praktikenanalyse ausgehend vom „Netzwerk” als Paradigma: ethnografische Recherchen in 

Online-Netzwerken und auf einem “Digitalfestival”; das „Barcamp“ als netzwerkbasiertes 
Erhebungsinstrument; transaktionale Interviews mit Fokus auf die Vernetztheit und 
Verschränktheit von Medien, Subjekten, Materialitäten und Praktiken (TP2)

Forschungsfrage
Wie verändern sich künstlerisch-kreative Aktivitäten junger 

Menschen durch digitale Medien?

In klassischen (westlichen) Formen individualisierter kreativer Praxis erscheint das Kreativsubjekt zugleich als
Expertise-Subjekt eines spezifischen (ästhetischen) Wissens, Könnens und Urteilens. Der kreative Prozess
erscheint dann als innersubjektives Entscheidungsgeschehen, das sich in der wirkenden
Auseinandersetzung und Arbeit am Werk artikuliert. Wissen und Können beziehen sich dabei auf
historische, institutionalisierte diskursive ästhetische Praxen (z.B. „Künste“).
In post-digitalen Formen kreativer Praxis erscheint – idealisiert dargestellt – die ästhetische Expertise
hybridisiert (implizites ästh. Wissen von Softwares, Apps und Gadgets); der Kreativanreiz
gouvernementalisiert (Kreativitätsimperativ, Aufmerksamkeitsökonomie); die institutionellen Praktiken
weichen erheblich fluideren Formen: Memes, Remix-Materialien, Plattform-Trends (z.B. Influencertum).

Veränderte Kreativpraxen (TP2)

Teilhabe, Zugänge  & netzpolitische Gestaltungswünsche 
(TP1)

Schlussfolgerungen & Desiderate

Das Barcamp als Erhebungsinstrument 

Rekonstruktion von Modi ästhetischer Medienpraktiken 
von Jugendlichen im (post-)digitalen Zustand:

Das Barcamp: 
● Konferenzmethode aus der Luft- und 

Raumfahrtforschung;
● ist im Kontext digitaler Medienkultur etabliert;
● nach Interesse werden “Sessions” vorgeschlagen 

und in Kleingruppen durchgeführt; 
● kollektive Bildung von Relevanzordnungen;
● Themen durchlaufen performative und situative 

Gruppen-Evaluierung.

Alle Bildrechte liegen beim Projekt. 

Kulturelles Interesse der 14-24 Jährigen 
(starkes/sehr starkes Interesse)

Einstellungen zur Netzpolitik der  14-24 Jährigen 
(stimme voll zu/stimme voll und ganz zu)

1. massenmedialer Modus: 
Vorbilder bspw. 

Fernsehformate oder 
Chartmusik; instrumenteller 
Zugriff auf digitale Medien; 

z.B. Session “Talkshow Liebe”

2. explizit digitaler 
Modus: digitalbezogenes 
Medienhandeln; digitale 
Expertise und Reflektion;

z.B. Session “E-Sports”

4. inkorporiert digitaler 
Modus (postdigital II): 

digitalstrukturiertes 
Handeln, Unterscheidung 

digital - analog wird 
überflüssig; 

z.B. Session “On Stage” 
oder “Lachyoga”

3. implizit digitaler Modus 
(postdigital I): 

digitalbezogenes Handeln 
auch ohne digitalen 

Medieneinsatz;
z.B. Session „Creepypasta” 

oder „Exit Rooms”

● Es besteht Chancenungleicheit bei der 
kulturellen Teilhabe, z.B. durch formale 
Bildung oder die finanzielle Situation.

● Junge Bevölkerungsgruppen nutzen digitale 
Räume vor allem für kulturelle Rezeption, 
jedoch sind vergleichsweise nur Wenige 
jenseits der vorgegebenen Pfade von 
Online-Plattformen künstlerisch-kreativ 
gestalterisch im Digitalen unterwegs. 

● Jugendliche und junge Erwachsene 
wünschen sich stärker regulierte digitale 
Räume und fordern z.B. die gleichen Regeln 
für das Miteinander in digitalen Welten, die 
auch im analogen gesellschaftlichen Leben 
gelten.

● Öffentlich gefördertes Wissen und Kultur 
soll nach Forderung der Befragten verstärkt 
digital zugänglich gemacht werden und 
künstlerische Einrichtungen sich hier besser 
aufstellen.

● Das eigene enge, soziale Netz ist am 
wichtigsten bei der Suche nach neuen 
(kulturellen) Angeboten: Empfehlungen von 
Freunden und Familie sind neben eigener 
Recherche die häufigste Informationsquelle.

● Die Begleitung bei Kulturbesuchen von 
informellen Partnern (Eltern, Freunden) und 
formalen außerschulischen Partnern 
(Jugendzentren, Vereine) hat deutlich 
zugenommen .

Production/reception

are intertwined

App (TikTok) enforcing 
non-controlled visibility

Algorithm as actant 
(networking, ranking)

mode of action: augmented, 
collaborative, collective

„onscreen“ + „in life“ = 
„onlife“ (hybrid)

c) New hybrid forms of 
distributed creativity

Digitally Augmented Aesthetic Decision Making:  
Casestudy „Lara, Lara & Friends making a TikTok Video“ 



Choice of 
preferred games 

(Minecraft)

merging aesthetic 
possibilities of  

TikTok (Network, Dance) with 
Minecraft (Avatar, Dance)

using smartphone-camera 
instead of screen-capture 

(imperfect, authentic)

Choice 
of preferred Social 
Network (TikTok)

What is worth being 
seen/heard/„liked“?

Digitally Augmented Aesthetic Decision Making:  
Casestudy „Lara, Lara & Friends making a TikTok Video“ 

Personalized Ranking 
Algorithms, Hashtags,


Social Feedback System

Models & Crafting Tools: 
Spatiality, Materiality, Body 
Shapes (Avatars), Gestures

Image Optimization & 
Compression Algorithms

Youth-Cultural 
Style (Pixel/Retro, 

Miminal, Cute)

What does an 
appealing photo/video 

look like?

Aesthetic Actors  
(Tech)

Aesthetic Actors 
(Human)

Aesthetic 
Decisions

Post-digital Youth Culture 
(online-practices, networked 

decisions for popular 

Collective (Peers)  
+ Individual 

Post-digital Youth Culture  
(normalized use of 

smartphone cam as 
communication means) + 

Individual

Course 
of Action

(peer-cultural 
practice of 

using 
minecraft) (peer-cultural 

practice of 
using Tik Tok)

1: Lara meets 
„Internet best 

friends“ for 
minecraft-

session 2: girls staging 
dance 

performance in 
minecraft

3: Lara uses  
Tik Tok-app to 
videotape the 
performance 4: Lara adds 

standard 
soundtrack 
provided by  

Tik Tok5: Lara uses  
Tik Tok App to 
videotape the 
performance 6: Lara 

uploads video 
to Tik Tok 

using 
Hashtags

choosing ironic 
soundtrack referring to youth 

cultural practices

Tik Tok

Minecraft

Smartphone

Aesthetic 
Decisions

Jörissen, B., Schröder, K., & Carnap, A. (2022). Creative and artistic learning in post-digital youth culture: Results of a qualitative study on 
transformations of aesthetic practices. In A. Kraus & C. Wulf (Hrsg.), The Palgrave Handbook of Embodiment and Learning (in print). Palgrave.

c) New hybrid forms of 
distributed creativity



>>>

Insights into cultural shifts and 

new aesthetic practices of 
younger generations are crucial 

for an understanding of how arts 
education help telling 

empowering from undesirable 
effects of digitalization. 



>>>

Insights into cultural shifts and new 

aesthetic practices of younger 
generations are crucial for an 

understanding of how arts education 
may tell empowering from undesirable 

effects of digitalization.  

>>>

Insights into digital technologies 
and practices may foster a more 

inclusive arts education and 
contemporary modes of 

expression.



Understanding Digitality

1) Care to understand digitality

2) Understand (post-) digital culture(s)

3) Initiate transformative organizational 

and professional learning



Puentedura, R. R. (2013, Mai 29). SAMR: Moving from Enhancement to Transformation. Proceedings of the 2013 AIS ICT 
Management and Leadership Conference. 2013 AIS ICT Management and Leadership Conference, Canberra, Australia.

avoid this → 

achieve this → 

Initiate transformative organizational and professional learning

using e.g. the SAMR-Model



Thank you!
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