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Chances

Digitality as a new 
means of individual  
cultural expression

Available new tools for 
creation & learning

Archives, access to 
regional/glocal ICH, 

TEK, and other forms 
of heritage

Enabling glocal & 
global connection and 

cultural encounters
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Challenges

Participatory divide:  
who creates and owns 

algorithms?

Access: whose  
heritage is being curated, 

archived,  
made accessible?

Commodification of 
culture & individuality as 

data within closed 
platform economies 

Environmental effects of digital technology 
(material – rare earths, toxic waste  

& energy/CO2-costs)
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Opportunities 
for Action

Fostering participatory 
curating and archiving 

practices!

Teaching participatory design 
of new ways for sustainable 

ways of life and use of 
resources!

Fostering diverse, 
culturally sensible ways of 
perceiving and sensing!

Engaging in the arts & 
aesthetics of 

algorithmic creation!
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Navigating the Future:  
What Does Today's Research Tell Us About 

Digitality in Culture & Arts Education?
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1. Digitalization is a process of deep 
cultural transformation:  
Digitalization and cultural traditions, 
perceptions, aesthetics, belief systems 
and epistemologies are intertwined.

LEE, Juho (2022): Media articulation as a form of neoliberal governmental self-technology: "Aegyo" as a cuteness 
performance in Facebook profile pictures of South Korean students. Univ.-Diss., FAU Erlangen-Nuremberg


LEE, Juho (2022): Media articulation as a form of neoliberal governmental self-technology: "Aegyo" as a cuteness 
performance in Facebook profile pictures of South Korean students. PhD-Thesis, FAU Erlangen-Nuremberg
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In der Tabelle unten (Tab. 3) werden die in den beiden Artikeln genannten Aegyo-Repertoires 

nur in visueller Form zusammengestellt.  

Abb. 83-86 „How to Do Aegyo (Cute in Korea): 4 steps with pictures“ auf „Wikihow”  

(Aufruf am 17.08.2020. - Screenshot) 

 

Abb. 87 Ergebnis der Google-Suche mit dem Suchbegriff »How to Aegyo« 

(Aufruf am 30.12.2020. - Screenshot) 

 

Downloaded on Mon Oct 31 15:57:14 CET 2022 by Benjamin Jörissen

Downloaded on Mon Oct 31 15:57:14 CET 2022 by Benjamin Jörissen

https://ucace.fau.de


Prof. Dr. Benjamin Jörissen 
UNESCO Chair in Arts and Culture in Education 

https://ucace.fau.de

2. Digitalization 
leads to (varying) 
hybrid forms of 
creativity –  
with algorithms, 
softwares, and 
devices as powerful 
instances/actors.

377

Fig. 1 Hybrid creative practices using the example of the case vignette ‘Lara 
and Lara’

synchronously to music or spoken dialogues in the computer world of the 
online multiplayer game Minecraft. !e videos "icker and abruptly change 
brightness and color. Lara and Lara staged them in collaboration with their 
Internet Best-Friends on Minecraft and took a video of this in-game perfor-
mance directly o# their computer’s screen using their smartphones. !e short-
est videos are part of a hybrid creative practice in which “human and 
non-human actors” (Nohl, 2014, p. 29) are signi%cantly involved as follows:

 1. !e multiplayer online platform Minecraft, on whose servers the %lmed 
events are interactively staged, has a speci%c a#ordance character that is 
attractive to young people due to its combination of manageable, reduced 
(retro) pixel aesthetics on the one hand and highly developed but easy-to- 
use crafting tools on the other hand (Niemeyer & Gerber, 2015). Creative 
actions can already be understood on this level as a socio-technically dis-
tributed process (implicit aesthetics and encoded action possibilities).

 2. A socio-technical network emerges centered around the hashtag Minecraft 
on the platform TikTok in the form of a di#usely delimited collective that 
tends to be globally connected. From an ontological point of view, such a 
hashtag network consists, among other things, of actant-actor interactions 
of network protocols, data formats, and (prod-) user interactions (Galloway 
& !acker, 2007), as well as ‘memes’ that possess both an aesthetic con-
nectivity and a performative challenge character and are thus an essential 

 Creative and Artistic Learning in Post-digital Youth Culture… 

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 (Eds.), The Palgrave 
Handbook of Embodiment and Learning (pp. 367–382). Palgrave Macmillan. https://doi.org/
10.1007/978-3-030-93001-1_23
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3. Digitalization opens up new opportunities for 
inclusion, empowerment and unexpected ways of 
engaging with arts and aesthetic practices.

Only one of seven types of empirically found creative digital practices are typically 
addressed by public music schools in germany. 

Donner, M., & Jörissen, B. (2022). Digitale Designs und ästhetische Praxis: Biographische, situative und produktionsorientierte Haltungen 
junger Menschen im Umgang mit materiell-digitalen MusikmachDingen. In M. Ahlers, B. Jörissen, M. Donner, & C. Wernicke (Eds.), 
MusikmachDinge im Kontext. Forschungszugänge zur Soziomaterialität von Musiktechnologie (pp. 231–264). Olms.


Donner, M., & Jörissen, B. (2022). Digital designs and aesthetic practice: Young people's biographical, situational and 
production-oriented attitudes towards material-digital music-making.
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4. Artificial Intelligence affects 
Culture & Arts Education at the 
intersection of AI in Education and  
AI in Arts and Aesthetics, calling for 
participatory design-based research 
on the topic.

AP1.1/1.2:
vorbereitende
Recherchen/
Maßnahmen

Wording

"Workshop" = ext. Expertise primär für AI4ArtsEd-TP
"OpenSpaces" = reflexives Erhebungsformat mit Feldakteuren
"Kurse" = Kurse für Klientel, z.B. Jugendliche
"Klausuren" = Projektinterne Verbundtreffen

AP 1.1
 Exp-Workshop

Diversitätssensible KuBi

AP 1.1
(Theorie-) Exp.-Workshop

erziehungswissenschaftliche
Technikfolgenabschätzung

AP 1.1
Exp.-Workshop

Educational AI Ethics

AP1.5/1.6:
partizipative
OpenSpaces

AP 1.5
OpenSpace
AIED@KuBi 1

Erhebung �  Auswertung

AP 1.5
OpenSpace

AIED@KuBi 3
Erhebung �  Auswertung

AP 1.5
OpenSpace

AIED@KuBi 2
Erhebung �  Auswertung

P 1.5
OpenSpace

AIED@KuBi 4
Erhebung �  Auswertung

AP1.3/1.4:
Produkt- und
Werkanalysen

AP 1.3
Korpusbildung

"kreativitätsorientierte
Enduser-

KI-Awendungen"

AP 1.7
Interne Projektklausur

TP 1, 2, 3

AP .13
Kategorien-

generierendes
Mapping

M 1.3
Dokumentation

AP 1.2
AIED in Art Education:
Policy and Didactics:
Recherche/Korpus

AP  1.2
AIED in Art Education:
Policy and Didactics:

Auswertung

AP 1.2
AIED in Art Education:
Policy and Didactics:

DIskursanalyse

AP 1.6
OpenSpace

AIED@KuPäd 1
Erhebung �  Auswertung

AP 1.6
OpenSpace

AIED@KuPäd 3
Erhebung �  Auswertung

AP 1.6
OpenSpace

AIED@KuPäd 2
Erhebung �  Auswertung

AP 1.6
OpenSpace

AIED@KuPäd 4
Erhebung �  Auswertung

AP 1.4
Korpusbildung

"KI in int.
Kunstdiskursen"

AP 1.7
Interne

Projektklausur  TP 1, 2,
3

AP 1,4
Kategorien-

generierendes
Mapping

TP-AP TP-KP TP-Inf

2024

2025

2026

M 1.4
Dokumentation

M 1.2
Praxispublikation

AP 1.7
Interne Projektklausur

TP 1, 2, 3

AP2.3:
Performance-

Optimierung auf
Hardware

AP1.7:
Austausch

mit
TPEr und TPKö

AP3:
Konzeption &

Implementierung
Core AI Modul

Teilahme Workshop
AP 1.1

M 1.1
Praxispublikation

M2.1
AI-Modul ist

implementiert &
optimiert

M 3.1.a
Konzeption

Core AI
erfolgt

M 1.7
Austausch

erfolgt

AP3:
Konzeption &

Implementierung
Web-App(API

M 3.1
Auftragsvergabe

Web-App
erfolgt

AP 13.1
Kursleiter-Schulung 1

AP2:
Konzeption &

Implementierung
Core AI Modul

AP3:
Konzeption &

Implementierung
Web-App/API

M 3.2
Web-App betriebs-

bereits

AP3:
Konzeption &

Implementierung
Web-App/API

M 1.5
OpenSpaces
ausgewertet

M 1.6
OpenSpaces
ausgewertet

AP4.1:
Kursleiter*innen-

Schulungen
AI Exploration

M 4.1.1-4
Ausgewertet

AP4:
päd.-künstlerisches KI-

Training (alle TP)

AP 4.1.1-4
Kursleiter*innen-

Schulung 1

AP4.3 Feedback-
Klausuren 1-4

M 2.2
Feedback

eingearbeitet

AP 3.1: Konzeption

AP 3.2:
Implementierung

AP 2.2 Identifikation
Trainingsdaten

M 4.2.1-4
Ausgewertet

AP4.2:
Lehrforschungs-EH
AI Exploration  zus.
m. Künslter*innen

AP 4.1.1-4
Lehrforschungs-

einheit 1

AP 2.2  (Re-) Training

4x

AP 13.1
Kursleiter-Schulung 1

AP2:
Konzeption &

Implementierung
Core AI Modul

AP4.4:
Klientel-Kurse
AI Exploration

M 4.4.1-4
Ausgewertet

AP 4.4.1-4
Begleitung & Erhebung

je 2 Kurse parallel

AP4.6 Feedback-Klausur
5-8

M 2.2
Feedback

eingearbeitet

AP 2.2
: Identifikation
Trainingsdaten

M 4.5.1-4
Ausgewertet

AP4.5:
Schulprojekte AI
Exploration mit
Künstler*innen

AP 4.5.1-4
Begleitung & Erhebung

je Schulen/Klassen
parallel

AP 2.2
(Re-) Training

4x

AP5.2:
wissenschaftliche

Auswertung

AP5.4:
Modellerstellung
KI-Medienbildung

für KuBi

AP5.6:
Forschungsdaten-

Aufbereitung

A5.6
Forschungsdaten-

Aufbereitung
OpenSource

M 3.3
Web-App
finalisiert

AP2.3:
Performance-

Optimierung auf
Hardware

M2.3
AI-Modul ist

implementiert &
optimiert

AP2.3:
Performance-

Optimierung auf
Hardware

M2.3
AI-Modul ist

implementiert &
optimiert

TP-AP TP-KP TP-Inf

TP-AP TP-KP TP-Inf

A5.1:
wissenschaftliche

Auswertung

AP5.3:
wissenschaftliche

Auswertung

AP5.5:
Modellerstellung
Research Labs

 KI-Didaktik

AP5.6:
Forschungsdaten-

Aufbereitung

M5.7
gemeinsame
Publikation

AP5.7
gem. Publikation

TP 1+2

M5.1
Publikation

M5.2
Publikation

M5.4
Praxis-

dissemination

M5.51
Praxis-

dissemination

M5.3
Publikation

M5.6
In OA Repository

publiziert

M5.6
In FoDaten-Repository

publiziert

M5.6
In FoDaten-Repository

publiziert

M 1.8
gemeinsame wiss.

Publikation

M4.7
Worksheet-Bundle

f. myow.org

„AI4ArtsEd“ - including educational 
researchers, applied informatics, 
teachers, students, and artists 
(pending application)
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5. Professional and 
organizational development  
is beginning, but still a huge 
challenge with many pitfalls.

Findings e.g.:  

Knowledge about digital media & 
digital youth culture central to 
success, 

„Circle of doom“: lack of 
knowledge → experienced 
fruitlessness of digital C&A Ed. →  
digital alienation

Krämer, F., & Jörissen, B. (2023). Digitalisierung in der kulturellen 
Bildung: Theoretische und qualitativ-empirische Metaperspektiven. 
In B. Jörissen e.a. (Eds.), Digitalisierung in der Kulturellen Bildung: 
Erträge gegenwärtiger Forschung (p. im Druck). kopaed.
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Recommendations: 
stepping ahead and beyond
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1. Professionalization on (Post-) 
Digital Culture and Aesthetics 
throughout the area!

i.e. organizational and professional 
development enabling change-
oriented mindsets based upon 
knowledge and experience 
regarding (post-) digital culture, 
digital tools & possibilities

Practicioneers and Researchers discussing 
organizational development at the Main Conference of 

the Association of German Music Schools, 2022
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2. New alliances between the arts, 
education, and technology!

The contemporary arts are our allies. 
Strengthen the connection to artists and 
aesthetic innovators from arts in all parts 
of the world. Discover & develop 
aesthetics and ethics of digitality and ai, 
from avoiding social/culural biases to 
regarding fair culture principles.

1

Digitisation has permeated every sector of society 
and our lives. It is no longer merely about tech-
nical applications, as it equally relates to cultu-
ral phenomena and practices. !e use of digital 
technologies has also prompted major changes 
in artistic music practice, a field increasingly de-
pendent on technical developments. Music tech-
nologies being used in education has led to pro-
mises of democratisation, challenged concepts 
of music-making and increased the potential for 
participation and inclusion. Indeed, the resources 
and technology generated by current artistic and 
entrepreneurial digital music practice have led 
us to expect innovation in the arts and cultural 
education. Arts education thus brings with it an 
emancipatory potential.

Between the 17 and 18 November 2020, research-
ers looking at digitisation in arts education, 
music educators, and artists as well as manu-
facturers from the cross-genre electronic music 
scene came together to discuss these issues for 
the online conference »Music, Media, Arts Edu-
cation. A Pan European Exchange of Views on 

Research, Praxis and Musical Education in the 
Digital Age« hosted by the Genshagen  
Foundation. With over 140 registrations, the 
event brought together speakers and participants 
from France, Germany and Poland, as well as other 
parts of Europe, to have an inter-professional 
and transnational exchange about the potential 
and the challenges of the digital age for music 
education, teaching and learning.

!e German Federal Ministry of Education and 
Research (BMBF)-funded research projects:  
be_smart, MIDAKuK, MuBiTec and musicalytics 
were the impetus for this conference. In particu-
lar, they highlighted areas for future research to 
improve the incorporation of digital music tech-
nologies in music and arts education. Important 
was to create more inclusive music spaces with 
both classical and digital instruments, as well as 
treating Digital Music Instruments (DMIs) and 
music apps as »real instruments«. !ey too re-
quire new skills to play. Our Eurocentric perception 
of music and aesthetic experience can be a limita-
tion in how we view new music technologies. DMIs 

Résumé 
Music, Media, Arts Education. A Pan-European 
Exchange of Views on Research, Praxis and  
Musical Education in the Digital Age 
November 17-18, 2020

6

MI·MU Gloves is trying to change the way people 
compose and perform music using computers 
by capturing the expressive power of the human 
body. !e gloves are wireless, wearable and ges-
tureable music controllers. Flex sensors measure 
the bend of the fingers and the orientation of the 
wrists, leading to a »sound feedback« from the 
glove, which is programmed using MI·MU’s spe-
cially developed software, without being limited 
to a pre-determined sound set. !e creation of 
the gesture-sound relationships is a big part of 
the creative process.

!e reality is that now computers feature heavily 
on stage. Despite their amazing features, they are 
not great performance tools, as they lack the ex-
pressivity of »natural« instruments. We have also 
reached a point where we assume that buttons 
and sliders are the predominant ways in which to 
produce electronic sound. MI·MU Gloves chal- 
lenge this assumption. One of the di"culties 
faced by MI·MU is accessibility, due to the ex-
pense of making the gloves. 

Stephan Schmitt | Nonlinear Labs, Founder, DE
»It is important to remember that before digitisation 
there was electrification«

Stephan Schmitt has a background in electrical 
engineering. He founded Native Instruments as 
a response to being unsatisfied with the range 
of synthesisers available, which has produced 
some of the biggest commercial sound systems 
and electronic instruments. His passion project, 

however, is the more recent Nonlinear Labs, 
creating the C15 synth. !e C15 contains the pos-
sibility for editing sounds within the instrument, 
rather than linking it up to a computer and other 
software. !e idea is to use it in the same way as 
in more traditional music-making. 

Typically, Nonlinear Labs’ customers are jazz 
musicians and people from the film industry. 
However, an attempt is being made to diversify 
their customers. !ey want to increase access to 
younger people and persuade talented musi- 
cians to use their products by starting a rent-to-
buy scheme. People can pay 2% of the full price 
a month, for example, and give the instrument 
back whenever they want. 

Pascal Joguet | Joué Music Instruments,  
Founder, FR
»I wanted to create a feeling of natural instruments in 
the digital world«

Pascal Joguet was involved in developing one of 
the first multi-touch screens, Lemur, to enable 
electronic musicians to make music and change 
sounds in real time, rather than through a key-
board or a mouse. He founded his company Joué 
in order to use real textures and materials in mu-
sic production again. !e instruments Joué cre-
ates are used in schools and education to teach 
children, and people who do not have access to a 
big piano or guitar, as they are quite compact. He 
is also renting his instruments to schools to give 
more children the opportunity to play music.

Noise Bodies_MUZEUM SUSCH, Chicks on Speed MI • MU Gloves - Music Through Movement, Adam Stark

Stiftung Genshagen: Music, Media, Arts Education. A Pan-European Exchange 
of Views on Research, Praxis and Musical Education in the Digital Age. 

November 17-18, 2020
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3. Participatory research designs for 
faster & more efficient knowledge 
development and transfer!

… because traditional research 
designs tend to take up too much 
time in relation to the speed of 
digital development and change 
(which has once again been 
dramatically accelerated by artificial 
intelligence).

A Research BarCamp with young people on Creativity 
and Digitalization in Post-Digital Youth Culture, Academy 

of Cultural Education Remscheid, 2018
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4. (Re-) invent new fields of 
Culture & Arts Education!
… in order to deepen the 
connection of Cultural and Arts 
Education to Cultural Sustainability 
and Cultural Resilience, new 
practice areas like Sustainable 
Making and Designing and Citizen 
Sensing art projects should be 
established, developed and 
maintained, including developing 
established forms of C&A 
Education.

(cf. Gabrys, J. (2019). How to Do Things with Sensors. University of Minnesota Press. https://doi.org/10.5749/9781452964096 )

https://beedao.zku-berlin.org/
„Beedao“ – documenta fifteen, Kassel/Germany 2022

https://ucace.fau.de
https://doi.org/10.5749/9781452964096
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