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Denmark dk@designskolenkolding.dk

Indkaldelse

Dagsorden

Godkendelse af dagsorden

Dagsorden blev godkendt.

Godkendelse af seneste referat

bilag 2.0_referat Designskolen Koldings aftagerpanel 030317
bilag 1a_ EGN_aftagerpanelet 030317

bilag 2a_DSKD matrix master 2018

bilag 3a_input fra workshops 030317 _aftagerpanelet.

bilag 4a_DSKD kandidatuddannelse 2018 proces og tidsplan
Referat blev godkendt.

Kort orientering om ny udpegningsperiode for repraesentantskabets medlemmer

v. EGN og LWJ
LWJ orienterede om, at der som falge af valg til regionsrad og kommunalbestyrelse

21. november i &r pabegyndes ny udpegningsperiode geeldende fra fgrste
repreesentantskabsmade efter valget — dvs. mgdet fastlagt mandag den 11.
december. Den ny udpegningsperiode geelder for de af repraesentantskabets
medlemmer, der udpeges af en indstillende organisation, jfr. § 3, stk.3 i skolens
vedteegter.

Der vil derfor primo september blive sendt brev til de indstillende organisationer om
gen- eller nyudpegning af medlem(mer) til skolens repraesentantskab.

Status Designskolen Kolding sommeren 2017. Oven pé et jubileeum v. EGN

MDP og EGN orienterede kort om forestdende arbejde omkring forhandling af ny
udviklingskontrakt fra 2018.

Herefter orienterede EGN om:

- en meget vellykket Cumulus, ReDo konference: 350 deltagere; Jubilseumsbog,
visionspublikation og publikation med konferencens proceedings I& klar ved
konferencens start; afgangs- og jubileeumsudstilling blev abnet ved
Kulturministeren og har modtaget meget flotte anmeldelser; der blev

underskrevet en Cumulus Kolding deklaration, som stgtter op om FN’s 17
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verdensmal; Ministeren for udviklingssamarbejde overbragte

Udviklingsministeriets stgatte til deklarationen; mange positive tilbagemeldinger

fra deltagere til konferencens indhold og rammer og skolens milja.

Konferencen forlgb over tre dage og var temalagt i overensstemmelse med

skolens strategiske satsninger: Leg, Social Inklusion og Baeredygtighed. Méalet

for konferencen var at fa sat fokus pa, hvad der skal ReDo’es for at
uddannelser, forskning og design kan fa stgrre impact i fremtiden. Cumulus’
bestyrelse arbejder pa at fa oprettet en fzelles global designfond, der skal
finansieres af de store designvirksomheder. Dette for at f& skabt flere midler til
forskning, udvikling og uddannelse inden for design og for samtidig at fa
etableret en global designorganisation, der kan formidle, hvad design er og
kan. Der arbejdes lige nu pa at fa forslaget pa dagsordenen ved World Design

Summit i Montréal til oktober.

ReDo konferencen leerte os, at:

e ioverensstemmelse med hvad repreesentantskabet ogsa har tilkkendegivet,
sa er relationen mellem teknologi og mennesker en afgarende
problemstilling. Designverdenen skal lzere at forsta og skabe forstaelse for
den teknologiske dimension - kunstig intelligens, robotisering og
automatisering.

e der mangler viden om vores fglelser, hvilket bl.a. har givet udslag i den
demokratiske udvikling. Design skal kunne tage udgangspunkt i det
menneskelige og skabe forstaelse herfor. Design skal kunne skabe
processer fra byplanlaegning, organisering af arbejdspladser til
demokratiske valg, som gar, at brugerne (patienter, klienter,
medarbejdere, kunder, borgere) faler, at de selv er med til at forme
udviklingen.

e ingen ved rigtigt hvad veerdien af design er! Designverdenen skal derfor
blive meget bedre til kort og praecist at kommunikere veerdien af design.

¢ FN malene kan blive en lgftestang i arbejdet for at vise, at design kan
forlgse det menneskelige og skonomiske potentiale i FN-malene.

e Design-thinking skal aflgses af Design-doing!

e DSKD'’s satsninger inden for Leg, Social Inklusion og Baeredygtighed, er
de rigtige.
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- Vel afholdt Danish Design Award show i Kolding den 31. Maj.
Flere af repreesentantskabets medlemmer roste showet for bade rammer, form
og afvikling.

Status pé beskaeftigelsen v. LDA

LDA uddelte og gennemgik bilag, bilag 5a_beskeeftigelsestal BA og KA juni 2017,
bilag medsendes referat.

Bade bruttoledighed, side 1, og dimittendledighed, side 2, for kandidater viser, at
det gar den rigtige vej, men at vi desveerre fortsat er for langt fra malet.

Det blev diskuteret, hvad grunden kan veere til, at det tager sa forholdsvist lang tid
for designere at komme ud p& arbejdsmarkedet. LDA orienterede i den forbindelse
om, at brancheorganisationerne og de kunstneriske uddannelser er gdet sammen
om at f& undersgagt dette.

Ifalge FAS er cyklussen for mange designere, at de gar pa dagpenge, mens de
forsgger at f4 en virksomhed op at kare. Det kan tage tid og lykkes det ikke, s&
ender de ofte i et job, som ikke nagdvendigvis er inden for deres fag.

Hertil tilfgjede SS, at hvis designere gnsker at veere selvsteendige fra start, skal de i
gang med at taenke virksomhedsopstart allerede pa 1. ar af studierne. Samtidig
anbefalede SS skolen at se pad AAA’s samarbejde med arkitektvirksomheder, som
fungerer godt og bl.a. giver bedre praktikmuligheder under studiet.

AV orienterede om, at man fra Design Denmarks side drammer om at kunne
adskille dem, der gnsker at starte selvsteendigt fra dem der far dagpenge ved hjeelp
af midler fra Vaekstfonden.

MJ foreslog, at der ses naermere pa, hvad de designere der gar ud og finder
arbejde kan og ger rigtigt.

Ifalge BL er der fortsat mange organisationer, der, hvis ikke de har en tilknytning til
designbranchen, slet ikke har designere taenkt med ind i deres rekrutteringsarbejde.
De ved ikke, at de maske mangler en designer, da de ikke ved, hvad en designer

kan. Dette skal formidles meget mere gennem gode historier.

LDA praesenterede samarbejdet med AS3 og beskrev det forlgb, der tilbydes de
kommende — og sidste ars dimittender. AS3 samarbejdet og skolens eget arbejde i
regi af karrierevaerkstedet forventes at vise positive resultater de naeste ar.
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En ekstra udfordring for skolen er imidlertid, at der i ar er et stgrre antal bachelorer,
der har valgt ikke at fortsaette pa kandidaten. Dette kan f& negativ indflydelse pa
beskaeftigelsesstatistikken for bachelorerne, som i forvejen er for hgj, jfr. bilag side
4. Skolen gnsker derfor repraesentantskabets input til, hvordan bachelorerne bedst
understattes i at komme i arbejde, trainee jobs eller lignende lgnnede
beskeeftigelse.

Det blev diskuteret i grupper og input her fra er samlet i bilag 5b_input til bedre

beskeeftigelse for bachelorer.

Fglgende forslag blev fremheevet:

- Taskforce af studerende, der rejser rundt i hele verden og forteeller hvordan
design kan lgse virksomhedernes udfordringer.

- Skabe i dialog med virksomhederne, sa de ved hvad de far. Tilsvarende skal de
studerende vide, hvad de kan blive sat til. Forventningsafstemning og
mulighedsskabelse.

- Fagforeningers indfgrelse af en lavere introlgn til bachelorer (end kandidater),
saledes virksomhederne far rad til at anszette.

- Leverandgr/speed Dating a la lignende event afholdt pd Radhuspladsen.

- F& de virksomheder/organisationer der ikke til daglig bruger designere i tale.

- Designkandidat-bibliotek.

Kandidatuddannelsen 2017-18, med tak for input sidste gang, v. PWB

PWB praesenterede skolens nye opbygning af kandidatuddannelsen — se bilag
6a_DSKD master education 2017-18. PWB takkede for det arbejde og de input
repraesentantskabet kom med pa ekstra mgde i aftagerpanelet 3. marts, jf. bilag -
side 4, og som har veeret veerdifulde i udarbejdelsen af det nye kandidatprogram.
Det nye kandidatprogram tilbyder kandidatfag inden for tre retninger, leg, social
inklusion og baeredygtig — i overensstemmelse med skolens strategiske satsninger.
| farste omgang tilbydes kandidatuddannelse inden for leg, med start til september.

September 2018 fglger retningerne inden for social inklusion og beeredygtighed.

Den nye kandidatopbygning indeholder fa faste moduler og flere valgfag, hvilket
giver de studerende mulighed for selv at skreeddersy uddannelsen ud fra fag
udbudt pa de tre retninger. P& kandidatens andet ar gives der mulighed for at

integrere modulet inden afgangsprojektet i afgangsprojektet, saledes samarbejdet
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med virksomhed eller organisation dermed forlaenges.

TG spurgte til, hvorvidt skolen forudser et gget fravalg af kandidatuddannelsen som
falge af den nye opbygning. Hertil svarede PWB, at skolen er forberedt pa et evt.
frafald indtil strukturen er fuldt implementeret.

Karen Feder (KAF), ph.d. studerende inden for leg og design, praesenterede
curriculum og kursusindhold for Design for Leg, se bilag 6b_Design for Play
Curriculum - herunder hvem der samarbejdes med og hvorfra der er hentet
inspiration og trukket pa erfaringer i opbygningen af uddannelsen.

Kandidater i Design for Play bliver eksperter i at designe leg og vise legs plads i
fremtiden.

KAF understregede, at isaer kulturen bliver et vigtigt element i uddannelsen. Det
samme geelder brugen af digitale veerktgjer, som er teenkt ind i alle uddannelsens
moduler.

Evt.
Der blev ikke bragt ekstra op evt.

Show off — besgg pé jubileeums- og afgangsudstillingen Beyond Icons pa

Koldinghus
Udstillingen blev besggt.




- bilag 5a
Ledighedsprocenter efter ledighedstype, kon, dimittendargang,
uddannelse, uddannelsesinstitution og tid

2010 2011 2012 2013 2014 2015 2016

Bruttoledige
Kon i alt
Alle dimittendargange
Kandidat
Arkitektskolen Aarhus 16,6 14,1 129 11,8 108 83 6.6
Kunstakademiets skoler for Arkitektur, Design og Konservering (design) 21,3 206 205 168 160 13,0 12,2
Designskolen Kolding 187 17,2 176 153 154 152 111
Link til beskaeftigelsesrapporten: http://www.dst.dk/da/Statistik/emner/tvaergaaende-omraader.aspx?tab=pub
19-6-2017 Danmarks Statistik , © www.statistikbanken.dk/KUBESK1




Ledighedsprocenter efter ledighedstype, ken, uddannelse,
uddannelsesinstitution, dimittendargang og tid

2013 2014 2015 2016

Bruttoledige

Kon i alt

Kandidat

Arkitektskolen Aarhus

2012 41,6 22,2 11,5 6,3
2013 - 40,1 15,7 8,0
2014 - . 26,4 13,7
2015 0,0 0,0 0,0 21,7
Kunstakademiets skoler for Arkitektur, Design og Konservering (design)

2012 43,3 25,6 12,0 4,2
2013 . 41,4 15,6 9.0
2014 . . 42,8 23,8
2015 : 0,0 0.0 0,0 37.2
Designskolen Kolding

2012 45,5 23,3 15,1 7.6
2013 - 45,3 21,5 6,2
2014 | . . 442 199
2015 0,0 0,0 0,0 37,0

Link til beskzeftigetsesrapporten: http://www.dst.dklda/Statistiklemnerltvaergaaende-omraader.aspx?tab=pub

19-6-2017 Danmarks Statistik , © www.statistikbanken.dk/KUBESK1



AS3 — tilbud om individuel radgivning ift jobs@gning

Argang 2017 Argang 2016
® 56 dimittender * 50 dimittender
e 33 AS3 forlgb * 5iAS3 forlgb
* 7ijob * 40ijob iflg. KV’'s opgdrelse

* 10 rejser hjem
®* 6 har orlov



Ledighedsprocenter efter ledighedstype, ken, dimittendargang,

uddannelse, uddannelsesinstitution og tid

2010 201t 2012 2013 2014 2015 2016
Bruttoledige
Ken i alt
Alle dimittendargange

Bachelor

Arkitektskolen Aarhus

Kunstakademiets skoler for Arkitektur, Design og Konservering (design)

Designskolen Kolding

295 268 328 195 347 248

1.3
204 202 208 237 231 208 133
23,4 22,6 227 173 14,9

179 19,2
Link til beskaftigelsesrapporten: http://www.dst.dk/da/Statistik/emner/tvaergaaende-omraader.aspx?tab=pub

19-6-2017 Danmarks Statistik , © www.statistikbanken.dk/KUBESK 1
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skolen

kolding til bedre beskaeftigelse for
bachelorer
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Repreesentantskabsmgde Bilag 5b
19.06.17

Gruppe 1:

Forstd at DSKD indgér i et gskosystem med designvirksomhederne i Arhus og Kgbenhavn

(P& samme vis som arkitektskolen i Aarhus ger dygtigt)
- Forsta at | har en forpligtelse/ interesse | at de studerende er til radighed og derved
kan opna uvurderlig praksiserfaring

e Min 6 mdr. af gangen med lgn pa niveau med SU.

e Gerne 2-3 studerende sammen, der kan danne interne teams i
designvirksomheden og kun kraever én vejleder/mentor i virksomheden

e De studerende har egne computere med, incl. relevante programmer som fx
Solidworks, Rhino, Adobe suite etc.

¢ Underskrive fortrolighedserkleering inden praktikken, séledes at de projekter
der foregar i virksomheden kan forblive fortrolige og som konsekvens
deraf ikke kan deles med underviser/institution og indga i portfolio

Baggrund: 80% af de designere jeg har ansat gennem arene, har veeret i praktik hos os
forinden (SS).

Glem at alle skal have egen virksomhed efter endt studie — det er maske 10-15 % af en
argang, der har hvad der skal til, for at blive mere end en enkeltmandsvirksomhed, med en
uheldig effekt til falge i form af prispres og uprofessionelle set-up, der traekker faget ned frem
for udvikle det.

Gruppe 2:
- Designportal der sourcer projekter fra virksomheder

- Boot camps hos virksomheder
- Task force af studerende til at Igse nationale og internationale corporate problems
- Samarbejder med sommerskoler

Gruppe 3:
- praesentationer — hvad kan man som bachelor?
- Fester med 'trainee steder’
- ’messe’ — matchmaking — 'dating’
- Staffet ansggninger (3 x 3 maneder)
- Netveerk af aftagere — bachelor aftagere
- Pitch af ideer. Udstilling!

Gruppe 4:
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Tilbud til bachelorerne: hold kontakten -> tilbyd mentorordning -> plan inden de
'slippes’ og som de fastholdes i,

kontinuerlig studievejledning -> hjeelp med at tage valg + refleksion over retning og
leering/erfaring.

Mentor -> samtaleveerktgj -> refleksionsveaerktgjer -> hvorfor vil jeg gerne holde
pause + hvad vil jeg bruge pausen p&? Laeringsmal.

Hvad kan jeg? -> klaedes pa til at pitche deres kompetencer.



Bilag 6a

New MA programme

From September 2018

Work in progress ..



design *
skolen
kolding

Year 1

Sustainability Social Inclusion Play & Design ECTS
Mandatory cross
Science, Design Methodology, Design Methods 10

course

Interaction/Service compe-

Fashion/Textile competences Product/Accessory compelences
Subject toolbox . tences 10
Materials and Techniques Technology and Technigues

Materials and Technigues
Project Sustainability 1 Social Inclusion 1 Play and design 1 10
Project Sustainability 2 Social Inclusion 2 Play & Design 2 10
Project Sustainability 3 Social Inclusion 3 Play and design 3 10
Project Sustainability 4 Social Inclusion 4 Play and design 4 10

60
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Year 2

Sustainability Social Inclusion Play & Design ECTS
Mandatory cross
Design Strategy 5

course
Project Sustainability 5 Social inclusion 5 Play & Design 5 10
Collaboration with Product/Accessory/Service/ln-

Fashion/Textiles Collaboration Play Collaboration 15
Company teraction Collaboration
Final Project Theoretical and Practical 30

60
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[+
besign opgaver/projeter

Hvilke fremtidige designopgaver/projekter ligger der i Jeras strategier?

“design doing ts the new black™

Sringe granne umadne teknalogier hurktipene til
markedet

* TARsUmEnE S<iF S vckelghed.

Adaptere mye varitgjer of visuelle virkemidler
il brug af 2% simulere teknodogimeadning

= design gf soclal keg

Gameplay {esEnels.

« digital f interaktis leg- fysisk og digital
desigre e legetyper - nu er der konstruktion
oF rodleleg

LoR o RAMILCANRn | BIARES RIsIER.
organisatariske sammenhenge

Dezigne kreative rum bvor medarbejdere
stresser af wed at vanre kreathee

SR

nnOVaTon GATRRLEDEAL TRRRRANE
trend scurnce - Brug!

customer branding

customization

‘Warld watch

Design? Purpose - & + psintik + IRkematisnalt.

& Egve the World problems => Solutions

GRIANARRE. TALL GRS

Prodlkem Soktion

Plvirke Ikie-designdrevne organisationer &l at
tenee design

Design fiction

designerens rolle p)

Hvilke raller skal designeran spille | leras virksomheder

wikendte § usikre versus kendte | skre
terike vide fremtidskboncepier
skubbe grenser for det mulig

* DARHRR deE TRshods

somme tidigt ind | iInnowationsprocesser
en innovaticrsproces of sikre sucoes

frem for flasko

ighallapy, business e ysyal

nnovation - Fwad kan gares nyt

SpAngE

stille de dummie spargsmal

* AT R
® cusbamer.branding

Teammark
sirateg

fisierRebth it

komceptudvider

» formgiver

« art cligrias

sommunikation of formidling

riteraktionsdesigner

proces design

wre en del af vores groduciian, | konsulent bureauet

gere det teknisk komplekss ef forstdeligh for mange
FACTESSEnRLyper

aptimene processen

fa el
trwem vil du vaere og for hvem?
faglg nerd

digital & business p)

Vigtige kompetencer inden for digitalisering og forretningsforstaelse

& gunde of markedsforstielse

= gustamerbehapr - forstd at bunden lyeer
forstdhelos for kunder udg. er markedet
akonomi ase om start 2f egen virksomhed
felgeudgifier

milgruppeforstdelse - mentatt og kognitivt,
Fysisk whiikiing

at lave egen virksomhed — gOARERIEDELL
* MR AR TRARES.

2-D software - fx Adobe, lllustrater, InDesign,
afwerefiects, Photoshop

3-0 software - Shipg, Sketch

Crln, Fift

VR-Dng.

3D Frint til alle retninger

Fusion 350

55, PHE

Al = lanstg inteligens

weknologforsticlse

sial kunne skEsere med pennen, forstdelse for perspekctiv

* Bandean s

& digital versus analag - sial have interesse o bovidsthed

3t vEige vErkte|
Digital workflow & Sevl flerner

webbaserede platforme - de sodale medier, Linkedin

ave @zninger drekte til brugere og springe et led over
digitale muligheder == brugere og vaerdiskabende
wsninger

gerdet digkale let, lmkiert o ligesil

digital forundring

hackng & YklRiAg,

digital faarsacinm wackow

design kompetencer

Hvilke designkompetencer er relevante i framtiden?

SORFRRERDGHA taniegang
wErsrtie

Sroad minded
Hlewble
Aplleparner
Curias

Open minded
lusiiieatio s
TRAkR SRR

& Speech

Toaloax

WAreralelmen
= Lewel of sullls: yepkdslass — concern
middslmddighes,

comimunicagian

Eonkurrence gen

®unde of markedsforstdelse
Srugerorienteret

Forstd brugeradizrd
Realtetosans

Teamwork — small ego

Holstisk werglende perspektiv
Procesorientenst

Time management
setodesterk projeitiedelse

Design methes,
GRHRFMRIEAAN. ERAn

?



design
skolen
kolding

designskolen keolding
for example
options, wishes, dreams

20170424/5K

< your suggestions

< your suggestions

< your suggestions

semester 30 ects| semester 30 ects
20 ects 20 ects 20 ects
10 eds |10ec13 10 ed=s 10 ects 10 ects 10 eds
domains if domains are "leading”. . . (then) subjects ‘color” courses . . . students may select one domain (out of three) to study . . . to graduate in . . .
p products & services mteraction & experiences interaction & experiences change & future
for example | Course] for exampie |omurse) fow example (course)
[Py change & future products & services products B senvices nteraction & experiences
O ERIPE | CoursE) fiov axampies | STl fioF Exampie (CDurse)
p nmteraction & experience change & future change & future products & services
for example | Course] for exampie |omurse) fow example (course)
subjects if subjects are leading” . . . (then) domains 'color” courses . . . students may select one subject (out of three) to study . . . to graduate in . . .

< your suggestions

interaction & experiences

< your suggestions

planat pecple pecple play

O ENITMPAE | COUTSE) for example [ CoUrse) iy ecample {course)
play planst planet people

for example | Course] for exampie |omurse) fow example {course)
people play play planet

for example | Course] for exampie |omurse) fow example (course)

< your suggestions

three "classes’

double check: crossing domains and subjects . .

. each class is slways populated by bwo types’ of students with different focus . . . graduating either in a specific domain or subject . . .

IR

|]_ 1. planet for exampde [course) 1. planet for exampde (course) 1. planet for examphe (course]
A, products & services B. interaction & experiences C. change B futurs

|2 3, perlE for exampie [course) 3, pEDp'E for exampie (course) 3, pEOp|E for evamphe | CoUTSE]
C. change & future A. products & services B. interaction & experiences

|3 3. play o Ex3TE [COUSE) 3. play o EXITHE (COUrSE) 3. play o ek (OS]
B. interaction B expariences C. change & future A, products B services

[1 A. products & services for memple [ courml) A. products & services o sxemple [Courm) A. products B services Tor sxample [caursa)
1, plan=t 2. people 3. play

|2 B. interaction & experiences | F SWamee (course) B. interaction & experiences | F &Wmee (mourss) B. interaction & experiences | ' Sample (oourse)
3. play 1. planet 2. people

|3 C. change & future for exampie [Course) C. change & future for Exame (C0urse) C. change & future for examode [Dourse)

2. people

3. play

1. planet




Option 1-D: the 'domains’ leading.
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Ye ar 1 ‘Planet’ ‘People’ ‘Play’
, - s , - ECTS
Sustainability Social inclusion Design for Play
Mandatory cross
Science, Design Methodology, Design Methods 10
course
Product & Services Interaction experiences
Subject toolbox _ _ Play toolbox 10
Tools and Technigques Tools and Techniques
Products & Services Sustainability 1 Social Inclusion 1 Design for play experiences 10
Interaction experiences Sustainability 2 Social Inclusion 2 Child centred design for play 10
Change & Future Sustainability 3 Social Inclusion 3 Used play 10
Project Sustainability 4 Social Inclusion 4 Play cultures 10
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Y 2 ‘Planet’ ‘People’ ‘Play’
ear ECTS
Sustainability Social Inclusion Play & Design
Mandatory cross
Design Strategy 5

course
Project Sustainability 5 Social inclusion 5 The value of play 10
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Final Project Theoretical and Practical 30
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Title Approved
Toolhox 01062017
Line of study Danish title

Desiln for Play

Category Course responsible
Taols and TechnA. Mikael

Level Language

MA 1, 1% semester English

ECTS Course number

10

Course objective

Learning outcome

Knowledge

Skills

Competencies

Examination regulations

Types of instruction

During this course the students will develop their ability to formulate ideas and to
express and work with ideas across different media. The Toolbox course will cover
theory of fundamental drawing and art principles as well as developing practical
skills for taking an idea from sketch to prototype. The course will cover both man-
ual and digital skills applying these to the design of prototypes to enable users to
understand and interact with the design.

KSC areas: Technology and Material, Interaction Design and Aesthetics, Design
and Research Process

At the ination, the student is d to:

of the different workshop and LAB facilities

*  of applied theories, methods and techniques within 2D and 3D

of fundamental drawing elements: line, space, volume, value, space and
texture

of fundamental art principles: balance, proportion, rhythm, emphasis and
of physical materials in relation to tactile play experiences

of digital materials in relation to interactive play experiences

of project management

develop manual, digital and intellectual workshopskills

ability to employ the theories, work methods and techniques of the pro-
fession, including being able to integrate traditional work methods with
current digital practices and relating them to relevant and related subject
areas

ability to master digital/analogue workshop and LAB facilities to achieve
the accurate expression of design ideas

ability to independently, and in cooperation with others, manage the de-
velopment of concepts, ideas and new graphic expressions from sketch
to physical prototype

Individual oral semester exam, 7-point grading scale, internal

Lectures, project work, supervision, exercises, presentations, reflection, feed back

kolding
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Title Approved
Designing for Play Experiences | 01.06.2017

Line of study

Design for Play

Danish title
Design for legeoplevelser

Category Course responsible
Profect Mikael Sorknaes
Level Language

MA 1, 1 semester English.

ECTS Course number

10

Course objective

Learning outcome

Knowledge

Skills

Competencies

Examination regulations

Types of instruction

Designing for Play Experiences is a general introduction to the field of play in rela-
tion to the design of new products or services that provides play experiences. The
course examines different types of play and their unique qualities in order for the
students to be able to identify, navigate and utilize different play types in their de-
sign work. Furthermore, the course will examine play solution examples from the
different competency areas perspectives, such as user, business, material and in-
teraction design.

During the course the student will learn fundamental play theory and develop their
analytical skills in terms of understanding play experiences

KSC areas: User, Business, Interaction Design, Design Research
At the examination, the student is expected to:

*  of fundamental play theory

*  of play types and their characteristics
of play and playful processes for different user groups

*  of child culture
*  of stakeholders and values for different play domains

ability to identify different play types
ability to analyse play experiences in relation to play theory

*  ability to explore play situations and describe them analytically by extract-
ing and juxtaposing inherent concepts of play

Individual oral semester exam, 7-point grading scale, internal

Lectures, project work, supervision, exercises, presentations, reflection, feed back

. Course description

kolding
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Title Approved Title Approved
Child Centred Design for Play 01.06.2017 Aoolied Play 01.06.2017
Line of study Danish title Line of study Danish title
Design for Play Bernecentreret design for leg Design for Play Anvendt leg
Category Course responsible Category Course responsible
Prdect Mikael Sorknaes Prdect Mikael Sorknaes
Level Language Level Language
MA 1, 2" semester English MA 1, 2 semester English
ECTS Course number ECTS Course number
10 10

Course objective

Learning outcome

Knowledge

Skills

Competencies

Child centered Design for Play focusses on children as being an importantand rel-
atively complex user group when designing for play experiences. Children are of-
ten the end-user in relation to products and services that provides play experi-
ences. As the mind of children is in some aspects different from that of the adult
designer, the course addresses areas such as child development, children’s play
behavior, child culture and co-creation with children. Furthermore, the course co-
vers methods for designing for and with children.

KSC areas: User, Interaction Design, Design Research

At the examination, the student is expected to:
*  of fundamental physical, cognitive and social development of children

across different age groups

*  of children’s in relation to tion and testing

about legal aspect of working with children as users and co-designers

ability to facilitate productive tests and co-creation sessions with children
ability to analyze the implicit developmental qualities related to a given
play experience

understand child culture

ability to reason about design isi based on
ties

P tal quali-

ability to carry out a child centered design process
ability to select appropriate design methods

Types of instruction

| oral exam, 7-point grading scale, external

Lectures, project work, supervision, ises, presentations, ion, feed back

Course objective

Learning outcome

Knowledge

Skills

Competencies

Examination regulations

Types of instruction

Applied Play addresses the field of play as a catalyst for acquiring specific
knowledge, skills or new behaviors. As being a field that enjoys a lot of political
and economic attention in Denmark, it is important for students to learn how to de-
sign for play that i.e. can help to solve challenges in the field of learning, sustaina-
bility or healthcare. It is also important to take business considerations into ac-
count when creating play solutions — i.e. the stakeholders relevant for different
play domains. The course focusses on the wicked design challenge of creating
play experience where the play activity itself affords specific leaning.

KSC areas: User, Business, Technology and Materials
At the examination, the student is expected to:

of learning and d pmental theory
*  about applied play

ability to analyze the bridging of play and learning in an applied play ex-
perience

ability to take business considerations into account in creating playful so-
lutions

ability to create playful design solutions informed by learning theory

ability to design an applied play experience that successfully embeds ex-
plicit learning in the play activity itself
ability to select appropriate technology and materials for design solution

Individual oral semester exam, 7-point grading scale, external

Lectures, project work, supervision, exercises, presentations, reflection, feed back




kolding
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Title Approved
Cultures of Play 01.06.2017
Line of study Danish title
Design for Play Legekulturer
Category Course responsible
| Project Mikael Sorknaes
Level Language
MA 1, 2" semester English
ECTS Course number
10

Course objective

Learning outcome

Knowledge

Skills

Competencies

Examination r

Cultures of Play explores differences in play cultures. The students learn about
Danish and Scandinavian play culture and its unique characteristics and qualities.
The Danish approach to play and the values embedded in Danish design of play
experiences are put in relation to foreign cultures of play in order to identify the po-
tential and the challenges of introducing Danish designs for play experiences inter-
nationally. Students will analyze and design culturally informed play solutions.

KSC areas: User, Business and Marketing, Technology and Materials, Design and
Research Process

At the examination, the student is expected to:

e about Danish play culture
e about the relation between Danish and foreign play cultures

« ability to relate a designed play experience to play culture

e ability to integrate i or marketing i i in the design
process

s ability to examine, identify and discuss play cultures

e ability to design a play experience that embeds properties of (Danish)
play culture

«  ability to select and apply the appropri jes and

Types of instruction

oral exam, 7-point grading scale, external

Lectures, project work, supervision, exercises, presentations, reflection, feed back

kolding

. Course description
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Title Approved
Value of Play 01.06.2017
Line of study Danish title

Design for Play

Veerdien af leg

Category Course responsible
| Project Mikael Sorknaes

Level Language

MA 2, 3 semester English

ECTS Course number

10

Course objective

Learning outcome

Knowledge

Skills

Competencies

This course focusses on the research approach and investigation of how play cre-
ates value. The students use qualitative and/or quantitative academic methods to
assess the value of play from a leamning perspective (i.e. physical, cognitive, so-
cial, creative), an experience perspective (i.e. joy, engagement, iteration) or an or-
ganizational ive (i.e. growth, ir , profit, collaboration). Regardless
of perspective, the students must develop a strong research setup for collecting
and analyzing empirical data.

KSC areas: User and Society, Design and Research Processes
At the examination, the student is expected to:

*  of empirical research approaches
*  of methods for collecting empirical data
e of methods for analysing empirical data

o ability to plan and execute the collection of empirical data
o ability to combine different methods for triangulation of data

« ability to position design research in relation to scientific knowledge
o ability to analyse data and disseminate findings in a written academic for-
mat

Types of instruction

‘written exam, pass/fail, internal

Lectures, project work, supervision, exercises, presentations, reflection, feed back

kolding

. Course description
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Title Approved
Playful Pr 01.06.2017
Line of study Danish title
Design for Play Legende

Category Course responsible
Company Collaboration Mikael Sorknaes
Level Language

MA 2, 31 semester English

ECTS Course number

15

Course objective

Learning outcome

Knowledge

Skills

Competencies

Examination regulations

Types of instruction

Playful Processes focusses on the effects of i lucing play into the of

companies and organizations. The course explores how elements of play might

enhance the practices in order to increase i.e. motivation, collaboration, creativity
and innovation. The students collaborate with a company or an organization, in-
vestigate their practices, design and introduce a play intervention for this context
and document the effect. As the play intervention is targeting a broad range of us-
ers this course address concepts of playfulness for humans in general.

KSC areas: User and Society, Technology and Materials, Design and Research
P Business, Professional Skills

At the examination, the student is expected to:

« about play in relation to performance
= about relation between play and work
« about designing playful experiences for humans

«  ability to examine a context of practice
« ability to document the effects of introducing play inte a given practice

« ability to design a play intervention that addresses an existing practice
and improves it

« ability to select a design method suitable for the problem/opportunity be-
ing addressed

Individual oral semester exam, pass/fail, internal

Project work, supervision, reflection, feed back




