
Designing for Digital Engagement in Galleries

Alex Flowers                     @axflowers



What is important to you as an 
organisation and as an individual?







Current driving factors in the UK:

• Emphasis on STEM or STEAM
• New Computing Curriculum
• The challenge of educating for a 

fast changing future

Key reports:

• “Designing the Digital Economy: Embedding Growth through Design, Innovation 
and Technology”, All Party Design and Innovation Group

• “Next Gen”, Nesta

• “The UK STEAM Education Landscape”, The Royal Academy of Engineering

• “After the reboot: computing education in UK schools”, Royal Society, 2017



Doug Belshaw (2011)
The Essential Elements of Digital 
Literacies. 

1. Cultural 
2. Cognitive
3. Constructive
4. Communicative
5. Confident
6. Creative
7. Critical
8. Civic











• The biggest brands in the world for young 
people at the moment are all about making
and collaboration

• Making and hacking is about sharing 
knowledge

• Digital tools and platforms are a space for 
self expression

• Expectation from young audience to be able 
to participate, shape and create media

• Easier than ever to connect the physical 
and the digital



Constructionism (Harel & Papert, 1991)

“Learning by constructing knowledge 
through the art of making something 
shareable”
Martinez & Stager, 2013



1 – The learning should be related to a larger task

2 – Students should be able to take ownership of the 
problem

3 – The task should be authentic

4 – Reflection is central to the learning process

5 – Allow and encourage learners to test ideas  against 
different views in different contexts
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The Samsung Digital Classroom is a programme 
for 16 – 24 year olds which offers hands on, 
practical workshops with designers exploring the 
latest in digital art and design and paths into 
study and industry.



‘This is so different to school - art is more just learning about history and artists - this 
encourages you to develop your own style and ideas’

‘I liked how it prepares you for what you are going to need later on. A  learnt a lot about 
what universities expect’

‘I want to do a creative career and I already am considering game design so this has just 
made me more keen’



Digital Print for Fashion/ 
Virtual Reality /
Wearable Technology / 

Engineering / 
Projection Mapping / 
Portrait Photography / 
Crowd Funding / 
Creating Digital 
Portfolios / 
Video Game Design / 
3D Printed Jewellery / 
Digital Animation / 
Sustainable Design/



















Scan The World



“…there is a different class of amateur 
creators that digital technologies have 

enabled and a different kind of creativity has 
emerged as a consequence.“ 

“This is a free gift to many who could pay 
for it, no doubt. But it is an extraordinarily 

valuable gift to many who could not, but who 
still want to create.”

Lawrence Lessig, “Freesouls”, 2007









“It was amazing to  to have this 3D printer on the ward and to see the young people 
so focussed on what they wanted to make. It was such a good project for young 
people in isolation as everything was done on a tablet. 

Plus, I never thought that I’d ever see them so interested in C17th sculpture!”

Amy Crowley, Play worker



I thrive on collaboration and 
learned early on as an aspiring 
painter in art school that I 
couldn't picture myself poor 
and alone in a cold garrett 
smoking unfiltered Camels.

I need heat, hot water, nice 
linens, and the sound of two 
hands clapping.

Carin Goldberg


