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What is important to you as an
organisation and as an individual?
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HOME WORLD UK COMPANIES MARKETS OPINION WORK & CAREERS LIFE & ARTS
ort: The Connected Business
How to robot-proof your children’s careers
Experts say a rethink of education is needed to keep humans
employed

to be believed, vast numbers of jobs will



REPAIR MANIFESTO

g |F YOU CAN'T FIX IT, YOU DON’T oWnN IT.

REPAIR IS BETTER THAN RECYCLING

Making our things last longer is both more efficient and more

cost-effective than mining them for raw materials "
REPAIR SAVES ¥YOU MONEY o
Fixing things is often free, and usually cheaper than replacing \

them. Doing the repair yourself saves you money.

REPAIR TERCHES ENGINEERING

The best way to find out how something works is to take it apart.

REPAIR SAVES THE PLANET

Earth has limited resources. Eventually we will run out.
The best way to be efficient is to reuse what we already have.
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* The biggest brands in the world for young
people at the moment are all about
and '

* Making and hacking is about
* Digital tools and platforms are a space for
» Expectation from young audience to be able

to

e Easier than ever to




Gonstructionism (Harel & Papert, 1991)

“Learning by constructing knowledge
through the art.of makingsomething
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



Number of participants

————

Workshop Mediators & Team &

Online General Audience
Participants facilitators Collaborators

Depth of participation & engagement
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Samsing
DicraL
. LASSROOM

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.
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different to school — art is more just learning abo
encourages you to develop your own style an
'
/t prepares you for what you are going to need later on. A learnt a lot about
:i what universities expeet
a creat/“c@er and I already am considering game design so this has just
made me more keen’
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Digital Print for Fashion/
A Virtual Reality /
Wearable Technology /
Engineering /
6 Projection Mapping /
A'V\\S UM G Portrait Photography /

Crowd Funding /

C ing Digital
DigaL  ooweee

Video Game Design /

C 3D Printed Jewellery /
LA“ROON\ Digital Animation /

Sustainable Design/
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SHINING 3D

5232 3D printable scanned sculptures

info
project start date - 28th june

2014
printing hours - 21,

Scan the world is an ai

whaose mission is to
archive the world's sculptures
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Effigy of a Knight at the
V&A, London

W&
AORgH | “..-there is a different class of amateur
- creators that digital technologies have
enabled and a different kind of creativity has
emerged as a consequence.”

Qx®

“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.”
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“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 |
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.




