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Multidisciplinary Co-design
Workshops with Teacher Fellows

Purpose: Co-design CT/CS curriculum for neurodiverse
middle school students that will be piloted in later phases
of an NSF-funded RPP on Telematic Embodied Learning

Structure: lterative 3-6 hour workshops organized over the
fall of 2021 and spring of 2022

Participants: ASU-NERC Research Team and 4 Middle
School Teachers (2 STEM, 1 Music, 1 PE)
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Workshops 1
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3. Probability-based Instruments: Drum Kit and Synthesizer
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Teacher fellows experimented with wearable technology and began a
process for designing classroom activities with these instruments.

Key Activities:
* Tech demos / Experimentation
e CT/CS Curriculum Connections



Teacher fellows experimented with new technology and began
co-designing classroom activities centered around wearable instruments.

Workshops 2

Lesson Planning * Teacher demo of classroom activity
* Introduce new instruments

Key Activities:




Teacher fellows experimented with new technology and explored how to
create ensemble embodied activities.

Workshops 3

Ensemble Learning * Teacher reflection on classroom experience
* Ensemble Performance

Key Activities:




* Instruments need to be adaptable to
different classroom contexts, i.e., music, PE,
STEM. No one-size-fits-all instruments.

Reflection on * Accessible language is crucial for explaining
. technology, i.e., pitch, roll, and yaw need to
experience be explicitly taught to the teachers.

* Tensions exist between highly engaging
instruments (Wearable Jazz) and more
carefully scaffolded instruments (Catapult).
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