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‘De-schooling the Education System – sustainable education through a playful approach’ follows and builds up on previous 
research from the sustainable design presents, futures and studio modules. This workbook aims to summarize and conclude 
earlier design research, answers new research questions about education and delivers an overview of design outputs and 
measures of success. 
Focusing on the British and Austrian (primary and secondary) education system, based on the experiences and familiarity 
from the researcher, this work opens a critical discussion about the equality, quality, and value of public schools as well as 
a critical observation of the Sustainable Development Goals (SDGs) and ‘STEAM’ education models. Through primary and 
secondary research throughout the MA Sustainable Design course it was possible to gain a broad knowledge and insight 
into the field of education. During the course, and with the impact of COVID-19, the subject got more importance and 
relevance and showed how impactful a qualitative learning environment and method is for the future society. The research 
touched various disciplines, including ‘unschooling’, ‘pedagogy of the oppressed’, individuality and different intelligences, 
alternative pedagogy methods, ‘decolonization of the curriculum’ and ‘decolonization of design’, racism at school, communal 
learning, and the importance of learning through playing. Furthermore, the design outputs will be critically reviewed 
according to the ‘key values of education’ defined by the researcher.
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Valentina has a first degree in Design and Product management with special focus on interior design. Her passion is to make 
people’s everyday life better, more sustainable, and smarter. Therefore, she focused on biomimicry, emotional durable design 
and systems thinking through her studies and career. 

During the MA in Sustainable Design her focus changed from more practice-based design to critical design research. Most 
of her current work has focused on how to make education for children more sustainable. The subject touched many 
areas within public schools, alternative pedagogy methods and home education as well as the impact of COVID-19 on the 
education system. Through primary and secondary research Valentina created a network of people who influenced and 
accompanied her design research outputs. Together with a student at the school of education in Austria she develops a 
game that focuses on equality, critical thinking, systems thinking, self-directed learning, individuality and creativity and can 
be used in a schooled and unschooled environment. She is trying to build a bridge between the unschooling and schooling 
and to address the real value of learning and education, to make it an equal system that fits with the 21st century. 

She defines herself as a social designer with focus on systems thinking and design thinking. Her work aims to critique the 
equality and sustainability of the education system and creates discourse and dialogues. Valentina’s output is focusing on 
using games, illustrations and pedagogy as links between the theoretical context and design approach.

Valentina was born and raised in Austria, she likes to challenge herself with new knowledge and enjoys designing with and 
for children of all ages. 

Valentina Auer

Designer Statement

Fig. 1: Portrait
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Introduction

Output

As one of the 17 UN sustainable development goals, education is an impactful and very complex topic to face. Since 
children are going to be the next generation who have to embrace and live in a circular system shifting away from a linear 
one, their knowledge and understanding of sustainability must be focused on. 

Even though many researcher and educator have criticized and reformed the education system it is still not sustainable and 
valuable enough for a society facing problems of the 21st century. The project seeks to find practical and playful approaches 
through design to create a bottom up and not top down shift in the system. It is not about WHAT children get mediated, 
but HOW educators are communicating knowledge.

The work about ‘de-schooling’ education is based on theoretical research, including interviews and talks about 
decolonization, unschooling and schooling. The context concludes with the following outputs: 

 - A workbook with a summary of the research (theoretical context, importance and motivation) and  
 the design outputs
 - A prototype of “Musu.Bi” - an educational game about experiencing different learning methods and  
 focusing on individual interests for schooled and unschooled environments. 
 - “De-schooling education” website to communicate the project
 - Participation at the end of year show from the School of Architecture and Design
 - Workshop at the Summer School for the University of Brighton in July 2020
 - Drop Out New Minds 2020 Talk with an Art student from Edinburgh and Drop Out Co-founder 
 about the project in combination with mapping and critical thinking. 
 - An offer from the Global Grad Show 2020 to apply with the project and be part of the exhibition
 - A PhD application for the AHO Systems Design course in Oslo focusing on the implementation of  
 systems design in education for younger generations and designers. 
 - Critical review of already existing games and the produced design outputs

Statement 
     of Intent
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Target Audience

Engagement with design research

Engagement with design research

Statement of Intent | De-schooling the education system with a playful approach

Since this project includes theoretical design research and practical design outputs, there are two different categories of 
target audiences to define. First, the target audience for the theoretical context are fellow designers, educators, artists and 
innovators who are working within an educational and social change context. The various design outputs are targeted for 
children, educators, parents, critical thinkers such as designer, artists and innovators.

The project in general is done through design research as it focuses on primary and secondary research and methodologies. 
Literature studies and interviews about education and the interaction of design in this topic are building the theoretical 
context. The outputs are engaging into design research as they are reflecting on the theoretical context and outputs that 
have been defined. The project is based on sustainable design, critical and discursive design, systems design and to some 
extend transformative design as it tries to create a transformation within the education system. 

This module aims to engage with the education system through design by looking at various aspects of schooling and 
unschooling and combining those two worlds to lead a path towards a more connected and sustainable society. This was 
achieved by research into unschooling and schooling through primary and secondary research. Furthermore, the research 
has defined gaps and opportunities for design to intervene and create tools that change the way children get taught 
nowadays. Especially the game “Musu.Bi” as a final design output is addressing a niche in the education system and analysis 
of the field shows that there is an urgent necessity for this idea. 
The research is focusing on Play and learning; unschooling (home education), schooling; Impacts of Covid-19; Inequalities, 
Racism, Decolonizing the curriculum and design; Collaboration and communication; Games design and what impact design 
can have in the system. All these categories are influencing the design outputs.

The overall research question of this design research project is: 
How can design help to make the education system in the UK and other countries more 
sustainable, adaptable and resilient? 

Issues of particular concern include: decolonizing the curriculum, equality, critical thinking, 
empowering parents, bringing education to the most vulnerable and putting the learner first.

Taking up from previous project the main research questions for this particular module are: 
What is the value of schools in the 21st century in the UK and countries with a similar 
education system? 
How are the design outputs from previous modules fitting with the critical context and 
adding value to the education system and society? 

Research Question
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- Critical engagement with the current education system and questioning it’s effectiveness and value

- Attention from experts who are either working in education and/or design

- Positive and critical feedback from collaborations and testing of the design

- Identifying future possibilities to shift the system towards an equal and sustainable system

- Opening discourse about the capabilities and knowledge a future society needs

- Showing the importance of learning in- and outside of school and offers possibilities to access the communal knowledge

- Acknowledging the decolonization of design and the curriculum and reflect the important outcomes of the research in  
  future work and design proposals

Measures of successDue to the variety and importance of education the project has many different comparators from individual fields. 
Alternative pedagogy, decolonization, racism and equality, politics and the impact of COVID-19 have influenced 
the context. For the design output game designers, playful learning and gamification as well as advocates for the 
21st century skills will be comparing with the project. 
The input about playing and learning from Stuart Brown, The institute of play and Quest schools have 
inspired to create an educational game as core research output. Several games from different designers and 
educators have been analysed, compared and reviewed and will be mentioned as key comparators later. 
Eve L. Ewing, a female black activist; Black lives matter at school, a collaboration amongst black teacher 
in the US; The black curriculum, the UK equivalent to the model from the US and the Australian design 
institution Relative Creative focusing on decolonization of design have coined the importance of equality 
within schools and the education system and are key comparators in the discussion about racism and fairness. 
Through attending online summits and presentations, an organization from the US (OpenIDEO) and one from 
the UK (Tortoise) became key comparators as well. They are critiquing and influencing the education system in 
a similar way; especially the learning reimagined report by OpenIDEO is very similar to the work that Valentina 
is doing. With asking critical questions about the system and giving speculative design opportunities targeted for 
educators for the future after Covid-19 they are trying to change the system already. 
Particularly for this module another comparator is Kathrine Riley who sees schools as a place of belonging and 
therefore explains the meaning of school, among others, very well. Throughout previous modules the research 
has mostly been inspired by alternative education advocates like Paulo Freire, Ivan D. Illich, John Holt, 
Stephen Sterling and Howard Gardner. 
Helen E. Lees is working with a similar approach of researching about home education and how it can impact 
the traditional education system. 

Key   Comparators

Statement of Intent | De-schooling the education system with a playful approach
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Introduction

A project about how to make the public school system more valuable for children to create a sustainable future 
society through a game that is focused on sustainable education. 
Thinking about sustainability and why our society isn’t acting more respectful towards natural environment and 
social relations, the core of this issue could be possibly found in education. As one of the 17 UN sustainable 
development goals, education is an impactful and very political topic to face. Since children are going to be 
the next generation who have to embrace and live in a circular system shifting away from a linear one, their 
knowledge and understanding of sustainability must be focused on.
Looking into unschooling, decolonization and the real value of school the research leads to design proposals for 
possible solutions. The term ‘de-schooling’ will be used to define the approach of the designer following Ivan D. 
Illich’s “De-schooling society” philosophy. The designer seeks to develop a game that can build a bridge between 
the spirit of home educated children and a schooled environment. The focus is on equality, the 21st century 
skills (highlighting communication, collaboration, creativity and critical thinking), individuality and self-directed 
learning.

The workbook is defining the value of education using the following key words: 
INCLUSIVENESS/EQUALITY, PLAY AND ENJOYMENT, COLLABORATION, COMMUNICATION, CREATIVITY, 
CRITICAL THINKING, INDIVIDUALITY, SYSTEMS THINKING,  SELF-DIRECTED LEARNING, COMMUNITY

Design research outputs are going to be critically reviewed using the defined values above about how the 
researcher has used these in the development of the designs but also how the designs reflect and encourage 
those to other people. 
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Workbook
The following workbook gives an overview of the whole project taking up from previous modules. It aims to show the 
connection between research and design, how the researcher included the findings in her design outputs and engaged with 
the defined conclusions about de-schooling education. 

introduction | De-schooling the education system with a playful approach

The biggest advantage and ‘super power’ of design is to gain knowledge, take the necessary 
information and then make something that actually makes people’s life better.

Dori  Tunstall, Respecting our Relations, 2019. 

Research Output
”

“
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Musu.Bi – learning to explore
Building up on the theoretical context from former modules of the course, the research motivates to create a tool or 
device that can be used to implement a de-schooling spirit into the education system. Since the focus is set on equality, 
playful learning, individuality, collaboration and creativity it was the best to conclude with the development of a game that 
engages with these values. In collaboration with the Miss Elena Hirsch, a student at the University of Education Stefan 
Zweig (Pädagogische Hochschule Stefan Zweig) in Salzburg, Austria, the board game “Musu.Bi – learning to explore” has 
been developed. Input from experts and peers and playtesting with the target group have improved the ideas and visions 
of the two students with different backgrounds as well. The game is the main design output of the sustainable design 
master project. Not only the final result, but also the journey of development from the designer and researcher herself is 
influenced and motivated by the theoretical background. Main goal of the game is to find all the missing parts of Musu.Bi 
the robot, who has been destroyed due to a storm, through exercises that helps them to become an expert in a topic of 
the child’s choice. Children are exploring a foreign planet to find missing parts and only through collaboration they can find 
them all. Each child has chosen an individual topic of interest and will get tasks and challenges that brings them further with 
their research. Targeted for children aged 10-12 years in a schooled or home educated environment, this game helps to 
include the real values of education in the 21st century. The workbook will discuss the game in more detail with research 
background, creative execution, playtesting, and final design proposals later on. 

See page 65

Fig. 2: Musu.Bi
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End of Year exhibition and project website New Minds 2020
In addition to the studio workbook and for the online “End of Year Show” from the school of Architecture and Design at 
Brighton University, the website “de-schooling education” has been developed. The purpose is to mediate the research 
and its outputs in a clear and attractive format to reach a broad audience. The online portfolio of the project gets updated 
constantly with every new research input and design output. The end of year show has proofed that this project and the 
homepage are very successful and trigger a lot of discourse in academic and creative environments. Through this the 
researcher has been contacted by several people about her project, amongst others by Drop Out – New Minds 2020 and 
the administrator of the Global Grad Show 2020 in Dubai. 
While the information on the online exhibition website from the University is more like an introduction of the project, the 
project website offers a lot of detailed information for anybody who is interested. 

The website can be found via this link https://auerva29.wixsite.com/deschoolingeducation

See page 105

Through the online exhibition the project got discovered by a British platform called “Drop out” which focuses on 
approaching and solving problems through creativity. They are recruiting the brightest and best design and arts graduates 
from all over the UK to participate in their annual “New Minds” project which aims to connect students and their projects 
to create a big network of innovative creatives. They reached out to Valentina and encouraged her to apply for this year’s 
discussions. Together with Sofia Hallström, a fine arts student from the University of Edinburgh and Ollie Nicholas, co-
founder of Drop Out they had an inspiring, provoking and motivating discussion about mapping, education and the future 
of creative studies within Corona. 

The talk has been recorded and can be found at: 
https://dropoutmag.com/featuring/new-minds-2020-valentina-auer-sofia-hallstrom/

See page 111
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Summer School Workshop 
Conducted by the University of Brighton and recruited as a student ambassador, Valentina got the opportunity to be part 
of the summer school in July 2020. Through this research project and previous experience the researcher got hired as a 
super ambassador of the school of architecture and design which included the creation of summer school materials and a 
specific workshop for product design. Due to the impact of Covid-19 the summer school was online, and presentations 
had to be previously prepared and recorded. The workshop introduced the participants into the product design process, 
focusing on design thinking, complexity and wicked problems within design and mapping. Their task was to create mind-
map of a product of choice to engage with the object and observe how something simple can turn out to be very complex. 
Within this map connections of the whole system surrounding the object have been made and categories should be defined 
about what influences a designer can have. The participants got several research materials provided (Ted Talks and research 
papers) and they had two days to accomplish the task. This workshop has shown the potential interest into design of young 
people and their engagement with creativity and complexity. 

See page 107

Fig. 3: Summer School
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Global Grad Show 2020 PhD application 
The Global Grad Show is an annual exhibition of design and technology students occurring in Dubai, United Arab Emirates. 
100 students of design and science courses from all over the world get the chance to exhibit their project to a broad and 
social innovation focused audience, including a price of 10.000 Dollar for the best project amongst those. Valentina got 
contacted by one of the administrators of the Global Grad show with the purpose of encouraging and motivating her to 
apply for the exhibition as her project seems very promising and important for social change innovations. They caught her 
attention through the online end of year show from the school of Architecture and Design.

See page 113

As this project would be interesting and promising to develop further, the decision to apply for a PhD was made. The AHO 
in Oslo offered a fully funded PhD position within their ‘Systems Oriented Design’ course. Since the researcher is critiquing 
and observing the education system, the call for this position seemed to fit with the vision to develop the project and 
ideas further. The proposal included discourse about the education system in general but with focus on the education of 
interior design and design in general. The application is part of the research process and output because it focused on the 
importance of systems and systems thinking within design. 

See page 115



Theory
   Methods

The following research of this Master module project follows the outputs and findings of the previous “De-
schooling education” project from the Studio module. Furthermore, earlier research, such as “Sustainability in 
education for sustainability” and “De-schooling school” built a base for this module output as well. Research 
questions have been newly defined, but the core idea and motivation will be taken on from previous work. The 
workbook describes how the learning outcomes and design research influenced the design process and future 
work and pictures the growth of the researcher within the project. Context and motivation will be discussed 
in the following chapter. &
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Design Thinking Process

1 OpenIDEO with imaginable futures: “Learning Reimagined: Radical thinking for equitable futures.” 2020. 
2 Sevaldson, Birger. Redesigning Systems Thinking. Form Akademisk - forskningstidsskrift for design og designdidaktikk. 2017. DOI: 10. 10.7577/formakademisk.1755.
3 IDEO LLC.: “Design thinking for educators” 2012.

The goal for the Master course was not only about design research and a theoretical piece of work but also a practical 
and physical output. Especially the game, but also other proposals and ideas, are following the design thinking process. This 
particular process of project development used in several disciplines apparently got detached from the work progress 
of a designer. Design thinking is human centred, collaborative, optimistic and experimental.1 For a sustainable design it is 
necessary to bring this attempt of designing back into the practical work.2 Especially for systems designer it is an important 
“tool” to use.3 

Fig. 4: Design Thinking
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Collaboration
As one of the learning outcomes for this module as well as the Studio module was focused on collaboration within the 
project, the researcher decided to create a game together with an expert about the education system. Collaboration is one 
of the skills that are necessary for a sustainable society and especially for sustainable design.4,5,6,7 The collaboration in this 
case is between two students. One is the student of sustainable design, leading the research, game design and development 
and the core ideas for the game. The other one is the student at the school of education in Austria, offering expertise from 
the view of a teacher-to-be, gathering ideas that are attractive for the schooled environment and research about what is 
already available and what is missing in the system. Both are very creative minds and through the influence of  Valentina, the 
teacher-to-be got a critical view about her profession as well and is motivated to work with a different approach within 
the system. The collaboration will be described in detail in the chapter “Design Outcomes” where the complete process 
of the game development is discussed. 

4 Auer, Valentina. “De-Schooling Education: A project about how to make the public school system more sustainable and valuable to create a more sustainable future society”. Sustainable Design Studio 
workbook. Brighton, 2020. 
5 Auer, Valentina. “Sustainability in education for sustainability”, Sustainable Design Presents workbook. Brighton, 2020 
6 Rotherham Andrew J. and Willingham Daniel T.: “‘21st-Century’ SkillsNot New, but a Worthy Challenge”American Educator, Spring 2010. 
7 Thoughtful Learning: “What are 21st century skills? 2020.

Fig. 5: Collaboration
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Interviews, Talks and Playtesting
Beside the collaboration in the game development the project led towards more communication with people inside and 
outside the course at University. The previous design research focused on interviews with parents and children from 
home educated and schooled environments. Their opinions and the conclusions after analysing the interviews led to 
the idea of creating “Musu.Bi”. After accomplishing the first drafts the researcher reached out to experts about systems 
thinking, decolonizing design and creating games for a social change within these fields. Furthermore, drafts and ideas have 
been presented to other teachers and game developers to get more input and critique for the development. The home 
educated families from previous interviews have been introduced to the outputs as well and after all this communication 
and collaboration it was clear that the project has a lot of value for a broad audience to offer. 

The first prototype of “Musu.bi” has been playtested with children as well as it is necessary for an excellent and promising 
game design.8,9 It is important to mention here that due to Covid-19 it was more complicated to collaborate, especially 
when talking about design ideas and prototypes. But thankfully to the community within the sustainable design course the 
researcher got a lot of contacts and took advantage of the broad expertise of their peers. The research is following the 
ethics application from earlier modules and is seen as design development within the same measurements and aims. As 
education is a topic everybody has experience with it was not that hard or complicated to find people who are willing to 
collaborate.  

8 Deej Johnson and Billy Langsworthy: “The snakes & ladders of creative thinking”. London, 2019.
9 Institute of Play “Q Design Pack – Games and Learning” 2020. 

Fig. 6: Interviews
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Literature Research
Along with all the research methods and knowledge gathering above, the core information has been taken from already 
existing literature, online live talks and discussions about the education system. Taking on from the Presents, Futures 
and Studio module, the list of references has expanded a lot and is still growing. Especially with the new input due to 
the discussions around Black Lives Matter and the Covid-19, it is a never ending learning and researching process. The 
theoretical context as well as the design outputs built up on the findings from literature reviews, exhibitions, talks and 
discussions. 

Fig. 7: Literature
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Context
   Motivation&

Good design entails research. Good design equals research. We owe 
it to the field to reflect on our own practices, again and again, and 
to investigate every component, again and again. Design requires a 
constant research of new idioms, a battle against presuppositions, 
a push of the limits, and the continual refinement of responses to 
fundamental questions, like ‘What can design add to the world of 
plenty?’ and ‘What is functionality in the here and now?’ 

Hella Jongerius & Louise Schouwenberg, Beyond the New: a search for ideals in design, 2015.

”

“
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15 UK Government online: “The national curriculum”. www.go.uk. United Kingdom, 2020. 
16 Department of Education “The national curriculum”. United Kingdom, 2013. 
17 Bundesministerium Bildung, Wirtschaft und Forschung: „Volksschul-Lehrplan“. www.bmwbwf.gv.at. Austria, 2019. 
18 Internations.com: “A Comprehensive Guide About the Education System and International Schools.” Education in Austria. 2020. a 
19 Tortoise: “Tortoise Education Summit”. Talk about “Which is the best education system in the world?”. June 23, 2020.
20 Forum Umweltbildung: „Bildungswellen: Ein Podcast zu Bildung und Nachhaltigkeit. Folge 2: Komplexität will gelernt sein“ Podcast with Rolf Jucker. Vienna, March 27th, 2020. 
21 Jacobs Intiture: “Respecting our Relations: Dori Tunstall on Decolonizing Design”. Medium, January 31, 2019. 
22 Auer, Valentina. “De-Schooling Education: A project about how to make the public school system more sustainable and valuable to create a more sustainable future society”. Sustainable Design Studio 
workbook. Brighton, 2020. 

10 Kate Candy at Tortoise: “Tortoise Education Summit”. Talk about “How do we break the link between inequality and educational outcomes?”. June 23, 2020. 
12 Auer, Valentina. “De-Schooling Education: A project about how to make the public school system more sustainable and valuable to create a more sustainable future society”. Sustainable Design Studio 
workbook. Brighton, 2020. 
13 Auer, Valentina. “Sustainability in education for sustainability”, Sustainable Design Presents workbook. Brighton, 2020 
14 Auer, Valentina. “Sustainability in education for sustainability”, Sustainable Design Presents workbook. Brighton, 2020 

FocusWhy Education?
As issues and flaws in the education system can be found all over the world, it is still not possible to generalize. It would be 
paradox, ignorant and not sustainable to talk about decolonization while trying to develop a one-size-fits-all design proposal. 
Therefore, the following research and design outputs are focused on the British and Austrian primary and lower secondary 
school system, as they are the ones the researcher is familiar with and both are using a national curriculum and have similar 
structures and grading systems.15, 16, 17 Of course they are not the same and there are some differences to be noticed, for 
example school in Austria is compulsory for 9 years, only 8% of schools in Austria are private and the school models and 
subjects in the curriculum differ from the British ones.18 It is not possible to take one functioning system and bring it to 
another country. For example the Finish school system is one of the best in the world, not only because of PISA results but 
because teacher are motivated, highly qualified, respected and well payed members of the society. Finland has a different 
approach towards education, and a different culture and life spirit. Their system would fail in another country if it would be 
copied somewhere else.19, 20 Designing globally can be very dangerous, therefore it is better to focus on a small area and 
not try to create something that won’t be valuable for any culture or system.21 
The focus on primary and lower secondary schools, so children between 7 and 12 years, has been set because of previous 
research about when children develop the most skills, still are willing to learn from an authority but at the same time are 
able to learn self-directed and are motivated to improve themselves.22

Thinking about sustainability and why our society isn’t acting more respectful towards natural environment and social 
relations, the researcher thought that the core of this issue could be found in education. Since children are going to be 
the next generation who have to embrace and live in a circular system shifting away from a linear one, their knowledge 
and understanding of sustainability must be focused on. Education, and especially school, is the perfect place to achieve 
a change.10 The problem with the current education system is that it is built on a capitalist and linear model from the 
industrial revolution. Everybody has to learn the same, has to achieve the same grades through standardized exams and 
has to function like a puppet in a rotten system.12, 13 The future of education is not about WHAT children get mediated, but 
HOW educators are communicating knowledge. 

Valentina is not the first one who is addressing this issue. Already in the early 20th century alternatives to the public school 
system evolved, like Montessori or Steiner Waldorf schools. Changing the curriculum won´t change the system therefore 
it is time to explore this topic further and figure out how design can intervene towards change.14

This project is going to mainly focus on the equality of the education system followed by keywords such as collaboration, 
communication, creativity, critical thinking, systems thinking, individuality, self-directed learning and the enjoyment of learning.
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23 Auer, Valentina. “De-Schooling Education: A project about how to make the public school system more sustainable and valuable to create a more sustainable future society”. Sustainable Design Studio 
workbook. Brighton, 2020. 
24 Gray, Peter & Riley, Gina. “The Challenges and Benefits of Unschooling,” According to 232 Families Who Have Chosen that Route. Journal of Unschooling and Alternative Learning. 7. 2013
25 Auer, Valentina. “De-Schooling Education: A project about how to make the public school system more sustainable and valuable to create a more sustainable future society”. Sustainable Design Studio 
workbook. Brighton, 2020. 
26 Auer, Valentina. “De-Schooling Education: A project about how to make the public school system more sustainable and valuable to create a more sustainable future society”. Sustainable Design Studio 
workbook. Brighton, 2020. 
27 Auer, Valentina. “De-Schooling Education: A project about how to make the public school system more sustainable and valuable to create a more sustainable future society”. Sustainable Design Studio 
workbook. Brighton, 2020. 
28 Nuffield Foundation: “Secondary school admissions system is still a work in progress”. Nuffield Foundation, June 11, 2020. 
29 The Black Curriculum: “The Black Curriculum”. 2020. 
30 Tortoise: “Tortoise Education Summit”. Talk about “What should we teach?”. June 23, 2020. 
31 Auer, Valentina. “De-Schooling Education: A project about how to make the public school system more sustainable and valuable to create a more sustainable future society”. Sustainable Design Studio 
workbook. Brighton, 2020. 
32 Tortoise: “Tortoise Education Summit”. Talk about “What should we teach?”. June 23, 2020. 
33 OpenIDEO with imaginable futures: “Learning Reimagined: Radical thinking for equitable futures.” 2020. 

Unschooling and Schooling
Focusing on alternative pedagogy methods in previous projects has helped a lot with identifying the issues modern society is 
facing with the education system. Exploring the unknown topic of ‘unschooling’ and home education opened so much new 
discourse and need for change. Schooling and unschooling have both advantages and disadvantages but if we could combine 
these two models it would help towards educating a more sustainable society. Especially the approach of individuality, 
self-directed learning and tailored learning methods to each child are promising and necessary to include in a schooled 
environment. 
In Austria home education isn’t a very common option as school is mandatory for several years but in England the number 
of home educating families is steadily growing. It shows that more people are not comfortable with the education system 
and want to take it in their own hands how their children are gathering knowledge and skills.23, 24 Whereas the importance 
of school, the community and safe environment and the structure within a schooled system are important for a child as 
well.24 Both systems are lacking one main thing: equality. To take your children out of school and educate them at home 
in a safe and tailored environment is a privilege not every family can afford. Most parents also don’t have the courage or 
motivation to teach their children and it involves a lot of additional costs since there is no funding from the government 
available.26 
The inequality within the traditional education system, especially in the UK, is enormous. It starts with the various choices 
of different school models, private and state schools. Most of the private institutions are not affordable for middle class to 
low income families, and families with migration background and/or of colour will find it even harder to send their children 
to private schools.27, 28, 29, 30 The impact of Covid-19 has highlighted that within the same classrooms there are inequalities 
according to the socioeconomic status of families.31, 32 Only 50% of all children around the world could have access to 
online distance learning during the pandemic for example.33 Education is not a privilege, it is a human right. 

Fig. 8: Unschooling
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34 Riley, Kathryn: “We’re a long way from a sense of belonging”. Tes Scottland, June 7, 2019.  
35  Auer, Valentina. “De-Schooling Education: A project about how to make the public school system more sustainable and valuable to create a more sustainable future society”. Sustainable Design Studio 
workbook. Brighton, 2020.  
36 OpenIDEO with imaginable futures: “Learning Reimagined: Radical thinking for equitable futures.” 2020. 
37 Auer, Valentina. “De-Schooling Education: A project about how to make the public school system more sustainable and valuable to create a more sustainable future society”. Sustainable Design Studio 
workbook. Brighton, 2020. 
38 OpenIDEO with imaginable futures: “Learning Reimagined: Radical thinking for equitable futures.” 2020. 
39 OpenIDEO with imaginable futures: “Learning Reimagined: Radical thinking for equitable futures.” 2020. 
40 Riley, Kathryn; Carmen Montecinos and Luis Ahumada: “Effective Principals Serving in High Poverty Schools in Chile: Managing Competing Realities” EDUHEM 2016, Almeria, Spain, 2016. 

What are schools for?
Not everything about school, or schooling is bad. Contrariwise, it is a great idea of having a place where children learn 
together, get knowledge and skills communicated and where they are safe and well protected. The reality looks a bit 
different, and this has to do with the system itself. The education system could also be called exam system as there is not 
much focus on the actual development of children’s knowledge and skills.34 As mentioned earlier, different education and 
school systems seem to work better; it has nothing to do with the basic idea of schools. Especially in less developed or 
economically poor countries the institution of school is important for the families. 
The Covid-19 pandemic with closed schools and children being stuck at home has highlighted this even more.35, 36 Schools 
are places of belonging; Kathrine Riley has coined this statement, and says that “schools can - and should be - places of wonder, 
excitement and joy, places that bring young people together, places where they feel a sense of welcome and inclusion.” (Riley, We’re 
a long way from sense of belonging, page 22) Trust, social interaction and community are the main indicators of success for 
schools in the future.37, 38 School has to be for and with the children and not only ‘about’ them. Inclusion is a very important 
keyword, children must feel included, heard and taken seriously. Teacher have to adapt to the needs of the children, the 
curriculum should be made together to really focus on the needs of both included parties, the teacher and the students.39 
For example in Chile in high poverty schools, a principle doesn’t allow the teacher to give the children homework as it can 
create conflicts at their home environment.40 They are looking at the social environment of the schools and adapting the 
system accordingly. Decolonization is a keyword in this case, but also the inclusion of the community. 
The Covid-19 pandemic has forced families to ‘home educate’ their children, and the researcher wants to pick up a question 
from the openIDEO report about reimagining school after Covid-19: “What if homeschool becomes the new school?” 
This could be possible indeed at least for the next couple of years. Particularly for families whose children don’t get equal 
opportunities in education caused by migration or socioeconomic backgrounds, this option could be very attractive. 

Fig. 9: School
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41 Tortoise:  “Tortoise Education Summit”. Talk about “How to rethink education for rest of life?”. June 23, 2020. 
42 OpenIDEO with imaginable futures: “Learning Reimagined: Radical thinking for equitable futures.” 2020. 
43 Tortoise:  “Tortoise Education Summit”. Talk about “How to rethink education for rest of life?”. June 23, 2020. 
44 Busby, Mattha: “A-level students speak: ‘I always dreamed of going to Cambridge’”. The Guardian (London),  August 15, 2020. 
45 Summers, Nick: “How the UK’s algorithm-based grading fell apart”. Endadget.com, August 18, 2020. 
46 BBC News: “A-levels and GCSEs: How did the exam algorithm work?“ London,  August 20 2020.
47 Tortoise:  “Tortoise Education Summit”. Talk about “What would a revolutionist education system look like?”. June 23, 2020. 

Education has to be done together, we can learn a lot from each other. No matter the social background, age or profession. 
Teacher need to be treated with respect, even more respect than they are treated at the moment, but they also have to 
be trained accordingly to achieve a qualitative teaching.41 The education system in most countries, also the UK and Austria, 
is very political. Sadly, education is often used as a political weapon without thinking about the benefits or threads for the 
people who are actually involved in the system.42 Attending an education summit conducted by “Tortoise” and listening to 
a talk by John Johnson, the education minister of the UK, proofed this assumption. Sadly, if the basic mechanisms from the 
government do not exist, then no change in the system will happen.43

Very recently the relationship between government and schools has caught attention again due to the crucial A-levels 
grading algorithm based on past performance used in the UK. Students and parents are raising their voice against the 
government as the algorithm downgraded especially pupils from state schools and schools with high students’ numbers. 
Again, the inequality among the British education system has been pictured perfectly. Using statistics instead of human 
judgement isn’t always the best solution. The system has failed, people are protesting, hopefully the government will learn a 
lesson from this drastic mistake that influenced millions of A-level students across the country for their future educational 
path.44, 45, 46

Right now, the European governments are all preparing the system for the time after the Corona pandemic, if they will 
change it for good or bad will be shown soon enough. A lot of money and time has been invested in technology and 
buildings but not into people, into the education of teacher. We need an education system that is worth to be trained for.47 

School is political
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49 Rotherham Andrew J. and Willingham Daniel T.: “‘21st-Century’ SkillsNot New, but a Worthy Challenge”American Educator, Spring 2010. 
50 Thoughtful Learning: “What are 21st century skills?” 2020. 
51 Rotherham Andrew J. and Willingham Daniel T.: “‘21st-Century’ SkillsNot New, but a Worthy Challenge”American Educator, Spring 2010. 
52  Auer, Valentina. “De-Schooling Education: A project about how to make the public school system more sustainable and valuable to create a more sustainable future society”. Sustainable Design Studio 
workbook. Brighton, 2020.  
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Teaching for the Future
Through the studio module the values of education have been defined accordingly (see Fig. 10). Comparing them to the 
21st century skills that are currently a highlighted issue in the national curriculum in England and Austria, they are quite 
similar and pretty much say the same thing. The 21st century skills are as followed: 
Critical Thinking, creative thinking, collaboration, communication, information literacy, media literacy, technology literacy, 
flexible, initiative, social skills, productivity and leadership.48, 49

They have been always important, but they gain more importance as there is a lack of them being mediated in schools. 
Future jobs are focused on the mentioned skills above, and since we rely on the next generation of innovators, creators 
and workers, they have to be equipped accordingly.50 One aspect that isn’t mentioned in the 21st century skills and why 
the researcher insists to merge them with the previous defined values of education is systems thinking. Through systems 
thinking it is easier to understand and value complexity, and to live and act in a sustainable way we have to see the links 
between ecosystems and human societies. Therefore, it takes the most qualitative education to make this accessible for 
children from an early age on.51, 52, 53, 54 Children can engage with systems thinking very well, especially through a playful way. 
But before that, educators have to understand it and understand how to mediate it to the younger generation.55

Today’s schools systems are not designed to be compatible with these skills, teacher don’t even have the skills themselves, 
how should they teach them to the younger generation then? It looks like a reform would be necessary but as so many 
reforms have already happened, nothing really has changed to improve better teaching and student-centred learning and 
including the 21st century skills so far.56

We are not preparing our children for the future, 
we are preparing our children to create the future. 

Yong Zhao, Tortoise Eduaction Summit 2020
”

“

Fig. 10: Values
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Discourse
Including creativity more into the curriculum, one might think about the approach of STEAM (Science, Technology, 
Engineering, the Arts and Mathematics) education. Indeed, Arts has been added to the four main subjects Science, Technology, 
Engineering and Mathematics (STEM), but with little success. The system is under critics since many years already because 
implementing arts seems more like a decoration and quick fix solution, than actually focusing on the creativity of children. 
Also, within STEAM there are still no subjects about humanity included, such as Philosophy, Psychology, Ethic, History and 
Languages. STEAM is a first try of bringing arts and science closer together but once again the system isn’t ready for this 
multimodal thinking.57, 58

The Tortoise education summit in June 2020, the Open Ideo Webinar about reimagining learning after Covid-19 and other 
online talks and conferences have shown that not many creative thinkers and people from outside the education system 
have been involved. Even though everybody has gone through education, whether home educated, lower and higher 
education or training in practical skills, it seems like only professionals and experts are suitable raise their concerns and 
thoughts about the system. Most of the ideas that were discussed during these online events sounded more like quick fix 
rather than long term solutions with sustainable outcomes for future generations. Innovators, like for example the chair 
of the Black Curriculum in the UK, raised their ideas and plans to the government and got declined for reasons that are 
indescribable. This is very alarming considering that black history is a fundamental topic that children must engage with 
growing up in a colonialist country.59, 60, 61 
And apparently it takes a pandemic to let people wake up and think about the issues in the system even though they have 
been there since many years already. The  researcher also wants to critically question the advocates for change in the 
education system like for example Freire, Sterling, Holt and Illich, who have all an impressive and clear point of view on the 
education system, but still didn’t manage to convince politics and policy makers to actually implement their ideas.62

Therefore, this calls for opportunities from other disciplines to engage with the education system to offer a change beyond 
the political hierarchy and influence.

We can’t solve problems by using the same kind of thinking we used when we created them. 
Albert Einstein 

”“
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Design Approach
As mentioned earlier, the super power as a designer is to engage with an issue and make something that improves people’s 
lives, the environment or even whole systems. As a designer who never had anything to do with education but a strong 
interest in improving the system, it offers opportunities to create discourse and eye-opening arguments. The designer wants 
the society to gain awareness, give them agency to make a change from bottom up; and through successfully implementing 
the ideas reaching a broad audience through online talks and exhibitions. The following graphic describes the scenario of 
how design can break the circle of the current education system with a more sustainable and valuable education system 
and society as an outcome

There are a lot of problems in education today... but each 
of these concerns can be seen as an opportunity for you 
to design new, improved solutions for your classrooms, 
schools and communities.

IDEO LLC, Design thinking for educators, page 6, 2012. 

”

“

Fig. 10: Impact of Design
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Values of
   Education

In conclusion here is a syllabus about the terms that have been defined through the research for a 
qualitative education. All words in this list accompany each other and rely on each other as a whole 
picture. The designer and researcher is going to focus on these values for the design outputs and will 
critically review the outputs according to these definitions. 
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Critical Thinking

Community

Individuality

Systems Thinking

Self-Directed Learning

Taking agency of our own lives and not accepting everything that we get offered is a first step towards innovation. Also 
accepting critique as something positive, an opportunity to grow and to see that we can learn from our mistakes. We can 
only learn from our past and try to improve what hasn’t worked so far. Children often get underestimated; they have a very 
critical point of view. Adults have to listen to them and help them to develop this skill even more.

Learning happens together and from each other. Involving the community is a promising way to foster communication 
and collaboration skills but to learn how to listen to different voices and opinions as well. Education, especially sustainable 
education, happens outside the classroom. This gives children awareness about their natural and social environment; it will 
minimize inequality and exclusion and school will have a different value and meaning for children again.78, 79, 80, 81, 82

Everybody has different strengths and talents. We have to acknowledge this and don’t force children into a “one-size-fits-
all” system that only focuses on a few learning and teaching techniques. Oppressing one’s interests and intelligence leads 
to depression; children don’t feel comfortable at school because they don’t get the right treatment; constant competition 
and comparing is crucial.83, 84, 85

Creating awareness of systems, that everything is linked and connected on various levels, sounds more complicated that it 
actually is. Children can engage with complexity a lot better than most educators are assuming. Again, here it is about the 
way it is mediated, the age group and the individual interests of children. Thinking in systems helps with creating solutions 
that are sustainable all species on this planet.86, 87, 88

Interests and talents of each individual are mostly self-taught and learned through their own motivation. To include self-
directed learning into pedagogy gives children agency of their own knowledge and they are able to achieve skills to keep 
on learning and exploring after finish school or university. 89

Equality & Inclusiveness

Play and Enjoyment

Collaboration

Communication

Make valuable education accessible and available for everybody, despite the socioeconomic and cultural background. 
Qualitative education should be for free, every child should have the same chances to receive education that helps for their 
own development of knowledge and skills. Children have to feel that they are included in the education system, that it is 
designed with and for them. Agency is an important factor here.63, 64, 65, 66, 67

Education and play belong together, learning through playing is the most natural and successful method. Learning shouldn’t 
be a plague; it should be enjoyable and fun for children at every age. Therefore, the system must adapt accordingly to the 
age group, interests and talents of the children.68, 69, 70

Between individuals, institutions and disciplines. Learning from each other and with each other is an important skill. 
Education has to be done together, the human species is built up on collaboration and cooperation. Through collaborative 
playing children are able to understand complexity and systems.71, 72

To collaborate we must be able to communicate. Communication, no matter how, is the key to make each other understand 
and engage with the environment. Linguistic skills, speaking and expressing, having arguments and being able to ask critical 
questions is something we can get trained at.73

63 Riley, Kathryn: “We’re a long way from a sense of belonging”. Tes Scottland, June 7, 2019. 
64 Auer, Valentina. “De-Schooling Education: A project about how to make the public school system more sustainable and valuable to create a more sustainable future society”. Sustainable Design Studio workbook. Brighton, 2020. 
65 Tortoise: “Tortoise Education Summit”. June 23, 2020. 
66 Clapp Edward P., S. Lynneth Solis, Carolyn Kar Ning Ho, KatherineLaguzza: “The Maker-Centered Learning Playbook for Early Childhood Education”. Agancy by Design, USA. 2020.
67 Forum Umweltbildung: „Bildungswellen: Ein Podcast zu Bildung und Nachhaltigkeit. Folge 5: Wir wollen spielen“ Podcast with Natalie Denk. Vienna, June 19th, 2020.
68 Auer, Valentina. “De-Schooling Education: A project about how to make the public school system more sustainable and valuable to create a more sustainable future society”. Sustainable Design Studio workbook. Brighton, 2020.  
69 Fräulein Flora: “Heast #001 Seriouse Games”. Podcast, June 15, 2020.
70 Clapp Edward P., S. Lynneth Solis, Carolyn Kar Ning Ho, KatherineLaguzza: “The Maker-Centered Learning Playbook for Early Childhood Education”. Agancy by Design, USA. 2020.
71 Johnson, David W. and Johnson, Roger T.: “An Overview Of Cooperative Learning”. Cooperative Learning.
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75 Tortoise:  “Tortoise Education Summit”. June 23, 2020. 
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Creativity
This is one of the most important skills that gets lost very easily through a schooled education system. To develop solutions 
for problems one has to be creative. Arts and Music are not valued enough even though the STEAM curriculum has been 
rolled out already. Teaching should foster the creativity of children and not oppress it. The division between arts and science 
has to stop and those two disciplines should merge together again.74, 75, 76, 77



Design Outcomes
Part 1

The following part of the workbook is going to focus on the design outcomes building up on the design research. The outcomes will be 
discussed and described in detail to show their necessity and engagement with the research conclusions.

The timeline shows in what time frame the outcomes have been developed and realized:

Website

Musu.Bi development

Target group talks

first
prototype

PhD
application

EoY Show
SoAD

Dropout
New Minds

Global Grad
Show 2020
application

playtesting

Expert talks
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Without play, there can be no design that inspires the user. 
Without foolishness and fun there can be no imagination. 

Hella Jongerius & Louise Schouwenberg, Beyond the New: a search for ideals in design, 2015.

”“

90 Auer, Valentina. “De-Schooling Education: A project about how to make the public school system more sustainable and valuable to create a more sustainable future society”. Sustainable Design Studio 
workbook. Brighton, 2020. 
91 Fräulein Flora: “Heast #001 Seriouse Games”. Podcast, June 15, 2020. 
92 Buland, Rainer: “Spiele in sozialen Innovationsprozessen.“ Ein Podcast. Podcast.  
93 Forum Umweltbildung: „Bildungswellen: Ein Podcast zu Bildung und Nachhaltigkeit. Folge 5: Wir wollen spielen“ Podcast with Natalie Denk. Vienna, June 19th, 2020.
94 Auer, Valentina. “De-Schooling Education: A project about how to make the public school system more sustainable and valuable to create a more sustainable future society”. Sustainable Design Studio 
workbook. Brighton, 2020. 
95 The Black Curriculum: “The Black Curriculum”. 2020. 
96 The Black Curriculum: “The Black Curriculum Syllabus”. 2020.
97 “The School That Tried to End Racism”, Channel 4, 47 Minutes Episode 2 of 2, March 2019.
98 “The School That Tried to End Racism”, Channel 4, 47 Minutes Episode 1 of 2, March 2019.

Games in general are a great tool to create innovations, to deliver and mediate information and with each game there will 
be a learning outcome. Only through a playful, free and a bit crazy approach new ideas can be developed. It is allowed to 
make mistakes; games foster collaboration and communication. Playing and fun doesn’t stop after reaching a certain age, 
in contrary, we enjoy playing even more. Companies like Google, Facebook and YouTube are giving Co-workers a lot of 
freedom, a playful environment and the feeling of well-being and community in the office. What is successful for adults, is 
successful for children as well, so why are we still sticking to the less enjoyable and less motivating “exam system”?90, 91, 92, 

93 Educational games are already very popular in the school system, but as research has shown they are not very attractive 
for children and adults as well.94 Addressing complex and difficult issues, such as racism and inequality, through a playful 
and interdisciplinary way is already a successful approach. The Black curriculum for example offers courses and workshops 
for schools where children learn about black history through music, arts and dance. They want to combine creativity and 
history to make it more attractive, accessible and understandable for children aged 10 years and older.95, 96

 Another example that is about racism “the school that tried to end racism”, a chanel4 documentary, where a class (year 
7-8) in the south of London attends an experiment about unconscious bias and inequality within the same socioeconomic 
environment. It was impressive to observe how children are not aware of the issues their classmates of colour have to 
face on a daily basis. Children don’t see a difference between skin colours, which makes them ‘colour-blind’. This is not as 
dangerous as conscious racism, but they ignore the reality of white privilege and oppression. The experiment lasted three 
weeks and the pupils had to do different exercises in different subjects. They started to question politics, society and the 
way they get educated and raised. It only takes a few hours to make a whole classroom realize that something isn’t correct 
in the system and those students will probably keep asking critical questions in the future.97, 98 This experiment pictured 
perfectly what this project is trying to achieve: motivating children to make a change for the future, to develop their own 
opinion and to find their true talent and intelligence. 
Taking on from one of the design proposals for the Studio module, an educational game has been developed. It has been 
mentioned earlier already several times, playing, fun and enjoyment is a key value for education. Since the research focuses 
on schooled and unschooled education systems it is important to include them both into the development. Therefore, 
the decision of creating a game for children within both systems has been made. A game to experience different learning 
methods, various research options and the real value of education. The game is focused on equality, self-directed and 
motivated learning, individual interests, collaboration and communication, creativity and diversity. It is developed to de-
school the education system, with special focus on the Austrian and English system. What home educated children profit 
from their education will be introduced in a playful way to kids at school, but this product can be used in a home educated 
environment as well.

A game to de-school the system 
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In collaboration with a teacher-to-be from Austria, Miss Elena Hirsch, the researcher is trying to close a gap that has been 
defined by looking at various game options, the education system in general and through gathering information from 
experts. According to this there are no such games that are focusing on equality, individuality, self-directed learning and 
different learning methods and skills. The previous study about unschooling is the main influence of this output and inspired 
the researcher to use the term ‘de-schooling’ as it combines unschooling, schooling, deformation and design in one word. 
The spirit of unschooling, which includes self-directed learning, interdisciplinary learning and focusing on the individual 
talents and interest, will be introduced to children in a schooled system through a playful way. 
The development of the game was mainly about finding the right way of making the game enjoyable for everybody, that it 
is not only a boring toolkit for educators to use. Children will learn more than they are even aware of while playing it. It 
was important to make it doable for the weakest, but still challenging for the best children in the classroom. And to make 
it accessible for everyone, for the children with internet access and a safe and educated environment at home but also 
for children with no technological devices in their private space and parents who are less supporting. Good design always 
focuses on the most vulnerable.99, 100

Challenging for the game developer was to create something that meets those needs and keeping in mind to create 
something that is more like a game than a tool that is not fun. Inspiring for this purpose was the research about ‘connected 
learning’ which talks about Quest schools in the US which are focusing on games and playing while teaching. Every teacher is 
a game developer at the same time and the children learn through a very creative and open approach. The design principles 
for a good game are: everyone can participate, learning happens by doing, and everything is interconnected. Furthermore, 
they foster the difference between in- and out-school learning. Connected learning happens when peer-support, interests 
and academics meet together.101 Another research paper focusing on lower primary school education mentioned that 
children are learning by doing. They learn from life experience; already Jean Piaget’s work about constructivism focused 
on that. The necessity of an inquiry-based classroom, where the teacher merges the interests from the children in the 
classroom with the curriculum is high.102

Before really starting with the first prototypes of the game, the designer and researcher decided to have a look at 
comparators in the field of educational games for children and adults. The following analysis of various games, mostly 
designed for schooled environments, will give an overview of already existing options that are focusing on the defined values 
of education. Some are analogue, some are digital, some are with cards and boards and some only involve the movement 
of the body. All in all, it’s a wide spectrum of popular techniques to teach children across the world. The following figures 
are developed to illustrate clear and understandable review of the analysis. 

Fig. 10:  Game Testing
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Classroom is divided into two groups, scientists and system. System group 
has to follow rules within movements (set by teacher) and they all have a 
defined role to play. System group shows their system following the set rules 
to the scientists. Scientists can ask yes/no questions every 2-3 minutes, they 
are allowed to observe and change the system to see how it gets affected. Goal 
is for scientists to define the rules of the system by observing and asking the 
right questions. Afterwards students reflect on the exercise and think about 
systems they have experienced already and are in their environment. 
Time frame is 2x50 minutes classes

Players are experiencing the life of a refugee moving from Africa to the borders 
of Europe. It is a shooter game and can be violent, but players get to empathize 
with the challenges refugees have to face nowadays. The Austrian artist group 
“goldextra” developed the game to gain social and political awareness and to 
have more empathy for refugees coming to Europe. 

Players have to answer multiple choice questions about environmental topics 
with different categories around ecology (water, food, chemistry, air, climate, 
etc.); pawns on the board are moving around, there is one for each player 
and one communal pawn. A mix of card game with trumps and board game 
with dices. End of the game if the communal pawn reaches the finish line on 
the board, winner of the game with most points (earned through answering 
questions correctly). The game won the prize of best environment protection 
game in 1991 through the government. 

The game is showing the relation of the world’s population and gross domestic 
product (GDP). The board of the game is a world map using the Peters-
projection from 1974 with proportional visualization of the continents, the 
pawns represent either people or GDP. One pawn is 1% of world’s population 
/ 1% of world’s GDP. Players have to guess first how many population-pawns 
are on each continent. They will get the correct answers told afterwards and 
adjust the pawns according to the real numbers. Then the have to do the same 
with the GDP. The game shows that the GDP is not fair distributed among the 
population. Other topics like food, materials and nature can be discussed as 
well using the same game. 

Game focuses on the 17 Sustainable Development Goals (SDGs) and 
introduces them to children in a playful way; various playing methods 
depending on the children in the group; helps with learning German as a 
foreign language as well and can be used internationally; Cards have pictures on 
them and there are 12 different variations how to play the game. For example: 
“Find the correct card” – teacher puts cards across classroom and describes 
in an abstract way what a particular card is showing. Children have to find the 
matching card then.  It is a lot about imagination and interpretation of the 
pictures on the cards, getting to know the other player’s minds a bit better 
and to engage with everyday issues that are addressed in the SDGs. There are 
templates to print for some variations of the game included. 

Game introduces the “5Ps” people, planet, prosperty, peace & partnership, 
which are focus of the 17 SDGs by the united nations. The players have to 
come up with creative and innovative solutions for problems around the 5Ps. 
Game mechanics work like a traditional board-card game with drawing cards, 
playing them and following a pawn and order on the game board. Challenge 
cards introduce players into the problem, skill cards have to be played to offer 
solutions. Players are playing in teams, team with most solved challenges in 
the end wins. 

Is not a commercial game, but a natural game children play before entering 
school. They imitate school at home with their friends or family. They play 
teacher and student, teach each other first steps of maths, reading and writing. 
It is a preparation for school without even being aware of it. 

Minecraft is one of the most popular games around the world. It is about 
breaking and mining parts from a 3D world and building your own world 
through that. There are two modes, survival and creative mode, in which 
players can play. The game is often used in educational context as it fosters 
creativity and children can engage with different topics through “building” 
them in the virtual space. Since 2016 there is an educational edition available 
which is focusing on the 21st century skills and fits with the STEM curriculum. 
Topics like extinction, islands, remote learning, history, science and languages 
can be learned. Through gaming children enter the “flow” state, the state of the 
mind when one is highly concentrated and ready to learn. 

A game to introduce mathematics to children. Goal is to get your individual 
rocket on the paper as far from zero as possible. Each child has three different 
rockets, each rocket needs three boost cards (with numbers and calculations). 
In the end the rocket with the highest number wins. While playing the educator 
asks the students why they chose to use specific cards and students can reflect 
on their actions and thoughts. Different cards with higher and lower numbers 
can be used to increase the difficulty level. 

The game aims to practice and develop discussion skills in a group of 4-6 
people. Students get a topic to discuss about, they get introduced to several 
discussion rules and tips and are asked to use them as discussion skills. They 
are observed by the rest of the class, who are giving and counting points 
for each student in the fishbowl arena about how well they are using the 
discussion skills. The discussion lasts for six minutes, then the students change. 
Goal of the game is to earn as much points as possible.

This game is about creating a vision of the perfect school for teachers and 
educators. The game should encourage the players to separate them from the 
classic perspective and opinion of school and explore creative and idealistic 
solutions for existing problems. Three rounds equal three school years, 
different categories (budget, quality, community, responsibility, etc.) have to be 
played through. The players are using focus cards, action cards and time cards 
to move forward and express their ideas and plans. The game can be played 
individually or in teams, goal of the game is to reach together a set goal for the 
school. The game inspires principles and headteacher to move forward and not 
being afraid of change and innovation.

The game is introducing children into city planning and sustainable mobility. 
The players are confronted with mobility challenges in a city and have to find 
the best fitting solution with the cards on their hand. It can be played in the 
classroom or at workshops that talk about mobility. Goal of the game is to 
find best solution (children decide it themselves) and make sustainable public 
transportation possible. Children learn about sustainability, systems thinking, 
collaboration and creative thinking; game is in German and English available; 
a junior version for younger kids is available too; QR codes on the cards 
implement technology and make the game more attractive, but they don’t 
have to be included to avoid inequality amongst players who don’t earn a 
smartphone; children review their solutions critically and get the feeling of 
making a change in the system. 

Children learn about systems, 
system is not a thing but it consists 
of different parts and links and they 
all depend on each other; learn to 
collaborate; critical thinking and 
observing; learn to reflect on their 
approach and actions

Empathy and value of refugees; awa-
reness; political discourse; anti-racism; 
cultural integration and migration

Gaining knowledge about ecology and 
environment; valuing the treasures 
of nature 

Knowledge about GDP and world’s 
population; visualization of big num-
bers; different perspective of world 
map; poverty and how to encourage 
fariness

Interaction with SDGs; understanding 
the importance of sustainability; each 
variation has different goal 

Interaction with SDGs and 5Ps; 
understanding the importance of 
sustainability; no fear of failure and the 
motivation to develop ideas and act

Reading, writing, calculation, speaking 
skills, social skills, confidence

Learn various topics from the 
curriculum through achieving tasks 
on Minecraft, creative engagement; 
computer skills, problem solving skills, 
reading and writing skills; autonomy 
and collaboration at the same time. 

Mathematics; critical reflection on 
actions; learning through playing 

Communication skills, discussion skills, 
collaboration, critical thinking

Innovation and change through play; 
new creative ideas; widen the horizon

Sustainability, mobility, systems 
thinking, collaboration, creative and 
critical thinking towards solutions

Creative introduction into systems 
thinking and understanding the 
importance of systems; using only 
the body and mind as game materials; 
introducing a complex topic to 
children through an easy setup 

UCAR, “The Systems Game”, 2020. Online: 
https://scied.ucar.edu/activity/2925/print-all

Goldextra, “Frontiers – You’ve reached 
Fortress Europe”, 2012. Online: http://www.
frontiers-game.com/

Ravensburger, “Die Ökolis – spielend die Um-
welt schützen”, Otto Maier Verlag, 1993. Online: 
https://boardgamegeek.com/boardgame/82777/
die-okolis

Bildung trifft Entwicklung, „Das Weltspiel“. 
Online: https://www.das-weltspiel.com

FORUM Umweltbildung “Empowerment für die 17 Globalen 
Nachhaltigkeitsziele“, 2020. Online: https://www.umweltbildung.
at/publikationen-materialien/hintergrundinformation/empower-
ment-fuer-die-17-globalen-nachhaltigkeitsziele.html

FORUM Umweltbildung “Challenge accepted!“, 
2020. Online: https://www.umweltbildung.at/
index.php?id=2692&ADMCMD_cooluri=1

The Conversation, “How playing the ‘School Game’ helps kids 
on their journey to literacy”, November 24, 2015. Online: 
https://theconversation.com/how-playing-the-school-game-
helps-kids-on-their-journey-to-literacy-50984

The conversation, “Minecraft can increase problem solving, col-
laboration and learning - yes, at school”, April 21, 2019. Online: 
https://theconversation.com/minecraft-can-increase-problem-
solving-collaboration-and-learning-yes-at-school-113335

Institute of Play, „Absolute Blast”. Online: 
https://clalliance.org/wp-content/up-
loads/2020/02/Absolute-Blast.pdf

Institute of Play „Socratic Smackdown”. 
Online: https://clalliance.org/wp-content/up-
loads/2020/02/SocraticSmackdown.pdf

Friedrich Verlag „Planspiel Gute Schule“, 2019. 
Online: https://www.friedrich-verlag.de/plan-
spiel-gute-schule/infos-zum-planspiel/

Mobility 360° „Mobility 360° Card game“, 
2018. Online: https://mobility360.at/mobility-
360-kartenspiel/

using a game as a way of mediating 
critical issues; empathy and experien-
ce as a learning technique 

introducing the importance of 
protecting the environment through 
a game; collaborative and individual 
goals; knowledge about nature; a bit 
too complicated for children...

Using a game to introduce this critical 
topic to children is very inspiring; 
children and adults can engage with it; 
board can be used as a poster after-
wards and game can be played more 
often using alternative topics. 

Printing templates that give teacher 
freedom to play game in different ways; 
variations with using the same cards; 
can be used for homogeneous group of 
children; game can be accompanied with 
a book about the 17 SDGs described 
for children.

Giving children agency and respon-
sibility about good and better ideas 
how to solve a challenge; using the 
simplicity of a boardgame to address 
complex issues 

Free game that everybody can play as 
there are no rules; children are putting 
themselves in different positions and expe-
rience “school” from various perspectives; 
children are motivated to learn from each 
other and teach each other. 

Including technology in a playful way 
to make learning more attractive; 
creative approach of different topics 
that seem boring to be taught and 
learned. 

Pen and paper game with easy rules 
and easy access; developed by teacher 
who is teaching mathematics 

Easy to access the materials, it doesn’t 
need much to prepare and children 
have their own agency about the 
discussion; critical reflexion and 
feedback from peers

Leaving restrictions behind through 
creating something in a playful 
environment

Card game with link to digital interac-
tions; fun and engaging way of learning 
about mobility and city planning

not a classic educational game, more 
for home environment, therefore 
forces self-directed learning. 
Very complicated game mechanics!

The game is not equal accessible 
for everyboddy but it introduces 
inequality and racism to the players. 

A great game that introduces a lot of 
different topics to the players. Typical 
educational game that won‘t be played 
in leisure time.

Can be used for different environ-
ments and purposes

Could create unfair behaviour if chil-
dren are not comfortable to interact 
with some team members

Children without a safe and fun social 
environment are less likely to play 
this game. 

PC game is not available for 
everybody, computer and internet 
connection must be provided

only for learning mathematics, clearly 
a learning game. 

Not really a game with a storyline or 
an exciting goal but the competitive 
spirit is there. 

only available for adults, no version 
for children which makes obvious 
that students are not included in the 
innovation process of their school.

a junior version for younger kids is 
available too; QR codes on the cards 
implement technology and make the 
game more attractive.

The Systems game Frontiers Die Ökolis Das Weltspiel Dare to be you Challenge accepted 

The School GameMinecraftAbsolute blast Socratic Smackdown Planspiel Gute SchuleMobility 360° 

from 10 years | Kinaesthetic activity n.n. | Online PC game from 8 years | Board game, quizz from 12 years | Board game from 10 years | Card game from 15 years | Card game & board

from 4 years | Kinaesthetic activityfrom 8 years | Online PC game10 to 14 years| Pen and Paper game10 to 18 years | Pen and Paper gamefor teacher | Board game & cardsfrom 10 years | Card game



Musu.Bi
Learning to Explore
Musubi - Japanese for to tie, to bind, to link103

The name fits with the idea of the game because it is about 
making connections within a topic of own interest and at 
the same collecting pieces of a fictional figure and put it 
together in the end. The Japanese word was chosen because 
it does not remind of any other word in English or German 
and it sounds like a proper name for a robot. It is easy to 
pronounce and to remember as well.

103 Japanese mythology & folklore: “The musubi gods:  A comparative survey of binding gods, 
binding magic and their origins.” No date. 

Fig. 13: Musu.Bi Box
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Who is the game made for? 
The game is specifically made for children in schooled and unschooled environments aged between 10-12 years, but with 
no actual age limitation. Whilst the idea is to use it within an educational context it can be used without the context as 
well. Musu.Bi offers great possibilities for pupils that are motivated to learn and explore, for example as an activity during 
summer and winter breaks or in camps. It will give all the benefits and critical engagement with education to the user no 
matter how, where and when the game will be played. Furthermore, it can be used for refugees and developing countries 
where children don’t have the chance to get any education. This perspective will be discussed later in the workbook while 
talking about further development of the game. 

What is the game about?
It is about an expedition on a foreign planet trying to find the missing pieces of the research-robot 
Musu.Bi to make it possible for it to explore and preserve the planet’s ecosystem. 
The children get asked to find the parts of the robot, who got destroyed by a desert storm, on the different continents 
of the planet “Pangea” through achieving tasks. Tasks are creative and scientific research and learning exercises which the 
children will accomplish based on their chosen project. Bonus tasks can be done if children are motivated and have spare 
time to do so, this will gain them special parts to make Musu.Bi even more skilled than before the storm. The players have 
to collaborate to keep moving from continent to continent with the space-boat. Nobody should be left behind therefore 
children can and have to help each other to move faster forward.

Goal of the game is to make Musu.Bi function again and to get expert in a topic of choice with a final research output in 
the end. The children will experience different ways of learning and researching and can develop their own interests and 
learning style. They will see that education can be done in a fun and free way as well. 21st century skills are going to be 
addressed and developed, and the game fosters equality and self-directed learning since the tasks are easy to achieve for 
all kind of social environments and schooling models. “Musu.Bi” can be played from 2-30 people (suggested, can be more 
as well) and is designed for children aged 10-12 years old. The game continues over several weeks, depending on the 
education model it is used for (home educated children will take less time than children in school because they don’t have 
a curriculum to follow).

Musu.Bi

Fig. 14: Musu.Bi Template
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The game consists of the following components: 
-1 board (poster) showing a map of the planet with the grey continents
-50 task cards (35 main tasks, 15 additional tasks)
-1 logbook
-1 educator‘s manual including additional stickers for bonus tasks
-1 letter of Musu.Bi
-1 Spaceboat pawn

printing templates:
-Musu.Bi robot template (for each child one)
-emergency cards (for each child 5)
-reflexion sheet (for each child one)

At the beginning the children will read the letter from Musu.Bi which tells them the situation of the robot and why it 
needs the children’s help. Following, they will get introduced to the rules of the game which can be found in the logbook. 
The educator has to decide on an overall theme of the game, something that fits with the curriculum or anything else for 
example sustainability, Europe, underwater etc. Within this theme the players have to find a topic that interests them and 
they want to explore further. They will start with the first task, reading the task card and finding more information and 
examples of task outputs in the logbook. Once they accomplished the exercise (depending on the task this can take one 
hour up to a few days) they will mark their experience about it on the reflexion sheet. As soon as half of the players have 
accomplished the task the next one will be reviled, and they can work on that. With each task accomplished they will find 
parts of Musu.Bi on the continent the space boat is currently parking on. They can colour the found parts of Musu.bi on 
their Musu.Bi printing template handed by the educator. After a set amount of tasks the space boat is ready to travel to a 
new continent, but only after all players have accomplished those tasks. Children who are struggling with an exercise can 
use the emergency call card to ask for help from another student. Each child gets 5 of these cards, if they ask for help the 
supporting student gets one of the cards from the child in need.

Fig. 15: Musu.Bi Components
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Letter from Musu.Bi
Hello there! 
I am glad you found my message. My name is Musu.Bi, I am an expedition robot from Galaxy AE29-V3. My duty is to 
explore unknown planets, to get to know the ecosystem there and to collect this information to share it with my fellow 
robot friends. Right now I am on a Planet called “Pangea”, about 400 light years away from my galaxy. I found some very 
interesting creatures here and made observations of plants that can possibly be useful for my home planet without ruining 
it’s ecosystem. The last months here have been very stormy and one day I got caught by a very strong desert storm on 
one of the continents. I got blown away and while the storm was carrying me around I lost many parts of my body. All the 
parts are blown off across the planet and I cannot find them all by myself since I am missing too many of them to move, 
see, taste and explore properly. I am sending this letter with the hope somebody will find it who is motivated and can help 
me to find all my pieces so I can finish my expedition here. 
I will assist you on your journey across Pangea. I have prepared a map for you, all the grey parts are still undiscovered but 
I marked how many parts can be found on each continent. You can use my space boat to travel around, but this is a special 
exploration space boat. You have to be an explorer yourself to make it move. 
What do you think? Are you brave enough to help me finding my bits and parts and at the same time exploring this 
mysterious planet?

This section of the workbook describes the idea and materials a bit more in detail. All materials can be found in the 
appendix for more observation. The design has only been developed in detail for a prototype so far. The designer is aware 
that it needs more development and creative work for the final design, but the first drafts give ideas about how the game 
could look like when it will be tested in a classroom.

Musu.Bi starts with the following letter that will be read to the game participants by the educator:

Fig. 16: Musu.Bi Letter
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Instructions
You have just read the letter of Musu.Bi and decided to help this expedition-robot from a foreign galaxy. To move around 
in the space-boat you have to accomplish tasks, but the boat can only move when all have accomplished the task on the 
specific continent. 
Now it is your turn to start exploring and researching. Think about a topic that interests you and that you would like to 
know more about. It has to be within the theme of the game (chosen by your educator), but it can be anything as long as 
it motivates you and catches your interest. 

After deciding on a topic start with task card number one. Read the exercise on the card. In the right corner you will 
find a number which is the page number in the logbook of the space boat. Go to the page number to get more detailed 
information and tips about how to accomplish the task. There is no right or wrong, do as much or less as you want to do, 
as long as you enjoy it. With every task you accomplish you will get a bit of Musu.Bi’s parts. Finish the task and fill out the 
reflexion card that comes with each task. Show your outputs and the reflexion card to your educator and they will show 
you which part you got next. Then you can colour it on your personal Musu.Bi colour sheet and add your task output to 
your personal collection. After half of the players have accomplished the task the next card will be turned around. Your 
goal is to make Musu.Bi complete and function again, so to find all the parts across the planet. Beside that you will do a 
lot of research and exploring around your chosen topic, so you will have a portfolio of all archived tasks in the end and 
can call yourself an expert in your topic.

BONUS TASKS
Since you cannot discover the planet alone and sometimes you might have to wait for other players in the game, you 
can do bonus tasks. These will give you special parts for Musu.Bi and makes the robot even more skilled and powerful. In 
the end all players will have different versions of Musu.Bi with different skills, but this shows how diverse and individual 
everybody is.

EMERGENCY CALL
If you feel you can’t accomplish a task on your own or you need help from others, use your emergency call card and 
ask for help. Each player has 5 of those cards, but if you help somebody you will get an extra card. So for example Mary 
needs help, she will ask David to help her. Mary loses one of her emergency call cards but gives hers to David. David has 
now 6 cards, Mary only four. If somebody needs Mary’s help, she will get a card as well. So she has 5 cards again.
Keep in mind, you can only travel from one continent to the other together so no one gets left behind. Don’t be afraid to 
ask your friends to help you, and be helpful if somebody asks you for help too.

After this introduction the children will read the following instructions: 

Fig. 17: Musu.Bi Instructions
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Task Cards
The tasks that the players will have to accomplish are easy to understand and straight forward. Especially the main tasks 
shouldn’t be too hard and don’t include extra skills or fancy materials. The bonus tasks are a bit trickier; this is where the 
fast and very smart players can develop their skills even further and get challenged. Tasks are based on previous research 
from both collaborators. They include a lot of creative methods how to explore a topic and don’t remind of the classic 
exercises from school. Especially Elena has done a lot of research about how to train skills with children and the Valentina 
implemented those core ideas into the tasks for this game. The task cards are open for everybody, they are attached to the 
poster on the wall in a pocket, assorted in the correct order. 

The bonus task cards are indicated with a different colour and are attached to the board on the wall as well. They are 
hidden in envelopes and only the educator has the “key” to open them. Each continent has about 3-4 bonus tasks. If one 
player decides to do a bonus task, the card will be taken out by the educator and is now open for everybody. Children will 
prove the same way as with the main tasks (output and reflexion sheet) that they have done it and will be rewarded with 
an extra part for Musu.Bi in form of a sticker.

Fig. 18: Musu.Bi Task Cards
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Logbook
In combination with all the task cards the players will be provided with the Logbook. The book includes extra instructions, 
additional information and task examples for the children. This ensures the children are able to do the exercises without 
needing much guidance or help from the educator. 

Fig. 19: Musu.Bi Logbook
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Fig. 20: Musu.Bi Logbook Example Fig. 21: Musu.Bi Logbook Cover
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Emergency Call Cards

Reflexion Sheet

The emergency call cards are an important component of the game. They foster collaboration and communication as well 
as learning through mistakes and teaching. As the rule says, only all participants of the game can travel together in the space 
boat and nobody should get left behind, this tool allows children to get support from children who are faster with some 
tasks. It gives the game a fluent execution and nobody will get bored while waiting for each other to do the tasks to move 
on. 

The reflexion sheet is, beside the task output, evidence for the educator that the child completed the task successfully. The 
design of this sheet reminds of a target and the children can indicate how much or less they liked the task. In the notes 
section they can write why they liked the task, what they would like to improve or why they think it wasn’t enjoyable. The 
reflexion sheet will show them in the end which learning methods they are more talented and interested in. 

Notes:

Reflexion Task 1
        Pantomime

100

80
60

40
20

How would you rate this task?

Fig. 22: Musu.Bi Emergency Call Cards & Reflexion Sheet
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The Board
The board of the game, which is an A1 sized poster for the classroom, shows the map of Pangea with all the continents. 
They are grey at first and will get colourful through exploring them. The colours and patterns of the continents don’t 
remind of continents from planet earth and are very colourful and creative. In the pattern the lost bits and parts of Musu.
Bi are hidden to give the players some clues. Especially the bonus parts will be interesting to find. In the test version this 
effect was done by grey bits that covered several parts and could be taken off after going there with the space boat. For the 
final version the poster could be like a scratch map where the grey parts can be scratched off, or with stickers that can be 
taken off and reused several times again. The cards are in pockets attached to the poster. The following graphic shows how 
the designer imagines the final board to look like. 

PANGEA 
1:20,000,000

Contintent 1 Contintent 2 Contintent 3 Contintent 4 Contintent 5 Contintent 6 Contintent 7

Fig. 23: Musu.Bi Board Fig. 24: Musu.Bi Board Example
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Educator’s Manual
The educator will be provided with a full manual of how to guide through the game and help children if they are stuck 
with one task. It will include the same information as the children have in their logbook but with extra tips and examples. 
Especially the learning outcomes that the children will achieve indirectly through doing the tasks are an important 
component that the educator’s manual is including. Furthermore, it describes the keywords for the values of education that 
the whole game is about to the educator like they are described in this workbook. Included in the educators’ manual are 
the Musu.Bi printing template, the reflexion sheet template, the emergency cards template and the bonus stickers for the 
bonus tasks that can be attached for each individual Musu.Bi robot. 

Fig. 25: Musu.Bi Educator’s Manual
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Game Idea Generator
Based on the game development toolkit by the Institute of Play.

Parts of the Game
Based on the game development toolkit by the Institute of Play.

Learning Goals Goals

Challenge

Challenge for us

Game Idea Core Mechanics 

Components

How to Assess? Space

Rules

Children will learn how to gain and 
mediate knowledge through different 
methods. They will learn how to learn for 
their own needs.
Children will explore their own topic of 
interest and will become experts in their 
field. 
Children will get introduced into systems 
thinking, collaboration, playful learning 
and self-directed learning. They will get 
independent and develop a critical mind. 
Children will see that school is not only 
about learning and learning can happen 
outside of school too.

Introducing different learning methods 
Learning is fun and very broad
Learning is equal
Foster self-directed learning, critical 
thinking, creativity and systems thinking

Children working independently, 
collecting parts and going through all the 
continents, create something they can be 
proud of

The game provides a real learning 
outcome for the children, focusing on 
heterogeneous groups and equality, make 
a creative and attractive design. Make it 
attractive for teachers and schools as 
well as home educated children

Children will collect all their outputs of 
tasks and exercises in a folder. 
As there is no right or wrong of doing 
the tasks the educator can still see how 
much effort and motivation the child put 
into the project. 
The tasks fit with the national curriculum 
and focus on capabilities that 10-12-year-
olds in school have to learn and achieve. 
The presentation at the end of the 
game must be graded in some way, but 
without pressure or fear of failure. It is 
very subjective to grade these projects 
but since one main goal is to experience 
all the different learning methods and 
finding all the mandatory pieces of Musu.
Bi the teacher can make assumptions if 
the children really engaged with all of 
them. 
Children have to reflect at the end of 
each task how they liked it and what they 
learned for themselves on some sort of 
reflexion sheet.

Classroom and at home, school building, 
libraries, natural environment, social 
environment

Every child must achieve the main tasks, 
no moving between continents if not 
every participant has accomplished main 
tasks, journaling of the progress, no main 
task will be done twice, work on your 
own but collaborate with others during 
the tasks, help others if they need help, 
educator is a guide and managing the 
game but not teaching!

Children get introduced into the story of Musu.Bi. The 
robot lost all it’s parts on a foreign planet, the children 
have to solve tasks (individually and in groups) to collect 
the parts and make Musu.Bi function again. 
Children choose their own topic within a general theme 
that the educator decides for the game (animals, plants, 
universe, sustainability, etc.)
Learning methods will be experienced and used through 
various tasks. There are main tasks and bonus tasks. After 
each achieved main task children get a part for their 
robot, the bonus tasks give an extra feature. 
They will travel through different continents on the 
world map (board, poster on the wall) where they can 
explore and find parts. Travelling is only possible if every 
participant of the game has achieved the main tasks of the 
continent. Emergency cards can be used to ask for help 
and support from other participants. 
Each child will experience every method throughout 
their project. After each task they will fill a reflexion card 
where they can reflect on the exercise how they liked 
it or achieved it. The output and the reflexion card will 
be shown to the educator to get the parts they have to 
collect for the robot. 
All outcomes of the project will be collected in one 
folder or box etc. 
At the end of the game (2-3 months) children will 
present their project outcomes and their individual Musu.
Bi Robot. They can decide how and what they want to 
present to their peers. 
In the end children will have experienced various learning 
methods and can decide for their own which one they 
liked the most/least. They will have their reflexion sheet 
and can always refer back to that throughout the year.

Find the missing parts of Musu.Bi through achieving 
the tasks, main tasks will give children the essential 
components, extra tasks make the robot even better and 
individual. 
Each child has their individual robot sheet where they can 
colour and draw the missing bits they find on it. After task 
is done by half of the class the educator will tell students 
which part they have found now. Extra bits and parts will 
be given by the teacher in form of a sticker and can be 
added to original drawing as a bonus part. 
Travel and explore the continents and find the parts there, 
exercises and tasks will make travelling possible -> if half 
of the class has one task done, next can be revealed and 
after all main tasks they go to next continent. Children 
can always go back to continent and do more extra tasks 
to find extra pieces. 
Collect all the outputs of each task in a folder or box and 
present it in the end. 
 

-1 board (poster) showing a map of the planet with the 
grey continents
-50 task cards (35 main tasks, 15 additional tasks)
-1 logbook
-1 educator‘s manual including additional stickers for 
bonus tasks
-1 letter of Musu.Bi
-1 Spaceboat pawn
-Musu.Bi robot template (for each child one)
-emergency cards (for each child 5)
-reflexion sheet (for each child one)
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First Ideas
As the research for the studio module has concluded with creating a game that fosters equality, skills and other defined 
values of education, first ideas about how this could look like were born. The initial idea was about collecting the learning 
methods while travelling with your pawn over the board of the game. The learning methods could be collected through 
achieving tasks, similar as the final version now, but there was no real storyline or adventure behind it. It was all about 
collecting marbles in different colours and comparing those to your peers, with the final goal of being an expert in a topic 
of your own choice. Fig. 26 shows the first drafts of the storyboard and how the two collaborators thought of the game 
before. Those ideas were especially influenced by the research about unschooling and schooling because it should bring the 
unschooling spirit and benefits into the schooling environment and the other way around. 

But after more research into several games and talking to experts this idea didn’t sound like a fun game to play. 
The motivation and spirit for the children was missing. As Jeanette Müller described it in our conversation “Children 
won’t be happy with only collecting marbles in a bag and having no idea why they actually collect them or what’s the final 
achievement in the end”.103a The basic idea was good, but the story and playful factor was missing. The first drafts were 
more like tools for teachers to introduce various learning skills into a classroom, but for the children there was no real 
fun included. The two game developers wanted to keep the collection part but had to focus on an individual goal and a 
collaborative goal for the children to achieve beside their individual projects. Ideas about building a city with collecting 
buildings, planting plants in a garden or exploring planets in the universe were developed. Finally, they ended up with 
the idea of a fictive figure that needs the children’s help to get to its goal. Musu.Bi was creatied, Pangea got developed 
and the story of the explorer robot that got caught in a storm emerged after several team meetings and collaborative 
brainstorming sessions. The decision of using a robot as fictional figure and a planet that doesn’t remind of planet earth has 
been made to prevent racist behaviour and exclusion. The communal goal was to explore each continent to find the missing 
parts of Musu.Bi and to get to the final point of the board together as a team. The individual goal is to attach the missing 
parts to one’s own Musu.Bi template, make the robot more skilled and powerful through achieving extra tasks and to have 
a complete project of a topic of choice in the end. Finding bits and parts and travelling with the spaceboat can only be done 
through finishing tasks and helping others who need help. The tool developed from a simple and basic idea to a promising 
and complex educational game that can be played in an unschooled and schooled environment. 

103a Müller Jaenette, Talk about Musu.Bi, systems thinking and playing. June 24, 2020. Recorded, not published.

Fig. 26: First Ideas
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Analogue vs. Digital
Through the development of the game it was always a bit of a debate whether it should be digital or analogue. The 
designer and researcher decided to keep it as an actual board game as research showed that children are already spending 
a lot of time with technology. They get distracted by too much time in front of the screen and lose interest in traditional 
subjects and topics as well.104, 105 Furthermore children should have some time off screen and focused learning with social 
interaction too.106 Whereas including technology into education is recommended and much promoted, Musu.Bi will only 
have some tasks that ask children to use electronic devices and the internet as not everybody has the same possibilities 
to do so.107 “ […] educationally privileged youth with effective learning supports at home who are able to take full advantage of 
the new learning opportunities that the online world has to offer and to translate these opportunities to their academic and career 
success” (Mizuko Ito et al. Connected Learning, 2013, page 25) but this design output is addressing that qualitative education 
shouldn’t be a privilege. Therefore, technology is included but not as the focus. This game introduces to some the world 
outside of the technological void. Not everything has to be googled, the community around one knows sometimes a lot 
more than the world wide web.108, 109, 110 In case of Covid-19 it would be beneficial to have an online version as well, with 
a PDF version of the logbook and an online interactive map op Pangea. Tasks could be exchanged and delivered through 
video calls easily, even though the recent experiences with online learning has shown that communication and collaboration 
isn’t the same as with physical interaction.111
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112 IDEO LLC.: “Design thinking for educators” 2012.  

Collaboration
The following paragraph will be written from the designer’s and researcher’s perspective as it makes it more graspable and 
understandable for the reader and the writer herself. 

The decision about a collaboration has been made as designing something valuable includes research but also collaboration 
with other disciplines.112 In this case, I decided quite early in the process to include Elena Hirsch into the development 
of the final design output. She was one of the interview partners for the studio project and therefore was aware of the 
research I have done. Following the perfect collaboration to create an educational game according to the institute of play, 
the roles have been divided as followed. I am the designer and design researcher, Elena is the teacher and together we 
are the game developers. The design of Musu.Bi, the core idea and the research behind most of the task has been done by 
myself. My collaborator offered the pedagogical expertise, the academical language for the instructions for teachers and 
the theoretical background of teaching skills in the classroom. While working together it showed that even though we 
had the same vision, we had different approaches and ideas about the game. Mine were more creative and experimental, 
whereas Elena’s ideas were very structured and “schooled” as she is influenced by her education herself. It was good to 
have not always the same opinion to either chose the better idea from each of us or find middle ground as a combination 
of both thoughts. Sometimes it was really hard to agree, but this only made each of us more convenient and stronger. This 
led to the great outcome that the game can be used in a schooled and unschooled environment, fits with the curriculum 
and is (hopefully) attractive for teachers to use in the classroom. We could share and develop our individual expertise and 
talents through this collaboration, and we are proud of what we have achieved so far through only online meetings and 
digital communication. It is a great experience to work together with somebody from a completely different expertise 
and Elena profited from this project as well. She started to critically question her education and how young teachers are 
getting trained in Austria. Since she will graduate in 2021, she wants to take up the game and my research behind it and 
write about it in her Bachelor thesis. 
Through this we want to foster the team spirit and mixture of disciplines within an educational context but also in a 
broader spectrum among professionals. 
All our talks and calls have been recorded, audio and sometimes video recorded if we used some brainstorming tools. 
We worked together on google drive files to create the tasks and the texts for the logbook and teacher’s manual. The 
recordings can be found in the appendix, but they are not translated from German to English and not transcribed. 

What is clear from this snapshot, is that the world and 
our communities need brave collaboration now more 
than ever.

OpenIDEO, Learning Reimagined: Radical thinking for equitable futures,2020. page 73. 

”
“

Fig. 27: Collaboration Game Design
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Interviews and Talks
Throughout the development of the design output several talks with experts and a playtest of a demo version have helped 
to get the ideas further and more realistic. Among others the idea has been presented to Bec Barnett, Co-Director 
at Relative Creative, educator and specialist about decolonizing design and games in Australia. Jeanette Müller, systems 
thinking specialist and artist in Austria, has been asked for her input as well. Both liked the first general ideas, but it was too 
less of a real game, more like a toolkit. Bringing the idea of a robot in has helped to create a real story and motivation for 
the children to engage with the game. 
After further development the designer presented the ideas to home educated children that have been interviewed earlier 
in the process of the project. They are aged between 12 and 14 years and both, as well as their parents, liked the idea, 
the design and the background of it. On a scale from 0 to 10 (with 0 worst and 10 best) they all rated a 9-10. The game 
has also been introduced to practicing teachers. They gave a lot of valuable input and mentioned that it would be great 
to have an online version as well. Especially during the Corona crisis. This is a very good point for the board game, but 
as mentioned earlier there are several reasons why the decision has been made to keep it a physical board game. Maybe 
for future development there will be online material available or a digital version of it because it could work very well 
with the story and character to be animated. They also really liked the idea of self-directed learning and introducing the 
various learning methods and skills to students in that way because it is mandatory in the curriculum now but hard to do 
in practice without useful material. Teacher would be very happy about this product because it supports them and their 
curriculum projects they have to do. On the scale from 0 to 10 one rated the game with 7.8 and one with 9. Another 
feedback talk with a home educating mother and her daughter, who is already an adult and a teacher for higher education 
herself, has been very insightful. Both agreed that the game is brilliant, and it should be further developed for older children 
and even adult education. They really encouraged the designer to expand the idea further and make advanced variations 
of it once the original idea has been completed. It touches all the lacks and tweaks of a conventional education system and 
includes the most valuable skills that children are missing nowadays. In terms of a home educated environment they saw a 
lot of potential in Musu.bi, whether it is for a single child or more children in the household. It can be perfectly used as a 
guideline, especially for parents who are less confident with teaching and structure. They were both very enthusiastic and 
rated the game with a 10+ on the scale. 

“Don’t make it too simplistic 
but also not too complicated.”

“You are encouraging other ways 
of communication and thinking.”

“You should consider giving it out to adults.”

“No one 
questions 
a robot.”

“Kinaesthetic skills in 
school are missed, so 
I agree with this lovely 
idea as a game.”

“You really need to consider 
the really weak students and 
the really strong students.”

“This game offers people an outline and 
a way of how they can teach at home.”

“I love the idea of the help cards 
because it is ok to ask for help.”

“It is confidence building!”

“I would like one for my students!”

“I think the storyline is really good.”

“I don’t think it would be 
hard in any way to put this 
into a school environment.” 9.4

average

0 42 6 91 5 83 7 10

Scale from 0-10 average answers
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113 Deej Johnson and Billy Langsworthy: “The snakes & ladders of creative thinking”. London, 2019.

The next step, playtesting, is very important for an actual game design. No matter if digital or analogue, the idea must 
be tested for further development. There are different ways and types of playtesting a game. Commercial playtesting for 
example involves people who are game publisher or developer themselves, they are experts in this field and know how 
to ask the critical questions. But it also depends on the reason for the playtesting.113 In this case the playtesting has been 
done with the main target group, schooled children. The purpose of the testing was to see if the children can understand 
the instructions in the logbook on their own, if they manage to do the tasks, if the graphics are attractive and the story is 
catchy and motivating as well.
After creating the first design drafts and building the prototype, the designer had the chance to playtest the game with two 
children, aged 7 and 10 years old. They are both attending the local school in England and are talented with creativity and 
reading skills. 
Even though there was an age gap of three years between the two girls, they both engaged very well with the game and it 
was easy for them to understand. If the younger one didn’t understand something in the first place the older one explained 
it to her and helped her. They even exchanged “Emergency Call” cards among each other. Including a break in between the 
testing took about 2,5 hours. They had to accomplish 8 tasks in total and due to the short time frame they had a given time 
to do them as well. The original game wouldn’t have these short time frames and has more tasks to do. 
The younger one wasn’t focused in the end anymore and solved the tasks the way she wanted to do them without really 
caring on the described task outputs in the logbook. This showed that the game is more suitable for older children. 
Both did very well and it was very motivating and empowering to see that the concept and idea works well. 
After the final presentation of their project (crabs and sharks) they filled out a questionnaire for feedback. The file can be 
found in the appendix but the questions were about if they like the design of the robot, the scale from 0-10, if they would 
like to play the game at school and what they enjoyed the most and the least. The questionnaire was developed based 
on research from “Design Pack – Games and Learning” and “The snakes and Ladders of Creative thinking”. The designer 
concluded with some minor changes on the layout and graphics for the game. Since the whole concept is based on a 
long-time frame, the functionality and success couldn’t be tested, but it was great to observe that the children understood 
everything and enjoyed playing it a lot. Their mother also mentioned that it is a great tool and she will use some of the 
tasks introduced to them for their future distance learning situation with school due to Corona. It inspired both, children 
and parents, to learn differently and explore things on a broad level.

In conclusion from the design development research, which has been very fruitful and successfull, Musu.bi got very positive 
ratings and comments. Especially the “emergency call cards” as a component of the game have been mentioned every time 
as very valuable. Children are often afraid to ask for help or are not familiar with helping others, therefore this rule of the 
game makes it great for them to not be ashamed or afraid of failure and mistakes.

Playtesting

Fig. 28: Playtesting
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Age Group
The talks to experts and playtesting has also shown that the first estimated age group from 8-12 years is too broad and that 
the game developers should rather focus on a smaller age range that is more realistic.  The final age group of 10-12-year-
olds fits with year six in primary school and year seven in secondary school, in Austria this is equivalent to the 4th grade 
in primary school and the 1st grade in secondary school. Children at this age have the basic reading skills, are able to work 
alone and don’t need too much guidance anymore. They learned most of the basics and know how to collaborate as well. 114 
For home educated children the age group could vary, this is only an estimated age that doesn’t mean every child is at 
the same level. If the educators feel that the game could be done by their children without fitting the age group, it doesn’t 
really matter. The playtesting has shown that the 7-year-old girl could do the tasks easily as well, but she needed a bit more 
guidance and help from the older player. 

Fig. 29: Age Group

114 Auer, Valentina. “De-Schooling Education: A project about how to make the public school system more sustainable and valuable to create a more sustainable future society”. Sustainable Design Studio 
workbook. Brighton, 2020.
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Final review
The design output of previous research has to be critically 
reflected according to the defined values of education. The 
whole development has been focused on the keywords 
equality, individuality, 21st century skills, learning through 
playing and collaboration. Furthermore, systems thinking, 
communal learning and diversity have been influential too. 
Since a lot of comparative games research has been done in 
this project, the researcher and designer wants to review this 
game in the same way. 

Musu.Bi is fostering equality and various ways of learning. 
Collaboration and communication are key rules to travel with 
the space boat. Children get motivated to ask for help, to help 
each other and to communicate with their peers and people 
outside of the classroom/social environment. Through giving 
each other feedback and looking at things through different 
perspectives they develop critical thinking skills. Since they 
are exploring a topic of their choice and they have to do 
most of the tasks without a lot of guidance they experience 
and train self-directed learning inside and outside a schooled 
environment. As most of the tasks include some creative 
interaction with the topic they will develop their creative 
thinking skills as well. Finally, and most important, the children 
will have fun and learn unconsciously through playing. 
Of course, this design output asks for more testing and further 
development. The designer is planning to create a test version 
for two schools in Austria. Furthermore, it would be good 
to test it among different age groups, children with special 
needs and adults who have to be the guides of the game. It is 
planned to do this after graduating from this course.

S.W.O.T Analysis
Based on”The Snakes and Ladders of Creative Thinking” by Deej Johnson and Billy Longsworthy. 

Strenghts

Opportunities

Weaknesses

Threads

It addresses a gap on the market and the system. Very 
good feedback from many people. Playtesting worked 
well. Includes all the values of education that have been 
mentioned earlier. 
Learning and social skills of the children get fostered 
with this game a lot.

To adapt it to different countries and systems so it can 
actually work all around the world. Since there are no 
direct limitations about culture or language, it should 
be easy to adapt and no discrimination or colonization 
will happen. The game will be tested in winter term 
in schools in Austria (integration classes and regular 
classes) to see if it is doable and successful. 
Also to make it available for other age groups, for adult 
education etc. Can be a great tool for autistic children 
and children with learning difficulties. Also for children 
who are not able to attend qualitative education in 
developing countries or refugee camps. 
Some parts of the game could be digitalized for example 
an introduction video instead of the letter from Musu.
Bi or a digital version so children have access to the 
materials online at home as well. This would ensure a 
broader audience for home educated families too. 
Instead of the drawing template there could also be a 
real 3D robot that can be built (cardboard or wood) 
for each student.

Not done with the educator’s manual yet and it will 
probably be hard to communicate and advertise it in a 
way that educator want to engage with it. They must be 
very motivated to play this game as well and probably 
need a very detailed instruction to understand all the 
tasks. 
Doesn’t combine with the current social distance 
learning as there is no digital version developed yet.

It sounds complex but it actually is very simple once the 
game has started. Hard to communicate it with only a 
few sentences. 

Find the missing parts of Musu.Bi through achieving the tasks, main tasks 
will give children the essential components, extra tasks make the robot even 
better and individual. Each child has their individual robot sheet where they 
can colour and draw the missing bits they find on it. After task is done by 
half of the class the educator will tell students which part they have found 
now. Extra bits and parts will be given by the teacher in form of a sticker 
and can be added to original drawing as a bonus part. Travel and explore the 
continents and find the parts there, exercises and tasks will make travelling 
possible -> if half of the class has one task done, next can be revealed and 
after all main tasks they go to next continent. Children can always go back to 
continent and do more extra tasks to find extra pieces. 

Valentina Auer and Elena Hirsch

Musu.Bi

10-12 years | Board game with cards

Children will learn how to gain and 
mediate knowledge through different 
methods. They will learn how to learn for 
their own needs.
Children will explore their own topic 
of interest and will become experts in 
their field. 
Children will get introduced into systems 
thinking, collaboration, playful learning 
and self-directed learning. They will get 
independent and develop a critical mind. 
Children will see that school is not only 
about learning and learning can happen 
outside of school too.
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De-schooling Education Website
Another design output in combination with the studio project and other outputs is a homepage called “De-schooling 
education”. This online space creates an overview and summary of the whole project from the beginning to the final designs. 
Even though this workbook discusses the equality of internet access, this is the best and most effective way to spread the 
work and inspire people all around the world. It makes the work accessible and understandable without reading all the 
workbooks which are written in an academic and less personal way. The homepage is and will be still under construction 
as the game “Musu.Bi” is in development and other applications are still pending. This design output got promoted during 
the “End of Year show” of the school of architecture and design at Brighton University, which was an online platform where 
final year students could present their work. This project got some attention from different organizations and people, and 
the homepage therefore seemed to address the target group. Furthermore, it helped the design researcher to structure 
and simplify the work and make connections between the different outputs and research topics. 

As this is another design output that has to be critically reviewed, it definitely doesn’t include all the values that have been 
defined earlier about education. But it shouldn’t be seen within an educational context for children but for the grown-up 
target group, which include designers, educators, policy makers and parents. Since the texts are written from a personal 
perspective and using “easy” language, it is equal. The homepage can’t be found on Google yet, it is only accessible through a 
special link, but after the graduation Valentina will give the page public access and share it on various social media channels. 
Communication and creativity are represented in this output because the main purpose is to spread the thoughts and 
ideas of the designer to a broad audience. The connections between the individual research topics and design outputs are 
communicated too, therefore systems thinking to understand the system of this project is addressed in an abstract way.

The website can be visited at https://auerva29.wixsite.com/deschoolingeducation

Fig. 30: Website
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Summer School 
Valentina had the chance to be part of this year’s summer school as a super ambassador at the University of Brighton 
student recruitment programme. Her previous work and the participation of a workshop earlier this year have encouraged 
her to take part and deliver information about product design to interested teenager. The participants were between 16 
and 18 years old, just finishing year 12 of school. Many of them had migration backgrounds or are the first generation 
in their family to apply for university. The role as an ambassador was therefore not only to talk about design and design 
education but also the life at university, finances, and accommodation. Due to the impact of Covid-19 the summer school 
was all online, using a platform where the participants could have access to presentations and recordings and could chat to 
the ambassadors during a certain time frame. Of course, it wasn’t the same interaction as with a physical summer school 
workshop, but the participants were already used to this kind of communication and education from the previous months. 
Together with a master student of architecture Valentina had to organize and talk to students who are interested into 
product design, interior design and architecture. The researcher of this project could include her ideas about sustainable 
design, critical thinking, systems thinking and the importance of design thinking within a process into her presentation for 
the participants. They got mediated how to design a product properly, how to think about all the possibilities within design 
and how to deal with complexity. Each student had to do a little task that fit with their field of interest, in this case Valentina 
decided to let them do a mind map about a product of their choice. The mind map should show them how complex a 
simple object like a pen, a water bottle or an USB flash drive can be. Within this complexity the students had then to identify 
where are the touchpoints for design, how to improve and what can be improved at the current design of the product. 
Within the exercise explanation they got some articles to read and Ted talks to watch for more academic information. The 
full task description can be found in the appendix of this workbook. The participants showed a lot of interest into the topic 
and even wanted to get more resources for research. The workshop should help them decide what they want to study and 
give them tips and tricks how to build their portfolio to apply for different universities. Each ambassador had to review 
and give feedback to the final submissions of the participants. It was fascinating to observe how the students understood 
and executed the task, as well as how much effort they spent on doing it. Even though all participants in the product design 
workshop showed interest and talent, all the outputs were different. This experience showed the researcher and designer 
of this workbook how important diversity and individuality in education and profession is. 

Fig. 31:  Summer School Example
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Beside the workshops and information about studying at Brighton University there was also a social night on one of the 
summer school evenings. The purpose of this was to give the students a better feeling of belonging and teamwork, even 
though they couldn’t enjoy the summer school all together at the same place they should be still aware of the fact that they 
are not participating alone. Using the same chat room on the platform a scavenger hunt and a riddle quiz has been organized 
by the sports department of the university. The students had to solve riddles in a certain time frame and then had to search 
for various objects in their home during the scavenger hunt. The teams were divided into the different departments of 
the university, Valentina was together with five other ambassadors and some students part of the team form the school of 
Architecture and Design and Design and Arts. It was a fun experience but at the same time this can never replace physical 
interaction of students and ambassadors. Still, the students who participated gave very positive reviews and feedback that 
they enjoyed the 2020 summer school a lot and could learn many useful things for their future development. 
Not only the students who were taking part in the summer school, but also the ambassadors could learn a lot from this 
experience. For example, how to prepare pre-recorded presentations and provide the most valuable information there. 
Skills of online communication, ice-breaker games and how to deal with anti-social behaviour have been improved and 
trained through this one-week experience. For example, the trick of returning a question to the participants to test 
their knowledge and interest was a very valuable input. Valentina could test one of her task for the Musu.Bi game during 
the summer school and could mediate the idea of sustainable and socially valuable design to the participants who were 
interested. 

This design output of the de-schooling education project included communication as a core value. Since the whole purpose 
of working as an ambassador was to communicate to the students about various topics, it showed that people can learn 
a lot from each other and with each other. Collaboration among the ambassadors and the students was a key factor too. 
The students could chose their preferred workshop and task out of 13 different courses and therefore the summer 
school encouraged them to think about their own interests and individual talents. As this programme is part of the student 
recruiting programme for children with less chances to enter university, it implements equality as well. It should motivate 
and help those students to apply for higher education and to provide them with information they can’t receive from their 
social environment. During the presentations and the social night play and fun was included as well, but as mentioned earlier 
the summer school would have been more enjoyable for all involved parties if it wouldn’t have been online and isolated 
from each other. The research could have fostered more critical thinking about product design during the conversations 
but since there was only limited time in the chat room the participants asked more relevant questions to them and didn’t 
want to interact much through this “anonym” and unpersonal platform. Systems thinking could be introduced through the 
task about mind mapping and complexity, but it is not sure how the participants could engage with that.

Fig. 32:  Summer School Example 2
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New Minds 2020
During the end of year show from the school of architecture and design, Valentina got contacted by Ollie Nicholas, co-
founder of “Dropout”. Dropout is a platform where graduates from creative disciplines all over the UK get invited to 
create change in society and find solutions for world problems. “At DROPOUT, we focus on creative people who innovate 
through their ideas, and create change through their practices.” (quote https://dropoutmag.com/our-ethos/)  The platform 
exists since 2019 and creates a space for critical discourse and collaboration among various designers and artists. The 
“New Minds” talks brings two students and one of the founders together to talk about their projects, visions and ideas of 
creative change. Valentina had her talk with an art student from Edinburgh University, Sofia Hallström, and the co-founder 
of Dropout, Ollie Nicholas. Together they discussed what each of them thinks of education, including higher design and arts 
education, and how we would and could improve the system. Sofia’s project is about mapping, she used maps to visualize 
her feelings and experiences. She was using different materials to create these maps and got inspired by various mapping 
advocates. Furthermore, we talked about how mapping can be important for education and children, which fit perfectly 
with the output of the summer workshop Valentina was part of a few weeks before. The current Covid-19 pandemic 
had a huge impact on design and arts education as well, especially the graduation exhibitions got influenced by that. 
Collaboration and communication as well as creative freedom in a studio and workshop is important for creative students, 
but this year Valentina and Sofia together with many other students had to finalise their work at home with the materials 
and technology they had to offer there. This opened many new perspectives but also closed a lot of possibilities for them. 
In the end we agreed that the education system is too less focused on individuality and creativity and should empower 
communication and collaboration between subjects and disciplines more to gain understanding about the complexity of 
our environment and society. 
It was an honour for Valentina to be part of the New Minds 2020 talks and being invited into an exciting and fruitful 
community of creative and critical thinkers. 

The talk can be watched online at https://dropoutmag.com/featuring/new-minds-2020-valentina-auer-sofia-hallstrom/

Through the talk it was interesting to observe how the participants inspired and informed each other. The two projects 
were not similar at all but were both looking at society issues through a creative’s perspective. Obviously, communication, 
collaboration, creativity and critical thinking are included in this output. Individuality has been shown through the different 
approaches of the two students and that Ollie Nicholas has a degree in politics. Which shows that the collaboration of 
various disciplines works well together. Furthermore, Valentina was able to communicate the values of education and what 
she would wish to change for the future in the system. Through this talk her message will be spread even further and could 
open interesting and critical discussions among designers and artists who are working with or for the education system. 

Fig. 33:  New Minds
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Global Grad Show 2020
Another success of the project is the application for the global grad show. After submitting the project for the end of year 
show online, the administration office of the Global Grad show contacted Valentina and encouraged her to apply for this 
unique opportunity. Her project seems very promising as they are looking for graduate student’s projects focusing on social 
innovation and social change from design and innovation courses all over the world. The exhibition takes places in Dubia in 
November, probably this year only online due to the pandemic. 100 students from the applicants get the honour to present 
their work and are able to make connections with influential people who can help them realize their vision and designs. 
Valentina applied with the game Musu.Bi as an output of her research about de-schooling the education system. It seems 
to fit very well with the requirements of the Global Grad show as the game seeks to change and improve the education 
system through design and creativity. The full application can be found in the annex of this workbook. 

Due to mitigating circumstances the deadline for the application got extended for a full month. The result if the project will 
be exhibited in the Global Grad Show 2020 will be announced by the end of September. However, the designer feels very 
motivated and supported by the fact she got contacted by the organizers to apply and participate. 

The application enables the designer to communicate and show her design output (Musu.Bi) to a broad audience. 
Collaboration is included as well as creativity because this exhibition is going to be about the game that has been developed. 
The design will foster critical thinking and hopefully a different perspective on the school system. 

Fig. 34:  Global Grad Show
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115 Sevaldson, Birger. Redesigning Systems Thinking. Form Akademisk - forskningstidsskrift for design og designdidaktikk. 2017.

PhD Application
During the development of the project the opportunity to apply for a funded PhD position about systems oriented design 
at the AHO university in Oslo, Norway, was given. Birger Sevaldson coined the theory about systems oriented design, which 
is about the importance of including systems thinking into the design process. Mapping and giga mapping are an important 
tool within this design approach as well as the collaboration between arts and science.115 Valentina really wants to work 
further on her research and design outputs and decided to write a proposal for the position. She proposed to do research 
about how systems oriented design can be implemented into the education system, with special focus on interior design 
education. Furthermore, the proposal was about the importance of how to mediate systems thinking and systems oriented 
design to a young age group. As children can handle complexity and are able to understand it, it is all about the way they 
get introduced to it. Usually, and as discussed earlier, complexity should be communicated through a playful and creative 
approach. Everyone can engage with it if it is done in an appropriate way. This was the essence of the proposal which can 
be found in the annex of this workbook. 
It was a great practice for her to think about further development of her project and focus more on systems thinking and 
mapping again. This also inspired her to the mapping exercise in the summer school workshop and the mapping task for 
the Musu.Bi game. 
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Conclusion
Education is a very broad and sensitive project, everybody around the world is affected by it and it has a huge impact in 
people’s lives. For the future of our society and the environment the system has to be reimagined and redesigned. Sustainable 
education has to acknowledge the individual, the agency of the children and the power of the community. Equality has to be 
given in any case, every child has the right for qualitative and valuable learning and knowledge. The interdisciplinary work 
between designers and other professionals has to be fostered to create change in the system. Current influences like the 
Covid-19 pandemic and Black Lives Matter awareness are influencing the system already and show a lot of possibilities 
for creative innovators to act. Home education is getting more and more attractive, unschooling is a serious alternative 
to schooling. The project asks for de-schooling the system to get more value from the institution “school” itself and the 
way children and teenager are interacting with learning and teaching. Furthermore, fun and enjoyment have to be included 
when talking about learning. Therefore, “Musu.Bi – learning to explore” has been developed to show children in a playful 
way to learn differently, improve skills and involve the community while researching. Through collaboration this output of 
the research could been achieved and will be further developed for possible publishing. 

How can design help to make the education system in the UK and other countries more 
sustainable, adaptable and resilient? 
Design can give teachers and policy makers a different point of view on education. Through creativity and critical 
thinking, they can offer various outputs for discourse, system change and improvement in the society. 

What is the value of schools in the 21st century in the UK and countries with a similar 
education system? 
The values are: Inclusiveness & Equality, Play & Enjoyment, Collaboration, Communication, Creativity, Critical Thinking, 
Community, Individuality, Systems Thinking, Self-Directed Learning.

How are the design outputs from previous modules fitting with the critical context and adding 
value to the education system and society? 
All outputs are focusing on creating critical discourse and offering opportunities for the target audience to act. The 
development of the game and the final version includes all the values of a sustainable education system for the 21st 
century. It offers great opportunities for further development and not only benefiting the education system of the UK 
and Austria but also other countries, especially developing countries. Other outputs are specifying in communication 
and equality, creativity and individuality as well as community and enjoyment. None of the outputs is based on a 
traditional schooling pattern but is influenced by the findings of the primary and secondary research.

Research Questions
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Personal Conclusion
Through this project I didn’t only learn a lot about schooling and unschooling, politics and systems, I also earned a lot 
about my personal ways of learning and achieving goals. The MA in sustainable design course has inspired me a lot with my 
outputs, especially self-directed learning and implementing creativity into research methodology. The Covid-19 pandemic 
was a blessing and a curse at the same time. For the project it was amazing as the education system all around the 
world got highlighted again and everybody had to experience home education from one day to the other. It was a rapid 
change and a real boost for my motivation to keep on working with this topic. For the creative development it was very 
frustrating at first. Not getting inspired by other classmates in the studio anymore or talking to people in person was a real 
disappointment. Collaboration and communication had to be done online, strange at first but luckily everybody adapted 
fast and easily to the new circumstances. My fellow classmates helped me a lot with recruiting people for interviews, taking 
part in interviews and testing, sending me useful articles and information and especially just being there when I felt alone in 
the “battlefield” against myself. Not only my expertise and skills improved, my personality grew a lot as well and I am proud 
to say that I created something valuable and meaningful for the future society. 
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be half as brilliant as it is right now. My family and friends, who listened to me on good and less good days, who supported 
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What’s next?
This project is not finished yet, it is an ongoing process the researcher and designer wants to develop further. Especially the 
game, Musu.Bi, will be properly designed and tested at schools in Austria and possibly in the UK as well. Her collaborator, 
Elena Hirsch, will pick up the research and write her own Bachelor thesis about the game and critical reflection on the 
education system. Together they are motivated to contact institutions and people who are keen to publish the final 
output as a game that can be used then in schools and homes and beyond an educational background. A digital version for 
smartphones and computers would be a great accomplishment after further development. This would engage a broader 
target audience and even children from less developed countries but with access to technology could engage with the game 
and benefit from the values of education. 

The homepage will be updated accordingly and depending on the success of the project, Valentina is thinking about 
researching further and actually working together with educators and innovators to create change in the system beyond 
the already existing design outputs. Asking critical questions starting with “What if…?” and using the design thinking 
process for good will open exciting and promising future possibilities for her. Especially right now, where innovation and 
support towards teaching for the future is necessary and highly promoted. 

Futuring about… What if design will have a major impact into the education system to make it equal and enjoyable for 
every child no matter where it is situated? 

Thank you.

‘Futuring’ allows us to imagine possible outcomes with the hope of exploring, 
better sensing and equipping ourselves for the potential realities ahead of us. 

OpenIDEO, Learning Reimagined: Radical thinking for equitable futures,2020. page 9. 

”
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Appendix Consent Forms
Following documents can be found via this link: 

- PhD Application and Letter of Motivation

- Global Grad Show 2020 application

- Materials for Musu.Bi

https://unibrightonac-my.sharepoint.com/:f:/g/personal/v_auer1_uni_brighton_ac_uk/EpDZF3nENS9Oj9U-
VU1EToicByy68mbAzbLFkXOOfkAgNLQ?e=W8lQ2D

The recordings from the talks with experts and core participants can be found via following link. 
The file includes the presentation that has been shown to the participants as well.  Collaboration 
Talks are saved there too, but they are in German and not translated. 

https://unibrightonac-my.sharepoint.com/:f:/g/personal/v_auer1_uni_brighton_ac_uk/ErhDbsSnM1BIlpU5e0w-
h4cEBDfzHB6tXb5ifYQjjrhT_YA?e=nnWwIF

The signed Consent Forms of the participants can be found via following link. The file includes the 
infromation sheet for experts and other core participants. 

https://unibrightonac-my.sharepoint.com/:f:/g/personal/v_auer1_uni_brighton_ac_uk/EmJQ1p1BlnBCjJMIJ-
zbVEpgBV57ynrSwkHRFE0K8qe6rQg?e=DSgXcW

Consent Form Adults Consent Form Children
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Questionnaire

Playtesting summary

Thank you for your HelP! :)

Would you like to play this game in school?

Do you like the Musu.Bi character?

Did you understand the rules after reading the instructions?

Which part did you like the most? And which the least?

On a scale of 0-10 - with 0 being complete hatred, and 10 
being total enthusiasm- how do you like this idea?

0 1 4 72 5 83 6 9 10

Yes

Yes

Yes

No

No

No

Questionnaire Playtesting

Filled Questionnair and Reflexion Sheet 
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