
KODEDE FAGLOKALER PÅ LYSHØJSKOLEN
kick-off workshop

Kære workshop deltager 

Tirsdag den 28. september holder vi en 
workshop for dig og dine kollegaer, hvor vi 
skal kickstarte Lyshøjskolens proces med 
at omdanne de klassiske klasseværelser til 
fagkodede lokaler. 

Workshoppen har to temaer: leg og sceno-
grafi. Den er tilrettelagt så I dels får indblik 
i legens væsen, og hvordan leg kan bru-
ges bevidst til idegenerering i en design 
proces, og dels får indblik i scenografiske 
virkemidler og hvordan disse kan bruges til 
at skabe atmosfærer og udtrykke særlige 
temaer. Workshoppen indeholder både 
korte introduktioner til emnerne samt prak-
tiske øvelser, som I efterfølgende kan 
anvende i den videre proces med etable-
ringen af kodede faglokaler. 

Til workshoppen skal du medbringe et 
billede af dig selv som barn samt et billede 
af dit yndlingsrum. Det kan være fysisk 
eller digitalt. 

Vi glæder os til at se dig på tirsdag.

Maria & Pia

16.30  Velkomst og oplæg: Anders Svensson  
           om proces med fagkodede lokaler
           Introduktion til Pia og Maria 

 Mini-lecture om legens rolle ved Pia
             / Workshop maraton - del 1:

 17:30 Pause

           Mini-lecture om farve, atmosfære og 
           scenografier ved Maria
 / Workshop maraton - del 2:
 
 Filmoptagelse
 Film & drinks
19:00 Tak for i dag 

Maria Høgh Mikkelsen
Designer & 
PhD. studerende 
Design for People,
Designskolen Kolding

Pia Schytz
Designer & 
Studieadjunkt
Design for Play,
Designskolen Kolding

Program

Forberedelse

THE POP-UP CARD 
AN INVITATION TO PLAY 

piaschytz
The aim with the pop-up card is to explore how a physical play design can bridge both 
children and adults in mutual play, investigating how the spot between play behaviour 
and how design aesthetics, form and tactility can engage and create opportunities for 
open-ended play.

Pia Schytz
Senior Designer
Design for Play

Design School Kolding
Denmark

ps@dskd.dk

OPEN ENDED PLAY

TEMPORARY
POP UP DESIGN

BRIDGE CHILDREN AND 
ADULTS IN LIFELONG 
PLAY EXPLORATION

Gudiksen & Skovbjerg, 2020 Framing Play Design
Hekkert & Leder, 2008 product aestetics in product experiences
Kinch, 2014 Designing for atmospheric experiences
Klanten & Feireiss, 2009 More fleeting Architecture and Hideouts 
Pink, 2015 Doing sensory etnography
Skovbjerg, Bekker 2018  The value of play, designing for open ended play
Tanggaard, 2013 the sociomateriality of creativity in everyday life

THEORY

The pop-up card has a point of departure in an EU funded project called 
Play User Lab (2015-2020).
Companies who have children as their target group are facilitated through design 
driven development processes. As the project name points towards we are involving 
children in all stages of the design process. That leads to better insights about a child 
life and improved design mindsets among the participants who explore qualitative 
approaches in order to enrich their products, services etc.

Over the years we have staged the meeting between the companies and the children. 
But in order to support and strengthen the continuing co-creation this project is an 
exploration on what and how that can be done in companies own environment. 

The pop-up framing acknowledges a key element in play, building on the good play 
experience as something temporarily in a span between fantasy and reality.  
The pop-up card does set the stage for an experience within an aesthetic sketchy form/
material that invites the participants to engage and further develop on it so a shared 
meaning creation and ownership can be established.


