Soundscapes
Organising institution:
Karpos
Country:
Greece
Age:
12-17
Key question:
Can we tell a story through sounds exclusively?
Objectives:
Discover qualities of sound:
Use digital devices for creative purposes (e.g. research and sound recording).
Time:
2 hours for each part + visit time if the narrative is based on an existing cultural/historical space
Software and apps to be used:
Brief presentation:
Groups brainstorm about the sound profile of a location or a short narrative, make lists and draw α self made music sheet, organising sounds on a timeline, their levels and sequence. Roles are shared within the team as in an orchestra. They rehearse and record their performance for the peer audience. Similarly, they do this with digital devices by searching in sound libraries to create the desired storyline. This performance uses the devices’ speakers as music instruments. Additionally, they can visit the actual space and record and edit a documentary soundscape afterwards.

Topics covered:
Civic engagement:
Students will need to observe and produce an interpretation of the site based on their experiences or a widespread stereotype of how humans use and relate to this public space. It will focus their critical thinking on how public or other spaces/situations are represented in collective memory and how this can be recreated in different versions. During the actual real recording they will need to encounter locals and come to contact with the structure of the space.
Materials needed:
Microphones, speakers, A3 or bigger paper, pencils, colored markers, mobile devices with Internet access. Alternatively, still photo camera used only for sound recording. Card reader, one computer. Mikes and cameras should be charged and usb cables available.
Main inspirations taken from personal research:
Mass media and social media connections:
Sound is a crucial element of all media productions. Either recorded live/ on camera or added afterwards as an effect or additional layer of narrative/ atmosphere (e.g. films, games). Often takes the role of the backbone of a media work. E.g music clip, documentary based on interviews/ live sound.
How do you plan to give voice to students to present or show their personal skills and knowledge?
Double interview about their experience, evaluation and comment on how the activity flowed, its use at school, impression about the results.
How do you collect information as the starting point of a Digital Atelier?
There was no coherent methodology in that respect and time to follow this.

Introducing students to the key question - the research begings:
Experimental phase

Project/design phase - part 1
Project/design phase - part 2
Approach to a new software or a new app:
Sound libraries: different style and content. How to choose? (Audacity as a sound editing software. What is editing sound?)
Links between the Digital Atelier and real life of the students:
Field work in the documentary version. Technology of sound (producing and using). Understanding sound in all videos and games.

How do you plan to evaluate knowledge and skills?
See above the other evaluation question/ box.
*Notes on the mobile digital version:
The publication was created as part of the project: APP YOUR SCHOOL.
This publication reflects the views only of the author, and the Commission cannot be held responsible for any use which may be made of the information contained therein.
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