OPPORTUNITIES AND
SUCCESSES

25
Capability
Development
Funds
awarded

21team
entries for the
City of Melbourne
& RMIT Design
Challenge for
Inclusive Cities

2
Opportunity
Funds

1ECP
Concept
Paper

6
SCDF
awarded

Themes include:

— the value of design &
creative practice;

— indigenous ways

of knowing;

— designing for aged
care future workforces;
— sonic and green
interventions into
urban spaces;

— digital tools for
marginalised youth;

— urban play; and

— end of life care.

Building on the
success of last

year’s Telstra Design
Challenge for Digital
Health & Ageing Well.
Winner: CatPin

— Supporting quality
transitions to early
childhood settings

— Embodied music,
enveloping calm (sound
for wellbeing for
Alzheimers patients)

Mapping the value of
graduates and creativity
beyond the creative
industries

Successful

projects include
interdisciplinary
networks across
sensing technology;
digital humanities and
health; Indigenous
architecture; design
for social innovation.

Committed to interdisciplinary
solutions to real-world
problems.

25 WORKSHOPS 7 EFIl Events
AND OTHER
EVENTS 150 total

5
International
experts
hosted

attendees

~500 total attendees
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3 ‘sz/’\?o“fﬁ \7‘9‘&\“% =52,
~120 total oY T
attendees % % s
% :

6 DCP governance
meetings with key

stakeholders

62 total
attendees

5 HDR
workshops with
key experts

200 total
attendees



Wearables & 4 KEY PRIORITY
Sensing Network o Contemporary Indigenous AREAS

Cultural Value
and Impact
Network

Architecture & Placemaking
Network

Health, resilience
and care

Playful, material &

Health, Arts, = = . for Social
Social sciences S o , Innovation

& Humanities 7 NEW DCP y Metwork
ety NETWORKS ' E

Network

digital encounters

Social &
sustainable

Design & creative

Designing Social . N 2 _ sCreative Arts
practice industries

Innovation in ' weu) WAl &Design
Asia-Pacific kTR ; (CAD)
(DESIAP) .. e Network
Network

Impact Observatory (10)

This online repository provides evidence of activities and approaches
to research that are outstanding in their engagement with external
organisations/industry partners and end-users.

Games for
Social Change

https://dcp—ecp.com
119 Twitter followers
288 Facebook followers
1,165 E-News subscribers
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AUDIENCE DIGITAL PRESENCE

ENGAGEMENT
PROJECTS Melp
Co//o

Mapping digital

= wayfaring & museum
audience futures

Developing better
strategies to engage
older audiences.



