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Appren=ceship	  Learning	  x	  2	  	   Learning	  Assessment	  

Systems	  Thinking	  for	  Wicked	  
Sustainability	  Problems:	  Analysis	  of	  
early	  and	  late	  annota=ons	  added	  to	  
line	  sketches	  of	  a	  residen=al	  building	  
provided	  insight	  into	  appren=ce’s	  
perspec=ves	  on	  sustainable	  systems	  
and	  technologies.	  Refining	  this	  
instrument	  could	  provide	  informa=on	  
on	  understanding	  tradeoffs	  and	  
design	  constraints	  in	  wicked	  
sustainability	  problems	  	  

Scien=fic	  Argumenta=on:	  Analysis	  of	  
weekly	  	  audio-‐diary	  entries	  provided	  
informa=on	  on	  how	  appren=ce’s	  
were	  formula=ng	  and	  ar=cula=ng	  
problem	  statements.	  Sophis=ca=on	  
coded	  as	  number	  of	  connec=ons	  
among	  issues	  and	  	  recogni=on	  of	  
tradeoffs	  among	  impacts.	  Itera=ons	  
on	  repeated	  prompt	  proved	  
efficacious,	  pilot	  coding	  scheme	  is	  
now	  under	  revision.	  	  

Collabora=ve	  Learning	  Communi=es	  	  

Target	  Audience:	  at-‐risk	  
youth	  ages	  15-‐18	  

Sustainable	  Systems	  
and	  technologies	  	  

Digital	  Narra=ves	  
for	  Public	  Spaces	  	  

Visitors	  to	  Museums	  and	  
Explora=on	  Centers	  	  

Community	  College	  
students	  	  

Community	  Service	  
Organiza=ons	  	  

Digital	  Ar=sts	  and	  
Professional	  
Videographers	  	  

Rainwater	  Catchment	  
10,000	  gallon	  system	  	  

Smart	  Irriga=on	  with	  
wireless	  sensor	  network	  

The	  Art	  CRAWLER	  developed	  by	  UCSC	  Digital	  Arts	  
and	  New	  Media	  (DANM)	  MFA	  student	  Sean	  Pace,	  
offers	  an	  exci=ng	  array	  of	  digital	  modeling,	  
fabrica=on	  and	  projec=on	  tools	  that	  could	  allow	  
our	  team	  to	  take	  the	  ASCEND	  model	  on	  the	  road	  
(literally!).	  	  
	  
Remember	  Bookmobiles?	  Opera=ng	  on	  a	  similar	  
premise,	  The	  CRAWLER	  would	  allow	  educa=onal	  
organiza=ons	  lacking	  the	  resources	  to	  establish	  
their	  own	  prototyping	  and	  digital	  media	  labs	  to	  
benefit	  from	  this	  mobile	  studio.	  	  
	  
ASCEND	  can	  use	  the	  CRAWLER’s	  capabili=es	  to	  
take	  our	  dual	  appren=ceship	  model	  further	  and	  
farther	  afield	  serving	  communi=es	  that	  might	  not	  
otherwise	  be	  able	  to	  sustain	  the	  model.	  	  	  	  	  

Industry	  and	  green-‐
tech	  entrepreneurs	  

Municipal	  
Government	  yh	  

Re=red	  Professionals	  

NGOs,	  Non-‐Profits	  and	  
Industry	  Watchdogs	  

Viewing	  Audiences	  
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