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teacher education, and online learning. This volume fills an important gap in
the literature on creative computation, as practitioners are rarely challenged to
reflect on or share their teaching practices. How do we design effective inter-,
multi-, cross-, and transdisciplinary pedagogy and curricula? Brought together
here are essays on the pedagogies that produce the so-called unicorns -
graduates who can code and create. Here, the intertwining of (what many
consider mutually exclusive) artistic sensitivities and computational skills plays
an essential role, calling forth a new kind of undergraduate curriculum attuned
to the interweaving of skillsets and theoretical knowledge needed to create and
innovate with ever-changing technologies.
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