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 Lifelong Kindergarten Research Group

 OctoStudio

 Biomechatronics Group (prosthetics)

 Personal Robots

 Tangible Media (physical interfaces)

 Light Sculptures Project

 Future Sketches: Cloud Light at Artechouse

 Future Sketches: Computational Typography 

 Computational Knitting Project

Discoveries from 2023 MIT Media Lab Tours



Engaging people in creative learning experiences.

 Led by Mitch Resnick, Director (Clubhouse co-founder, with Natalie Rusk)

 Developing innovative technologies that ignite creative thinking (they 
created Scratch, the world’s most popular coding language for kids)

 Inspired by how young children learn through play, exploration, and 
collaboration

 Cultivates caring communities to engage young people from diverse 
backgrounds in creative learning experiences

https://www.media.mit.edu/groups/lifelong-kindergarten/overview/

Lifelong Kindergarten Research Group

https://www.media.mit.edu/groups/lifelong-kindergarten/overview/


A free coding app for youth.

 Transforming how young people use mobile 
phones and tablets

 Enabling them to create their own stories and 
games - anytime, anywhere

 They can take photos and record sounds, bring 
them to life with simple coding blocks, and 
send their projects to friends and family

 Available in app stores (no ads or in-app 
purchases)

https://www.media.mit.edu/projects/octostudio/overview/

OctoStudio (from Lifelong Kindergarten)

https://www.media.mit.edu/projects/octostudio/overview/


Enhancing human physical capability.

 Advancing technologies that promise to accelerate the 
merging of body and machine, including:

 device architectures that resemble the body's own 
musculoskeletal design

 actuator technologies that behave like muscle

 control methodologies that exploit principles of 
biological movement

 Driving equity and justice in biomechatronics culture

https://www.media.mit.edu/groups/biomechatronics/overview/

Biomechatronics Group

https://www.media.mit.edu/groups/biomechatronics/overview/


Building intelligent personified technologies that collaborate 
with people to help them learn, thrive, and flourish.

 Bridging the gap between intelligent personified technologies and 
human collaborative behavior

 Integrating human-centered design, psychology, aesthetics, and 
computation 

 Creating robots that can better understand, naturally 
communicate, collaborate, and support people - more like a 
helpful companion than a smart tool

 Including social robots, virtual agents, and augmented reality 
characters that can interact with people either individually or in 
small groups using language, affect, and non-verbal cues

https://www.media.mit.edu/groups/personal-robots/overview/

Personal Robots

https://www.media.mit.edu/groups/personal-robots/overview/


Inventing new tangible and embodied interactions 
that inspire and engage people

 On the border between two worlds: our physical 
environment and the digital world

 Giving dynamic physical form to digital information and 
computation

 Developing sophisticated skills for sensing and 
manipulating our physical environment

 Enriching human interactions with the digital world by 
leveraging human senses and dexterous skills

https://www.media.mit.edu/groups/tangible-media/overview/

Tangible Media

https://www.media.mit.edu/groups/tangible-media/overview/


Transforming light into physical artifacts.

 Developing custom software systems to capture images of sunlight in 
the built environment and transform them into 3D sculptures

 Creating meaningful physical artworks that reflect the shapes and 
subtle aesthetic qualities of natural light

https://www.media.mit.edu/projects/light-sculpture/overview/

Future Sketches: Light Sculptures Project

https://www.media.mit.edu/projects/light-sculpture/overview/


Fine art from technology.

 Creating sculptures using an algorithmic technique

 Slicing cloud-like geometries using code and software

 Sketching shapes by hand, re-creating them in software, and 
running them through the slicing script

 Confirming assembly plan, purchasing materials, and 
collaborating on production

 Conveying more examples of the myriad of ways code and 
digital tools can be used creatively

https://www.media.mit.edu/projects/cloud-light/overview/

Future Sketches: Cloud Light at Artechouse

https://www.media.mit.edu/projects/cloud-light/overview/


Lunch Lecture series.

 Exploring the intersection of typography, language and 
computation 

 Redefining the boundaries of traditional typography

 Unleashing the potential of computation to explore what 
new forms of communication arise when type is approached 
as a dynamic medium

 How AI can inform new type design tools

 How computation can help democratize design

https://www.media.mit.edu/posts/lunch-lectures-computational-typography/

Future Sketches: Computational Typography

https://www.media.mit.edu/posts/lunch-lectures-computational-typography/


Machine knitting techniques with digital tools.

 Creating intricate and complex patterns that would be 
difficult or impossible to produce by hand

 Developing a tool that generates computational knitting 
patterns and can send them to a knitting machine

https://www.media.mit.edu/projects/computational-knitting-
patterns/overview/

Computational Knitting Project

https://www.media.mit.edu/projects/computational-knitting-patterns/overview/
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