<4~ International Journal of Designs for Learning

2025 | Volume 16, Issue 2 | Pages 194-204

DESIGNING EXPRESSIVE ARTS WORKSHOPS FOR FAMILIES USING

AITOOLS

Sonia Tiwari, Maker’s Mission Makerspace

This design case describes two iterations of Hj, Oki Pie, an on-
line expressive arts workshop for families with children ages
410 8.The sessions combined tactile materials, storytelling,
and Al tools to support joint engagement for families. Each
workshop was structured around the heart-shaped character
Oki Pie, as a symbol of gratitude. Families engaged with Al
tools, including custom GPTs developed using Playlab and
ChatGPT, Brickit, Animated Drawings, and Drawalive. The first
iteration focused on structured whereas the second offered
more semi-structured activities. Families responded posi-
tively to learning new tools, creative freedom, and mixing
technology with tangible materials. This case outlines design
decisions related to tool selection, activity flow, and balanc-
ing technology with hands-on play. Iteration changes were
based on participant feedback and facilitator observations.
Insights from this case will inform future offerings of expres-
sive arts workshops for families of young children.

Sonia Tiwari is a character designer and children’s media
researcher based in the San Francisco Bay Area, exploring the role of
fictional characters as facilitators of early learning experiences.
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INTRODUCTION

Hi, Oki Pie online workshops for families emerged from the
combination of my character design background and my
personal journey with expressive arts. In 2023, while seeking
support from a licensed therapist, | was also encouraged
to try expressive art workbooks as a form of self-help for
personal growth, relaxation, and well-being. | journaled my
art and reflections for a year and saw significant improve-
ment with this combination of clinical care and nonclinical
self-help. | shared my expressive arts activities with family
and friends via text messages, and when the messaging
group got too many positive responses, | turned it into the
first guided workshop offered online.

The popularity of the workshop inspired me to work towards
Registered Expressive Arts Consultant/ Educator (REACE),

a registration offered by the International Expressive Arts
Therapy Association (IEATA), designed for individuals who
apply expressive arts in educational, organizational, and
community settings. It requires documented training and
1200 hours of facilitation (IEATA, n.d.). | began hosting work-
shops semimonthly as both a fulfilling personal practice and
a way to accumulate hours toward the REACE registration. By
late 2024, participants expanded to families who discovered
the workshops directly through the Oki Pie website. Keeping
up with developments in Al technologies, | integrated a few
Al tools in creative activities such as brainstorming project
ideas based on available materials and interests, building
construction toy structures based on a generative template,
and animating stories based on handmade drawings.

This design case focuses on two Al-themed iterations of the
'Hi, Oki Pie"workshops from Summer 2025. | describe the
workshop structure, Al tool selection, facilitation strategies,
and how families navigated both structured Al tools and
open-ended, no-tech activities.

GOALS

| designed 'Hi Oki Pie' workshops to support five goals: (1)
facilitating joint engagement between a small group of
children ages 4 to 8 and their caregivers, through expressive
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arts activities, (2) exploring the potential of Al tools in family
workshops as a sandbox for Al literacy and self-expression,
(3) assessing early responses to the workshop to inform the
design of future programming at a nonprofit makerspace
(Makers Mission) where | volunteer as an educator, (4)
reflecting on my own evolving role as an expressive arts
facilitator in developing meaningful experiences for young
children and their families, (5) planning a repeatable work-
shop structure that can be used for future programming and
hours accumulation for my REACE certification.

DESIGN DECISIONS: PARTICIPANTS,
ADVISORS, AND RESEARCH METHODS

During the conception of this workshop, | was part of the
Edtech Remix professional development program at the
Stanford d.school to seek design guidance on the workshop
from a community of educators, edtech founders, and learn-
ing designers from across the US. As part of the program,

I was prompted to think more closely about my goals and
intentions of the workshop design to assess which audience
and format might work better. For example, | considered of-
fering an in-person workshop to young children at a daycare
center, which offered opportunities for joint engagement
with peers and educators ; however, the consenting process
with families (educating them on the workshop activities via
a consent form) and educating daycare staff on the Al tools
so they could help me facilitate the activities felt cumber-
some. | also considered offering the workshop as training for
parents and educators of young children, so they could later
try these activities with children on their own. In this case,
there were no opportunities to observe joint engagement
between children and adults directly. Through discussions
with other participants in the d.school program, | settled on
the idea of continuing with my existing workshop audi-
ence—families I've been working with for the last few years,
who may feel comfortable trying new Al tools with me. This
was a design decision that served my goal of higher joint
engagement configurations: children engaging with other
children within the family, children engaging with adults

in their family, and family units interacting with each other.
The remote aspect of the workshop also offered wider reach
across the Bay Area, and in the future, offers possibilities for
expanding audience to other parts of the US and the rest of
the world.

After advertising the workshop on the Oki Pie website, seven
families registered based on their interest and availability.

I made the website “search engine optimized”to be easily
discoverable by families in the San Francisco Bay Area, by
adding popular search terms such as “art workshop”, “Al
workshop’, and “free family activities this weekend”in the
registration page along with popular Bay Area neighborhood
keywords such as “San Jose, San Francisco, and Palo Alto”
While the workshops were online, | optimized the website
for higher local discovery for any future in-person events
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FAMILY | CAREGIVER | RELATIONSHIP | CHILD/CHILDREN
AGE/S AGES

L 70 grandfather 8

2 65 grandmother | 7

3 42 mother 8

4 41,36 father, mother | 4,6,8

5 37 father 5,8

6 36 mother 6,8

7 28 mother 47

TABLE 1. Age ranges and relationship of participants.

and/or brick-and-mortar expressive art coaching business.
At the time of the workshop, the website was hosted on

the Semplice platform for ease of adding text and image
content. However, after managing workshop registrations
and welcomes via emails (which was an easy but clunky on-
boarding process for a small group), | am currently switching
the website to the Squarespace platform, where it's possible
to share multimedia content, manage registrations for online
and in-person events, and newsletter signups—all in one
place.

As shown in Table 1, workshop participants ranged from
families with multiple to only children in the age range of
4-10, with caregivers including parents and grandparents.

Four out of seven families had previously participated in
'Hi, Oki Piel'workshops and were familiar with the general
structure of these workshops, whereas the other three
families had discovered the workshops directly through the
workshop website.

| collected some data to generate research insights that
could improve the design of the workshops. | collected
families'feedback using post-workshop surveys to under-
stand how they experienced creative collaboration and
shared reflection through the expressive arts activities. These
insights directly informed design decisions such as activity
pacing, tool selection, and the balance between structured
and open-ended prompts. | also asked a registered art
therapist to review my workshop plans, to make sure that |
stayed within the ethical bounds of nonclinical activities as

a facilitator—their main recommendation was to not use a
diagnostic and prescriptive language such as “this calming
activity may be particularly helpful for someone experienc-
ing depression”. Board members at the nonprofit makerspace
| work with (Makers Mission) provided feedback on design
challenges, since they have expressed interest in offering
similar programs in-person. Their main recommendation
was to pick very beginner-friendly design challenges that
involve familiar activities for children, such as drawing or
building with construction toys. Finally, the Edtech Remix
group offered feedback on accessibility aspects of workshop
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FIGURE 1. Oki Pie character represented in the form of illustrations, puppet, and laser-cut wooden toy.

activities,which were specifically helpful in designing and
curating tools for the workshop to fit the accessibility needs
of the participants. Accessibility needs were collected as part
of the registration process. Written consent was gathered
from caregivers during the workshop registration process
for including photos of designed artifacts and anonymous
post-workshop feedback.

DESIGN DECISIONS: INTERACTIONS AND
CHARACTERS IN THE WORKSHOP

When designing the workshop, | considered how families
might interact with each other and with other families. At
first, | considered having separate activities for adults and
children, for example, a child could work on an Al-generated
animation of a photo of their favorite toy, while the adults
could animate based on a more complex original art.
However, this approach felt like it could create an unnec-
essary sense of hierarchy and silos for children and adults
separately. To make design decisions about interaction
configurations (who will do what, how, why), I specifically
looked up research by Druga and colleagues (2022), who
describe the family as a“third space”for Al literacy, where
children and caregivers co-construct understanding through
shared negotiation and exploration. This informed my design
decision about workshop interactions where children and
adults explore Al together while collaborating on the same
project. I also leaned on the research on joint media engage-
ment (Takeuchi et al,, 2011) to inform the design decision
about having children and adults co-experience not only the
creation of Al-generated media, but the reflection based on
it.

Another design consideration for the workshop was whether
I should continue using the Oki Pie character in the Al-
themed workshops. For example, | could have explored the
same tools and activities without any mention of Oki (or any
other) character. | sought out the research on dual empathy
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with fictional characters (Dill-Shackleford et al., 2016) for
the decision of continuing the use of characters as part of
workshop interactions—because dual empathy created the
opportunity for families to empathize with the character (e.g.
what's happening to Oki in the story?) and empathize with
a real life experience (e.g. has something similar happened
to you?). Another example of including characters as part
of reflective design was that families were presented with
the story of Rainbow (see Figure 2), Oki's rainbow-shaped
pet who gets bored easily and demands new play activities
often. After sharing this story, | prompted families to reflect
on how they handled boredom in their own lives and if
they considered being bored as beneficial towards rest and
relaxation.

With one of my broader goals of REACE certification, the
characters eliciting dual empathy in families was an import-
ant designed aspect of the workshop—art and stories not
just for some light entertainment, but as a way of expression
and reflection. Continuing to have Oki in the workshop also
extended a sense of familiarity for participants, since many
of them had participated in prior Oki-themed workshops.
As shown in Figure 1, Oki appeared in the workshops as

an illustration, articulated puppet, and a laser-cut wooden
token. After registration, participants received a pocket-sized
wooden Oki as a token of gratitude to evoke a sense of
personal connection.

Finally, | considered the design decisions about how struc-
tured or open-ended should | keep the activities. In the past,
with larger groups, | found it easier to offer a templated
project where everyone follows a demonstration. Typically,
troubleshooting is easier for me as a facilitator in a large
group's templated activities because everyone is following
the same process, and | can predict where the struggles
may occur. However, since the two workshops had a smaller
participant group, | sought out the theoretical concept of
“structured improvisation” (Sawyer, 2011) to guide design
decisions. | operationalized structured improvisation (some
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structure, room for improvisation, like Jazz music) in the
workshop design by making all activities semi-structured.

I structured the timing, tools, and design prompts for the
workshop to optimize workshop hours, but left room for
families to improvise the types of artifacts they produced in
response to the design prompts.

DESIGN DECISIONS: TOOL CURATION AND
CREATION FOR THE WORKSHOP

There were several factors that contributed to the design
decisions around which tools families should explore and
why. In researching potential Al tools that could have

been introduced in the workshop, | was overwhelmed by
the number of options available. To decide which tools to
select for the workshop, | used the concept of designing a
“low-floor & high ceiling” environment as a design guideline
(Papert, 1980)—I selected tools where the families'barrier

to entry is low, and possibilities of creativity and exploration
were high. For example, | chose “low floor” Al tools that

were easy to learn for both children and adults with low
technical skills, and free of cost for families (Playlab, Brickit,
Animated Drawings, Padlet) or paid for by me (ChatGPT Plus,
Drawalive). When off-the-shelf tools did not provide enough
"high ceiling” or possibility to explore Al'in more creative and
personalized ways, | designed original Al tools for the work-
shop. As shown in Figure 3, Oki Pie’s Playtime Brainstormer

is a tool built with Playlab, that generates accessible play
ideas. The tool asked families to provide input using four
form fields: materials that theyd like to use to build a toy or
a game, how much time they would like to spend playing,
how many people will be playing, and any accessibility notes
(such as a grandparent with low vision, or a young child with
limited fine motor skills). After gathering this information, the
tool generated toy or game ideas that the family can enjoy
together. This design was chosen to accommodate diverse
resources available to and accessibility needs of families. As
shown in Figure 5, | built a custom GPT (Generative Pre-
trained Transformer) using OpenAl's ChatGPT, called Oki Pie’s
Toy-to-Story Generator—a tool that allowed families to attach
photos of toys as a prompt to co-create stories with Al.

DESIGN DECISIONS: SEQUENCE OF
ACTIVITIES IN THE FIRST WORKSHOP

| considered the order in which activities will be introduced
in the workshop—whether | should directly introduce the
easiest to the most complex Al tool, or | should introduce
some non-Al general activities first as a warmup and ease
families into Al, with pauses for reflection. Going by the ex-
pressive arts philosophy of art as a mechanism of expression
and reflection, | ultimately decided to design the workshop
sequence of activities to flow from icebreaker, to story read-
ing, to creating-presenting-reflecting on artifacts inspired by
the story, and a collective closing activity. The opening and
closing ritual with the puppet is followed across most of my

1JDL | 2025 | Volume 16, Issue 2 | Pages 194-204

workshops and was chosen to add a sense of familiarity to
past workshop participants, and as a joyful welcome/wrap-
up for families.

First, | greeted participants (see Figure 1) while raising the
puppet hand with an armature wire to say “hi"and encour-
aged participants to say “Hi, Oki Pie!"as a form of workshop
opening ritual. We started by responding to the prompt,
“What brought you joy recently?”and took turns to respond
briefly. Then | read a short story from the shared screen,
which set the inspiration for the activities that followed. We
tried three expressive arts activities that involved creating,
presenting, and reflecting on three artifacts. After this, the
Oki puppet said “bye"—uwith a collective “Bye, Oki Piel"that
marked the end of the workshop.

In the first workshop, | read a short story about Oki's new pet
Rainbow, a rainbow-shaped small creature who was bored
easily and always wanted to play. In the story, Oki had to
come up with play ideas quickly so Rainbow would not get
bored. By the end of the story, Oki builds a variety of pet-safe
toys and an obstacle course for Rainbow with help from

her family. Figure 2 features Rainbow in the first workshop
promotional flyer.

After reading the story, | invited families to share about
times when they felt bored, playful activities that helped
them overcome boredom, and if they thought being bored
had some value. After families shared their experiences, |
introduced them to the Oki Pie’s Playtime Brainstormer tool
(see Figure 3)—which they explored for 10 minutes to play
on their own, based on the ideas generated by the tool.
Families received prompts such as building towers using

@ (=] [ ]
Hi, Oki Pie!
WORKSHOP FOR FAMILIES
5.3.25|10am-12pm PT

LISTENTO ASTORY ¢
Oki’s pet Rainbow

EXPLORE Al TOOLS WITH HANDS-ON ACTIVITIES
Oki’s Playtime Brainstormer Playlab

Oki’s Toy-to-Story Maker Brickit + GPT

Oki’s Dance Party Animated Drawings

REGISTERTODAY

okipie.com/workshops

FIGURE 2. Promotional flyer for the first “Hi, Oki Pie!"family
workshop, introducing Oki's pet Rainbow and outlining Al-
powered creative activities using Playlab, Brickit with a custom
GPT, and Animated Drawings.
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Hi! I'm Oki Pie!
Let's brainstorm ideas for a toy or a game!
Using the form below, tell me:
. the materials you'd like to use to build a toy or game,
. how much time you'd like to spend playing,
. how many people will be playing
. any accessibility notes
. number of ideas
® P

Fnter Play Materials Enter Play Duration Enter Number of

Playmates

Enter Accessibility
Notes

character from the game ’Among Us; a
bird, a duck, and a plane (Figure 4).

After families had shared photographs of
their LEGO creations on Padlet, | added
the photographs one at a time to the
custom GPT Oki Pie’s Toy-to-Story and
shared my screen with the whole group.
The GPT asked families to respond with
additional details, such as “What is the
super silly name of the toy you want as
the main character? What wild place are
they visiting today? What funny problem
do they need to solve there?"In response
to these questions, one family added

FIGURE 3. Oki Pie’s Playtime Brainstormer app built on Playlab.

“The misfits, visiting the ball pit, find their
lost plane” (see Figure 5). Based on the

s o san

Puzzles Ideas 172 Puzzles
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Ideas

LE-E N RS g

Dunlingo Owl

photograph and these details provided
by the family, the GPT generated a story
titled "The Misfits and the Ball Pit Rescue”
where the group of characters dive into a
giant ball pit and work together to rescue
their lost plane, turning chaos into a silly
celebration.

After all families read their brief sto-

ries to the group, | invited them to a
sketch-to-animation activity. | asked
families to draw Oki on unruled paper
using any color or proportion of their

= ; choice, photograph the art, and upload it
to Animated Drawings, mark the charac-
ter’s joints, and select a dancing anima-
tion from a template library to generate
a short video ranging from four to six
seconds (see Figure 6). Finally, | invited
all families to Oki Pie’s Dance Party, where
they were shown the combined anima-
tions by 7 families on Padlet, and offered
the choice to either copy the animated

A

y

FIGURE 4. Screenshots of Brickit app in the top row showing project templates, and
photographs of LEGO structures built by workshop participants in the bottom row.

marshmallows and toothpicks, lining up pipe-cleaner
animals in an animal parade, tossing scrunched up fabric
into a basket, or balancing a few pillows on their heads while
walking across the room. After these play activities, families
shared their experiences with the whole group.

Continuing with the playful theme, I invited families to
spread a random collection of up to 40 LEGO bricks on a
clean surface and scan them with the Brickit app to select a
project they could finish in about 10 minutes. For example,
a three-member family unit including a mother and two
children ages 6, 8, created multiple structures such as a
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choreography or add their own moves.

| designed this flow of activities from a
puppet’s greeting to a collective dance,
and collaborative Al projects in between that involved
hands-on art-making, to help families experience shared joy
and exploration of new Al tools together.

Overall, my design decisions regarding sequence of activities
were guided by the intention of creative augmentation rath-
er than creative replacement—I wanted the Al tools to assist
with only some parts of the creative process for families

that built on their original ideas. This design for a symbiotic
human-machine relationship was inspired by prior research
on intelligence augmentation (Zhou et al,, 2021) and
implemented in the workshop by having families participate
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Ooooh, | see your awesome LEGO crew! 7 [lllll & They're ready for an adventure.
Let's make a story together:

1. What is the super silly name of the toy you want as the main character?

2. What wild place are they visiting today (like a volcano made of ice cream, the moon’s trampoline park,
or a giant bubble bath)?

3. What funny problem do they need to solve there?

Then I'll spin it into a story starring your toy!

06 P D

The misfits
visiting ball pit
find their lost plane

Perfect answers! Let's dive into the story... # &5 34

FIGURE 5. Screenshot of story prompt and response generated by ‘Oki Pie’s Toy-to-
Story' GPT using participant-created LEGO structures scanned via the Brickit app. The
interface guided families to name their toy characters, imagine a whimsical setting,
and invent a playful problem, resulting in a personalized story starring their creations.
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Animated Drawings Animated Drawings Animated Drawings
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o] l — I ADD ANIMATION
UPLOAD A srerass S
so¢ your character performit!

DRAWING MARK THE ‘ =

CHARACTER'S =

JOINTS

FIGURE 6. Step-by-step screenshots of a child's hand-drawn Oki character animated
using Meta Demo Lab's Animated Drawings app, showing the process of uploading,
marking joints, and selecting motion.

in a general creative activity first and enhance it later with Al
tools, as opposed to replacing the whole creative experience
with Al-generated content.

While well-intended and thoroughly planned, the in-
teractions, tools, and sequence of activities weren't fully
well-received.

location.

DESIGN FAILURES IN THE
FIRST WORKSHOP

The three design failures of this workshop
were the introduction of too many
design tools, causing overwhelm, fewer
breaks to create and reflect on projects,
and challenging facilitation due to too
many task-switches.

This first iteration of the workshop re-
ceived mixed feedback in the post-work-
shop survey (see Appendix). 5 out of 7
families responded that they enjoyed

the workshop “a lot” overall. 4 families
enjoyed the Playtime Brainstormer tool
the most, while 3 enjoyed the Brickit app
the most. However, 6 out of 7 families
rated the mix of Al tools and hands-on
art as “too much tech”and noted that the
activities were only “somewhat” accessi-
ble.In survey comments, one participant
mentioned “while the workshop structure
was well thought-out and we were

asked to install/open the tools prior

to the workshop, the transitions from
activity to reflection to the next activity
felt overwhelming because of too many
new tools” This comment made me
reconsider the workshop design choice
of adding three Al tools, especially for a
diverse participant population with two
grandparents and several 4-6 year old
children. Another participant mentioned,
“All these tools were great, but it would
have been nice to explore just one tool

in one workshop, and the rest keep the
classic pen and paper activities like the
old workshops”. This comment also added
to the feedback about overwhelm, and
reducing the introduction to only one Al
tool per workshop. This design failure was
also rooted in my own biases—I assumed
that families from the Bay Area are
“pro-technologies”and may find it easy
to explore multiple Al tools since these
products are advertised as “minimal and
intuitive”. | failed to focus on the fact that

the workshop participants were of diverse ages and educa-
tional backgrounds and may not automatically find it easy to
learn new tools instantly, simply based on their geographical

1JDL | 2025 | Volume 16, Issue 2 | Pages 194-204

In response to the question “What was one moment from
the workshop that felt joyful or meaningful to your fam-
ily?"—several families mentioned that they enjoyed the
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small break with Oki Pie’s Playtime Brainstormer because it
“allowed us to focus on each other”and “make a game out
of things that are lying around”. This made me reflect on
creating more breaks for families to personalize their play
experience as a unit, before returning to group sharing
activities.

L ] & L 3
Hi, Oki Pie!
WORKSHOP FOR FAMILIES
6.7.25 | 10am-12pm PT

Finally, | underestimated the overwhelm in the facilitation
itself caused by too many task-switches. Despite sharing app

: ) : , LISTEN TO A STORY
installation guidance by email ahead of the workshop, many Oki's friend Sillijoi
families needed support in onboarding the tools, while

h h Iread d with too! installati EXPLORE HANDS-ON ACTIVITIES
others who were already prepared with tool installations Play with construction toys
were ready for activities. | was also monitoring the chat and Turn your drawing into animation using Drawalive
questions, and the general distractions from young children Rrawyelit o shors sty iaing = totyieac
asking questions unrelated to the workshop, such as“is it

94 b REGISTER TODAY

going to rain today?” or complimenting others, “| like the Oki
t-shirt” In future iterations, | would like to leave breathing
room for myself to fully enjoy participant questions and
welcome adorable distractions from young children, without
worrying about optimizing every second of the workshop
and lining up the next activity before the first is fully done for
a smooth transition.

okipie.com/workshops

FIGURE 7. Promotional flyer for the second “Hi, Oki Pie!l"family
workshop, featuring the character Sillijoi and outlining the
hands-on activities and story-based theme.

DESIGN DECISIONS:
SIMPLIFYING THE SECOND
WORKSHOP

The second workshop responded to the
design failures by only introducing one Al
tool, slowing down the pace of activities
in the same amount of time. The short
story featured in this workshop was about
Oki’s best friend Sillijoi (featured in Figure
7), a joyful pencil-shaped artist who loved
being silly and imaginative. The story
responded to a key sentiment expressed
in earlier feedback, which noted that

too much technology can sometimes
interfere with playful spontaneity.

In the story, Sillijoi discovers that her
magical sketchbook, which could bring
any sketch to life, has made her less
excited about making art. With Oki's help,
she learns to put the sketchbook aside
sometimes and return to messy, hands-
on artmaking with friends. To reflect this
theme, the session began with a free play
activity using LEGO bricks. As shown in
Figure 8, some families built a cozy LEGO
house for a plush toy, a lineup of giraffes, FIGURE 8. Examples of creative structures built by families during free play, including
a necklace with multiple moving joints, a LEGO house for a plush toy, giraffe-like figures, a wearable necklace with moving
joints, and a multilevel tower made with Bristle Blocks.

and other types of construction toys.

Building on feedback on the first itera-
tion, | only introduced one Al tool in this
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Tip: Make sure your drawing is well-lit and
clearly visible

Oki Pie’s Artsy Stories, where all 10-second
films were played back-to-back.

The microfilm festival was followed by a
hands-on activity, where families were
asked to draw the same story using
three sketches showing the beginning,
middle, and end of their story. At the end
of this drawing activity, we regrouped
for another round of Oki Pie’s Artsy Stories,
this time as a microfiction festival where
all 3-panel stories were narrated in a few
short sentences by one member from
each family.

To close the session, families reflected
on when they might choose Al tools
and when they might set them aside to

FIGURE 9. Screenshots showing a child’s handmade drawing of Oki Pie animated
using the Drawalive app, including the upload interface and a scene with heart-

shaped fruits and animated sparkles.

explore their own creative voice—and
the reasons behind their opinions. The
survey feedback reflected that all families
liked this change in workshop structure

to include only one Al tool. 4 out of

7 families preferred just the free play
activities, whereas 3 families preferred a
combination of both. A notable survey
comment from a family who preferred
the combination of Al and hands-on
activities was, "l appreciated the oppor-
tunity to compare both experiences.

FIGURE 10. A sequence of three hand-drawn story beats created by a child
participant during the workshop: (a) Oki Pie finds a tree with heart-shaped apples,
(b) Oki eats one with joy, and (c) Oki sets up a shop to share the apples at a farmers’
market.

workshop: Drawalive. | asked families to draw a single scene
with Oki doing one activity in one scene. Families added
their drawings to Padlet along with a caption explaining
the story. For example, one family created a drawing of Oki
standing near a tree with heart-shaped apples and vines
covered in heart-shaped berries. They added a brief story
to the caption, “Oki only eats heart-shaped fruits. One day,
she found a tree full of heart-shaped apples and vines full of
heart-shaped berries. She ate an apple, and it was delicious!
She setup a shop at the farmers' market to sell heart-shaped
fruits and everyone loved it

| then generated 10-second video short stories (as shown in
Figure 9) based on art and captions shared by families. For
example, when the story about the heart-shaped apples
was added to Drawalive, the app generated an animation
that shows Oki running around the scene and the apples
and berries disappeared one by one, with the Al voiceover
narrating that she loved eating heart-shaped fruits. At the
end of these activities, | created a microfilm festival called
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The Drawalive animation was a pleasant
surprise, and we were amazed by how
closely it followed our art style and made
it look like a professional short film. My
daughter was equally thrilled about the
opportunity to present our story based
on three drawings—which allowed us to
even discuss camera angles and what should be included in
each story beat” One of the two grandparents in the group
mentioned, I have now learned a new tool that | can use

to turn my grandchildren’s art into animated masterpieces
to share after the next extended family dinner. | will borrow
the idea of hosting a microfilm festival with these 10-second
stories! These comments offered a window into the diversity
of family preferences and perceptions about Al. While some
families want no use of Al, others enjoy a gentle layer of Al to
augment their original creative work.

COMPARATIVE REFLECTION

The two sessions shared a similar structure but introduced
different design priorities. While the first workshop focused
on structured creative tasks using multiple Al tools, the
second iteration used only one Al tool—creating more
room for hands-on activities. In the first iteration, families
moved through Playlab, Brickit, a custom GPT, and Animated
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Drawings in a clear sequence. This structure was informative
for families new to Al tools. However, feedback pointed to
overwhelm with tech and a need for more open-ended op-

tions. In response, the second iteration introduced only one

Al tool, Drawalive, and added alternative activities without
the use of tech. Families began the second workshop with a
free-play construction toy activity, created a single drawing
animated using Al, and then retold the same story using

WORKSHOP
ELEMENT

Al Tools used

ITERATION 1

Playlab, Brickit, custom GPT, Animated Drawings

three hand-drawn panels instead. All activities connected
to the theme of balancing tech with personal creativity,
inspired by the story of Sillijoi and her magical sketchbook.

With fewer tool transitions, the second workshop created
more space for sharing and group connection. Families
took time explaining their drawings and listening to others’
stories. In the post workshop survey, several participants

ITERATION 2

Drawalive

Introduction

Families shared one recent experience that made

Families shared one recent experience that made

10 mins them happy. them happy.
Story Facilitator read a short story about ‘Rainbow;, Facilitator read a short story about ‘Sillijoi, Oki's
5mins Oki's pet, and introduced the theme of finding friend, and introduced the theme of hands-on

different ways to play.

experimentation.

Story reflection
5mins

Families reflected on ways in which they combat
boredom and how they might reframe boredom
as valuable time to rest and process emotions.

Families reflected on how they might decide
when to use technologies and when to rely on
hands-on experimentation.

Play activity Families played a brief game prompted by Oki Families engaged in free play with construction
10 mins Pie's Playtime Brainstormer (tool built on Playlab). | toys of their choice.

Play activity Families reflected on the game they just played, | Families reflected on their favorite construction
reflection and shared memories of games they may have toys and things they enjoyed making.

10 mins made up in the past.

Toy-to-story activity
15 mins

Families built LEGO structures based on tem-
plates provided by Brickit app and used the
photographs of their projects as input for a
custom GPT—OKi Pie's Toy-to-Story Maker to
generate a short story.

Families made up their own short stories about
the construction toy structures they made.

Toy-to-story activity
reflection
10 mins

Families took turns to read aloud their Al gener-
ated toy-based stories to the group.

Families took turns to read aloud their toy-based
stories to the group.

Animation activity
15 mins

Families drew sketches of Oki against a plain
background and animated it using dance
templates from Animated Drawings.

Families drew a sketch with an illustrated back-
ground and turned it into a short 10-seconds
animation using Drawalive. Then they drew 3
panels to communicate the story manually.

Animation activity
reflection
10 mins

Families add their animations on Padlet and then
danced along the choreography of the animated
characters in Oki Pie's Dance Party.

Families shared their Al-generated videos and
3-panel stories on Padlet and shared themin a
microfilm festival called Oki Pie’s Artsy Stories.

Post-workshop

Most families enjoyed the workshop and liked

Families appreciated the simpler structure,

feedback from tools like Playtime Brainstormer and Brickit, but enjoyed both the Al-powered Drawalive tool and

survey 6 out of 7 families felt there was too much use of | the handmade story activity, and expressed that
tech that made the experience overwhelming, the overall balance between tech and art felt
prompting a shift toward fewer Al tools and “just right,"with requests for more live workshops
more time for personalized, hands-on play. to connect with others

Facilitation | felt overwhelmed by this workshop designasa | | felt more relaxed and present in this workshop

reflection facilitator and my focus was on timekeeping and | and focused on facilitation and observations of

troubleshooting.

others work.

TABLE 2. Comparison between the two iterations in terms of workshop structure, tools, feedback, and my own reflections as a facilitator
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noted how the slower pace helped them feel more present
and how they appreciated the opportunity to experience
creativity both with and without any use of Al.

Many called the mix “just right” Some suggested adding
in-person events and formats other than workshops, for
community building through expressive arts in the future.

My own experience with facilitation evolved over two itera-
tions. In the first iteration, | found myself focusing more on
the logistics, such as making sure all participants have access
to the right tools and links, troubleshooting any technical
difficulties and making sure that the whole group is ready
for transition from one tool to the next. By contrast, in the
second iteration, since | wasn't worrying about tool introduc-
tion frequently, | found myself more present and observant
as a facilitator. While the reflections in both workshops were
rich, my role evolved from being a timekeeper and trouble-
shooter to being a facilitator and observer.

Table 2 summarizes the comparison between the two
iterations in terms of workshop structure, tools, feedback,
and my own reflections as a facilitator.

CONCLUSIONS AND DESIGN DECISIONS FOR
FUTURE WORK

Across both iterations, the ‘Hi Oki Pie’workshops fulfilled the
goals of supporting joint engagement, exploring Al literacy
through expressive arts, informing future makerspace
programming, reflecting on my evolving facilitation role, and
developing a repeatable structure for REACE certification
hours. Families meaningfully engaged with both technology
and tangible materials, demonstrating that Al can serve as

a creative partner when balanced with hands-on art. The
iterative process helped identify that fewer tools and slower
pacing allowed deeper participation and more authentic joy.
As a facilitator, | learned to shift my priorities from logistical
coordination to observation and shared reflection. This
change mirrored my growth as an expressive arts educator
who values presence over perfection. The post-workshop
survey feedback uncovered that families appreciated accessi-
ble, low-pressure opportunities to create together, with Al as
an extension (not replacement) of creativity and imagination.
Future workshops will continue integrating character stories,
hybrid media, and moments of collective reflection. | plan to
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expand the format to in-person sessions, explore intergen-
erational co-creation, and test new (few) Al tools designed
for emotional expression rather than output generation. The
overall takeaway from both iterations is that my workshops
helped families thrive creatively when | offered low-floor
(easy entry) and high ceiling (room for exploration) tools that
supported both structure and improvisation while creating
opportunities for expressing and reflecting together, through
art.
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APPENDIX

A. Family Survey After Iteration 1
1. How much did you and your child(ren) enjoy the workshop overall? () Not at all () A little () Somewhat () A lot () It was
our favorite!

2. Which activities did your family enjoy the most? (Select all that apply) [ 1 Playtime Brainstormer (Playlab) [ ] Toy-to-Story
Generator (custom GPT) [] Brickit LEGO scan and build [ ] Animated Drawings and Dance Party [ ] Other (please specify):

3. Did the mix of Al tools and hands-on art feel balanced for your family? () Yes, just right () Too much tech () Too much art (
) Not sure (Optional comment):

4. Were the activities accessible and easy to follow for all family members (adults, young children, grandparents)? () Yes ()
Somewhat () No (Optional comment):

5. What was one moment from the workshop that felt joyful or meaningful to your family?
6. Did your child(ren) express any thoughts or questions about the Al tools we used?

7. Would you attend a future Hi, Oki Pie! workshop or recommend it to a friend? () Yes () Maybe () No (Optional comment):

B. Family Survey After Iteration 2

1. How much did you and your child(ren) enjoy this version of the workshop? () Not at all () A little () Somewhat () A lot () It
was our favorite!

2. This version included fewer Al tools and more hands-on storytelling. How did your family feel about that? () We liked this
change () We missed the variety of tools () No strong opinion (Optional comment):

3. Which activity felt most meaningful or fun this time? (Select all that apply) [ 1 LEGO free play [] Drawalive short films []
Three-panel handmade story [ ] Other (please specify):

4. Did you feel the story about Sillijoi (Oki's friend) added to the workshop experience? () Yes () Not really () My child
commented on it (Optional comment):

5. Did your child(ren) express anything new about using Al tools vs. creating on their own?

6. Would you like future workshops to focus more on... () Al-powered tools () Hands-on art and storytelling () A mix of
both (Optional comment):
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