
The RHYME designers Birgitta Cappelen and 
Anders-Petter Andersson in their development  
of the interactive and musical aspects have  
emphasised the following qualities in the CCTs:
1. Continually evoking interest and positive emotions  

relevant to diverse users’ interpretation of the tangibles 
and the situation 

2. Dynamically offering the users many roles to take, many 
musicking actions to make and many ways to express 
themselves 

3. Offering the users aesthetically consistent responses and 
building relevant cross-media expectations and challenges 
over time and space, consistent with their character 

4. Offering the users many relations to make: to people, 
things, experiences, events and places 

The RHYME project shows a tendency, which is that 
musical and interactive media to show promising  
results regarding health promotion for Petronella 
and families like hers. The affordances of the media 
depends however on its affordances and to the de-
gree the users manage to appropriate these. To suit 
the range of unique needs and requests, the media 
needs to be flexible. It should in fact allow each fami-
ly to program it in their own way. This way the media 
can generate qualitative and meaningful ‘here-and-
now experiences’ for them, either they are actively 
participating in the same activity or relating to the 
media (or other people in the room) simultaneously 
but with different intentions and levels of activity.
 
RHYME shows also that music therapy theory and 
knowledge creates a very suitable backdrop to  
understand the needs of the users , especially as  
regards to the intersubjective and communicative  
aspects. The health potentials depend to the  
degree that the co-creation between the family  
members and the media lead to vitalisation.  This  
can be achieved when the media engages the users  
creatively and aesthetically to explore through their 
basic senses like hearing, sight, tactile sense,  
kinesthetic sense, proprioceptive sense, and vesti- 
bular sense so that they are aroused both bodily and 
mentally. From this their sense of agency is often 
strengthened too. At its best the media enhances the 
family members’ feelings of bonding and belonging. 
RHYME this way shows how technology contributes 
to the promotion of participation in a very important 
life area – the home setting. RHYME also constitutes 
valuable knowledge about interdisciplinary colla- 
boration. The RHYME results create important  
inputs for the design of future home invironments.

Will the future home environment be musical, 
digital and interactive?  

Typical for the modern information society is our 
use of interactive and digital media. We sometimes 
call people who have the means to partake in this 
form of society ‘digital citizens’. In qualifying as a 
digital citizen, a person generally must have exten-
sive skills, knowledge, and access of using the Inter-
net through computers, mobile phones, and web. 
Lack of access toward becoming a digital citizen 
can be a serious drawback, especially if it hinders 
social participation. The digital media in this sense 
offers also a new form of isolation. Can we as music 
therapists look ahead and ask: How can technolo-
gy become a means of inclusion instead? How, then, 
can we participate in the development and design 
of technology that hinders the spread of digitally 

enabled isolation - and instead fosters new ways of 
participating in the digital society for everyone,  
including people who are illiterate, handicapped,  
or unable to adapt to the digital world? 

The creative and interdisciplinary qualitative  
research project RHYME, where the Centre for  
music and health takes part, engages with such 
questions. It explores a new treatment paradigm 
based on collaborative, tangible, interactive Inter-
net based on musical ‘smart things’ with multi-
media capabilities, which in RHYME are known as 
‘co-creative tangibles’ (CCTs). 

By addressing the lack of health-promoting inter-
active and musical information and communication 
technology of families with children with disabilities, 
RHYME aims to reduce isolation and passivity and 
promote health and well-being for them. The results 
from RHYME show that this technology appears to 
be valuable for inclusion, human interaction and 
health promotion.  The results are described in de-
tail in the anthology Music, Health, Technology and 
Design from 2014 (ed. Stensæth, K.).

In one of the articles from this book a narrative of 
a video observation describes how Petronella with 
Downs syndrome, and her mother and grand-
mother plays and interacts with the CCTs - the 
ones called  REFLECT: 

Imagine that objects in your home  environment – a pillow, a carpet, or a toy –  became musical 
and interactive.   Do you think that they could offer new ways of playing and being together?  

Petronella and mother en-
ter the music room, followed 
closely by grandmother. The 
three of them find a room with 
a sofa and large carpet where 
some of the toylike things are. 
There is a basket filled with 
more things on one corner of 
the carpet. Petronella goes 
towards the things on the car-
pet. The mother follows her, 
and the grandmother takes a 
seat on the sofa near by. The 
mother sits down on the floor, 
close to grandmother and in 
front of Petronella. 
Petronella picks up the (lami- 
nated) photo and holds it in 
front of the thing that resem-
bles the shape of a whale.  
Immediately, a loop of the 
song Kaptein Sabeltann starts 
to play. 
Petronella smiles and moves 
her body from side to side, as 
if dancing. Mother and grand-
mother smile too . . . 
Petronella does this over and 
over again while mother and 
grandmother watch and com-
ment upon what Petronella is 
doing. Then mother picks up 
the maracas from the floor and 
plays along . . . 
Grandmother picks up a small 
drum and taps it a little . . . 
Petronella changes the mu-
sic to ABBA’s Gimme, Gimme, 

then tries Dyrene i Africa, both 
of which are played in small 
melodic loops ... Petronella 
grabs mother’s maracas and 
tries to accompany the music 
rhythmically . . . 
Petronella continues to explore 
other musical scenes . . . 
When Petronella finds Mamma 
Mia, the whole song plays. 
Petronella stands up. 
She picks up the whale and 
pulls its strap around her neck 
and starts to play on it as if it 
were a rock guitar. Petronella 
is very enthusiastic and hap-
py, and she starts dancing to 
her own playing. Mother gets 
up and starts to dance as well. 
Petronella looks at mother 
and dances while holding the 
whale, as if she is pretending 
to be a rock star on stage . . . 
Grandmother smiles and plays 
the drum from the sofa to 
accompany their dancing . . . 
Mother and Petronella dance 
while singing the whole Mam-
ma Mia song together. 
Grandmother puts the drum 
away . . . 
Mother and Petronella move to-
wards each other while dancing 
and singing Mamma Mia. They 
seem to negotiate with their 
bodies, not with words, to cho-
reograph the dance . . . 
Both of them smile.

They are having fun and that 
Petronella is very excited . . .
The sound is loud . . . 
Grandmother resigns herself 
and leans back on the sofa and 
watches Petronella and moth-
er silently. It starts to get too 
much for her, and grandmoth-
er tells them to turn down the 
volume . . . Mother does not 
know how to do this and asks 
for help from the assistant 
from the research group out-
side the room . . .
Petronella picks up another 
photo and changes the musi-
cal scene to Fairytale . . . 
The music is not as loud any 

more. 
Mother starts to talk to grand-
mother about REFLECT . . . 
Petronella sings . . . 
Then grandmother and mother 
sit on the sofa and look at 
Petronella without saying an-
ything. Petronella sits on the 
floor and listens to the music 
while singing along . . . 
Petronella then leans back 
and lies down on the floor and 
picks up another toylike thing 
and cuddles it . . . 
Petronella relaxes . . . 
Grandmother asks for a break 
and says she wants to leave 
the room . . .
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