Gabrielle Roberts (100854) - Contemporary challenges Blog Posts:
Blog post 1: 
· Based on your learning from Unit 1, what do you consider to be the biggest threat to humankind and why?

After working through Unit 1 of the online module, the topic that struck me as the most concerning and interesting was Topic 4 ‘The Rise of the Machines’. Before I completed this module, I had heard of the potential threat of technology ‘taking over’ and workers being replaced by machines mainly in films. 
[bookmark: _Hlk133432327]The first reference that came to my mind was the 2005 film ‘Charlie and the Chocolate Factory’ in which the character of Mr Bucket works in a factory screwing lids on to tubes of toothpaste. The character is then replaced by a machine which lands the family into more poverty. I believe that this was a nod to, or at least very similar to the first machine age, a term used to refer to the years between the first and second world war which saw the first major rise in development of technology in the form of factory machines, steam engines and various other equipment. While this time was a revelation in moving humankind forward, it caused a large decrease in the need for manual labour therefore losing many people, in particular factory workers they’re jobs. The ‘digital era’ which is what we are currently residing in, is now being described as the Second Machine Age. Authors of ‘The Second Machine Age: Work, Progress, and Prosperity in a Time of Brilliant Technologies ‘, Erik Brynjolfsson and Andrew McAfee state that ‘Technological progress is going to leave behind some people, perhaps even a lot of people as it races ahead.’ (Brynjolfsson and McAfee, 2014, p. 88). 
[bookmark: _Hlk133421822] Another example that came to mind which uses the threat of technology taking over as a running theme throughout the episodes, is the Netflix show ‘Black Mirror’. I remember when watching these scenarios back in 2011 when the show first began, where AI was being used to enhance humanity, create virtual worlds, improve every day life or even bring loved ones back from the dead (which would almost always, ultimately end up with catastrophic events) and finding them amusing and interesting to watch, however now in 2023, 12 years later, these scenarios actually seem a lot more plausible and even possible, which is certainly an fascinating, yet unsettling thought. The creator of Black Mirror, Charlie Brooker, was once interviewed by The Guardian, when he was asked about whether he see’s the themes in his episodes possibly becoming reality, he said ‘Our stories are not warnings, Technological progress is completely inevitable’. (Brooker, 2022). 
In conclusion, this module opened my eyes and made me really consider how real this potential issue is. When looking at the Unit 4 module, I believe that this second machine age is potentially more harmful than the first one, simply because with the first one, the machines were able to complete manual labour, whereas modern technology such as artificial intelligence, robotics and digital software can not only do manual labour but also can perform jobs that are non – routine, cognitive and even emotional lead. This is why I believe that the biggest threat to humankind is the potential risk of developing technology too far.
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                                                                                           (McDermitt,2014)
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Blog post 2: 
· Based on your learning from Unit 2, evaluate the skills you will need to be successful in your chosen field. Identify those you think are the most significant and justify your selection.

To be successful in the creative industry, there are a number of skills that you as a professional will need to both possess and demonstrate. Such as organisational skills, being able to use your initiative and resilience. One skill I would say is essential is critical thinking. As stated in the Unit 2, section 2 notes, Individuals who can engage in critical thinking are reflective, independent, and competent. 
‘The ideal critical thinker must possess critical thinking dispositions such as being habitually inquisitive, well-informed, trustful of reason, open-minded, flexible, fair-minded, willing to reconsider, clear about issues, orderly in complex matters, diligent in seeking relevant information, focused on inquiry and persistent in seeking results.’
                                                                                                        (IRMA, 2020). 
Another essential skill needed for working in the creative theatre industry, is the ability to work under pressure, or keeping calm in a crisis. When working on a production, particularly backstage, you must be able to think on your feet and solve problems as quickly and efficiently as possible, including situations when problems or emergencies may arise. These can be very stressful situations so having the ability to remain calm and work just as effectively under pressure is necessary. Coping well in stressful situations is a skill that can be developed, ‘By having a deeper understanding of how thought creates our experience, we become more adept at handling the ups and downs of stress’ (Hudson, 2018).  
Perhaps the most crucial essential skill you would need to have to be successful in the industry is collaboration, while technical knowledge and problem-solving are essential. The ability to work as part of a team is crucial as almost every role within the creative arts requires working alongside other professionals as part of a team. This is particularly important when you are working on a project or creating something which involves more than one aspect of expertise, for example a stage set for a theatre production. You will likely be expected to collaborate successfully with fellow designers, other crew members and actors to produce a seamless and well put together production.  ‘Collaboration has always functioned as the kernel of creative work.’ (Graham and Gandhini, 2017). To achieve successful collaboration, you must be able to communicate clearly, support each other throughout the production process and take, or possibly give direction and constructive criticism positively. Without effective collaboration, the production team and crew may not be able to work together to overcome and problems that may arise, in which case a production may not run smoothly, and the quality performance may suffer. Therefore, that is why collaboration is absolutely one of the most, if not the most important skill needed to work successfully in the theatre industry. 
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                                                                                (Proactive Worldwide, 2016)

In conclusion, in order to be successful in the creative industry, in particular as a theatre professional you must be organised, resilient and a critical thinker. You must have the ability to work as part of a team, to work under pressure and to collaborate successfully. These skills are all essential in the industry as it can be a highly stressful and demanding environment at times. 
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Blog post 3: 
· Based on your learning from Unit 3, discuss the merits or shortcomings of design thinking to your chosen areas of study.
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                                                                     (Lieberman, 2020) 

After working through the Unit 3 module, I have gained a better understanding of the concept of design thinking, what it means and how to use it. Design thinking is used to solve complex problems by putting the user at the centre of the process. The method emphasizes empathy, collaboration, and experimentation. Design thinking can be applied to a variety of industries, including the creative industry. 
Design thinking focuses on empathy, which is vital for theatre professionals. To create compelling performances, actors, directors, designers, and theatre technology professionals all put the audience at the centre of the process, therefore working together to create performances that with their viewers. ‘Design thinking is more than just customer orientation – it is centred around people. People are the beginning, middle and end of every consideration’. (Muller-Roterberg, 2020) 
Design thinking focuses on the collaboration between a designer or professional and the user, like I have mentioned in my previous blog – collaboration is an essential aspect of the creative industry. Design thinking can help theatre professionals work more effectively together by encouraging open communication, brainstorming and active listening.
While design thinking is generally a positive method, there are, like with almost everything, some disadvantages. The first one that I considered was time. Theatre productions are often on a tight schedule, and when you are considering a live performance, there really isn’t any time at all while the production is happening, if a problem arises you will need to fix it as quickly and as sufficiently as possible, so there may not be enough time to go through the entire design thinking process. In some cases, theatre professionals may need to rely on their own initiative, instincts and experience to make decisions quickly under pressure. 
Another possible disadvantage could be budget, design thinking sometimes involves testing, which can be costly. Theatre professionals may not have the budget to experiment with different ideas, and they may need to rely on already tested methods to stay within budget constraints of the production company.
Larger scale productions, such as West End production companies may have the time and the budget to prepare for design thinking and can do so successfully. However, for a smaller scale production, such as a low budget, touring company with little time in between venues, this may not be as appropriate or suitable. ‘We as people always desire to bring that human-centric part into the project and work we do. However, not everyone could have sufficient time and effort to do comprehensive research on it.’ (Tsoi, 2021). 
In conclusion, design thinking can be an extremely positive and effective approach for theatre professionals to consider, but it does certainly have its shortcomings. By prioritising empathy and collaboration, theatre professionals can work together to create successful performances for their audiences. However, time and budget constraints may limit the suitability of design thinking. Ultimately, in my opinion, professionals should use their own professional experience and judgment to determine when and how to use design thinking in their work, if at all. 
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