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The Thought Experiment
20 Credit MA, MSc, MArt/MDes Module M7X01988
Module Co-ordinator: Paul Jeff
The Thought Experiment is conducted at the beginning of the Masters programme in Art & Design Contemporary Dialogues, in order to shake the student out of any medium-specific comfort zone within which they might arrive on the course. This is not to say students cannot practise with any given medium but it is thought timely at the outset of the course to provide you with an opportunity to discover research methods pertinent to the acquisition of experiential – as opposed to cognitive – knowledge, in a light-hearted but serious introduction to the programme. The Thought Experiment is conducted over a six-week workshop session designed to widen creative potential, to engender dialogues across critical practices, and to explore and test the range of research methods available to practitioners in the visual arts. 

The Thought Experiment is designed to facilitate radical thinking, creating a platform where you will be encouraged to explore ideas and processes beyond those established for the 3rd year/level 6 of undergraduate.  The focus of this module is lateral creative thinking and innovation. It aims to encourage risk, to challenge conventional constructs and develop strategies for radical thought.  This module is delivered through workshops, group seminars, one to one tutorials and a speed tutorial event. It results in the production of a body of research leading to a presentation/event which to consolidates this research. The idea is to focus on process rather than imagining an end result - to concentrate on the journey rather than the destination. The over-arching objective is to enhance creativity of thought via the experimental method. 

The Thought Experiment ends with a ‘Pecha Kucha’ style presentation of ideas which is time limited to 6 mins and 40 seconds. The original format consists of addressing 20 slides for 20 seconds each but we have made it much more open, allowing for any type of creative method of presentation from the performative to film, from demonstration to shared participatory experiment. All we ask is that the presentation is creative and has some form of embodied presence – beyond that you can be as obtuse or conceptual as you feel fit, in order to demonstrate the findings of your personal experiment.
(NB: Humour is a great aid in these presentations as is the ability to engender profound thoughts in your audience)

This is a research based module which leads to the testing of an idea through, for example, material processes, performance, text, video documentation, sound, situation and site response. If you would like an induction to any of the Dynevor workshops such as metal work, mould making, and ceramics please contact Sarah Tombs (sarah.tombs@uwtsd.ac.uk) and, where possible, she can include you in her undergraduate induction timetable.

The Pecha Kucha presentation will form half of the mark for the module with the other half comprised of research presented in the format of a visual diary/workbook or electronic Blog .

This module will form a research foundation and conceptual methodology for the Collaborative Dialogues module (Principle project for Marts/MDes) in the second semester.

NB: The idea is not to illustrate your thought experiment but use it to perceive the world differently and as a ‘fire-starter’ for your own personal creative journey. In this module we embrace failure and success equally in the realm of ideas. Your idea may not work, but we reward application, innovation and enthusiasm.
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Bruno Jacob. Invisible Painting (Horse), Energy, 2003.




Thought Experiment: Timetable
Fridays 11.30am – 1pm Room Lecture Theatre 1 (LT1)
or AC202

Friday 6th October.   LT 1

Introduction to the project with Dr Paul Jeff and Dr Catriona Ryan (and other assorted staff members). In this session you will select your initial thought experiments in the form of a game which will deliver your personal experiment from a collection of sealed envelopes. These will be used to stimulate ideas and begin the research process.


Friday 13th October  LT 1

Poetry Workshop with Dr Catriona Ryan.
Forget everything you ever thought about poetry! This workshop is dynamic and essential.


Friday 20st October  Photo Crit rooms, floor 2

Speed turorials -  the tutorial to the power of n, an experimental event involving multiple staff and students from across disciplines based on a form of speed dating. Prepare for multiple perspectives on your work in a short period of time, all aimed at brainstorming in service of your ‘thought experiment’.



Friday 27th October  Photo Crit rooms, floor 2

Group Seminar – staff and students discuss the issues relating to personal ‘thought experiments’ in order to help you make connections in an inter (trans) disciplinary sense and move your project forward in interesting and stimulating directions.
4 groups.



[bookmark: _GoBack]Friday 3rd November  Photo Crit rooms, floor 2

Group Seminar – staff and students discuss the issues relating to personal ‘thought experiments’ in order to help you make connections in an inter (trans) disciplinary sense and move your project forward in interesting and stimulating directions.
4 groups.


Friday 10th November LT 1

The ‘pecha kucha’ presentation day. Quick fire presentation mode to be utilised as creatively as possible in order to give a snapshot of your research trajectory during the project. All supporting media material is loaded onto a series of powerpoint presentations to enable the smooth running of the day. The building of this media facilitator will take place throughout the week preceding the presentations. We will also collect in your research for the project on the day. 





Feedback by 8/12/17
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AIM(S)
· To provide an ‘experimental space’ to explore the boundaries of the student’s current medium specific practice by finding creative solutions to a research question stimulated by ‘new’ modes of thinking.
· To widen the student’s creative potential, engender dialogues across critical practices and encourage exploration and experimentation with a range of research methods, strategies and practices available across diverse art and design disciplines.
· To enable the student to develop individual and innovative approaches to the recording, collating and application of new knowledge and experience within their creative practice.

LEARNING OUTCOMES

Upon the successful completion of this module, the student should be able to demonstrate the ability to:
· navigate opportunities for experimentation with a high level of skill and critical thinking;
· critically analyse, interpret and evaluate complex information related to art and design concepts and theories, and produce modified conceptions;
· professionally communicate conceptual ideas and experimental practices.

INDICATIVE CONTENT
· The undertaking of a ‘thought experiment’ regarding self and experience, which will test assumptions regarding the definition and boundaries of each individuals discipline and extend their current practice.
· Systematic approaches to project planning, research documentation and information retrieval. 
· The free-associative creating and planning of a design research project from indeterminate or external stimulus that is process led and does not necessarily have a prescribed outcome or object. 
· Cross-disciplinary experimentation, including collaborative working, performative and non-material practices.
· Historical and current models of experimental presentation modes; e.g. Pecha Kucha, blogging and social media platforms.
· Research sources and methodologies. These involve the examination and application of relevant paradigmatic methodologies derived from a range of sources across the history of art, design and ideas.

LEARNING AND TEACHING STRATEGY

The module will be delivered across a number of creative disciplines that constitute the Creative Dialogues Postgraduate Portfolio.  Initially these disciplines will be clustered using descriptive constructs of Art (A) and Design (D) as investigative strands. Seminars and tutorials will introduce the concepts of open-ended experiment and the potential of ‘play’ and ‘experimental working’ in art and design. As the module progresses the A & D strands will be encouraged to interlace through seminars and the use of the VLE.  For example, ‘speed dating’ events will be utilised to give the students quick access to multi-faceted feedback from practitioners outside their specific area of creative practice and encourage trans-disciplinary discourse.  The module culminates in a presentation ‘event’ at which opportunities for future collaborative dialogues across the portfolio will be established and formalised.

The allocation of teaching to deliver the module is:

	Activity type
	Hours
	Percentage

	Scheduled learning
	48
	24%

	Independent learning
	152
	76%

	Placement learning
	-
	-

	TOTAL
	200
	100%



ASSESSMENT

Assessment Component 1 – 100%

Coursework – Portfolio (5000 word equivalent / 10 elements).

Exemplar

A student initiated project, presented as a portfolio of exploratory creative work, which demonstrates experimental practice and conceptual thinking. The work can be communicated in any suitable format (analogue or digital) and may comprise of a combination of any of the following elements e.g. drawings, sketchbooks, visual diaries, samples, prototypes, computer models, video recordings, artefacts etc.  This body of experimental work will be communicated at a trans-disciplinary ‘event’ using any appropriate and effective communication modalities, for example, a ‘Pecha Kucha’ style (20slides/20seconds each) creative presentation, a video, interactive experiences, digital or physical prototypes.

Assessment Summary
	Activity type
	Percentage

	Written exam
	-

	Coursework
	100%

	Practical
	-

	TOTAL
	100%






EDUCATION FOR SUSTAINABLE DEVELOPMENT (ESD)

	Does the module contribute to ESD?
	Yes


	
	

	
This module embeds sustainability through innovative pedagogies such as the speed tutorials that allow for cross-disciplinary working as outlined in the ‘Futures Fit Framework’ (2012). The module has been designed to challenge student’s perceptions and experiment with their thoughts and ideas within a collaborative teaching and learning environment. The ‘UNESCO Five Essential Pedagogic Approaches’ are central to the teaching and learning approach of this module, students will be challenged to think critically and creatively and explore a vision for a sustainable future. 
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Maurizio Cattelan Denunzia 1991, The Italian provocateur's police report concerning the theft of an invisible artwork from his car.
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