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AIM(S)

	•	To enable students to undertake a detailed consideration of the comic ingenuity of Chaucer and a range of medieval texts.
•	To critically engage with contemporaneous and theoretical views of the formal, social and political significance of comedy.

LEARNING OUTCOMES

By the end of this module students should be able to:   

•	Demonstrate a detailed and coherent knowledge of the variety of ways in which Chaucer developed the art of comedy;
•	Demonstrate a systematic understanding of the three major areas in which he used comedy:  the fabliau, anti-clerical satire, and romance;
•	Show detailed and coherent understanding of Chaucer’s innovations in the use of language and in his social commentary;
•	Demonstrate a systematic understanding of contemporaneous critical and theoretical understandings of the nature and role of comedy. 


CONTENT

Chaucer devoted immense creative ingenuity to his experiments in The Canterbury Tales with the genre of the short comic satiric narrative usually known by the French term, fabliau.  These experiments are notorious because rather raunchy; indeed, Chaucer makes a show of apologising for having to include them.  Yet there is the paradox that he manages to transform unambitious farce (to borrow one of his own expressions) into ‘high wit’. Chaucer’s talent for comedy does not end with his innovations to the fabliau, but in The Canterbury Tales we can see how he develops traditions of anti-religious satire and romance into entertaining and provocative comic narratives.

Social and professional rivalries, masculine/feminine stereotypes, and generic plot conventions contribute significantly to medieval comic narrative. This module will develop students’ understanding of caricature and stereotype (and how Chaucer expands and complicates these), and, through textual analysis and engagement with a variety of theoretical accounts of the comic, will encourage students to question what oral, social, and sexual implications arise from the comedy, and for what implied audience. An encompassing question which the module seeks to answer is: what ‘rules’, if any, govern the game-world of comedy?

ASSESSMENT

Course work (100%)

Two assignments of 3,000 words each, each with the value of 50%.
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