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Methodology

In these dynamic settings, the original images undergo a process of digestion,

“To play is to be in the world. R It filtgred thrOL:_gh thet patrticipan;[)’sdb_og%,hbrokﬁn _I(_:Ir(])_wn and tra}nds_fom’:.ed in;t]o d
. : unique creative output as embodied thought. This image of digestion shou
Playing is a form of understanding eS u S be understood through the scope of thinking through making and the notion of
what surrounds us and who we improvisation with materials. To think through the act of making, ask a short re-
are, and a way of engaging with To see examples of work created examination of the creative process, too often understood as a direct input of
others. Play is a mode of being during the pilot program scan QR thought into matter. In art practices, artefacts are not produced by projecting
human.’ - Miguel Sicart code for images. pre-determlned fo_rms but developed through material improvisation. In this
* perspective, creative outcomes are generated on the one hand in the flows
and transformations of materials and on the other hand in the movement of the
imagination and the sensory awareness of the maker (Ingold, 2010) Thinking
and making keep bouncing at each other; ideas are developed in response to the
materials and reflected upon. This position of the non-hylomorphic nature of the
creative act underlines the unique human capacity to process information through
creative embodied experiences (with the prerequisite of a body, as highlighted
by the image of digestion). As such, the participants become image-processing
devices that generate playful interpretations of the initial data through creative
improvisation.

Ingold, Tim. (2010) ‘Textility of Making’, Cambridge Journal of Economics, 34, 91-102. Available at: 10.1093/cje/bep042.

Participant Three:

Participant Three’s went in a different direction and
began linking the research to something they could
relate to. The connections that where made allowed
them to parse and understand the alien information
through their existing relationships. As a non-expert
their week developed into understanding an outsider’s
perspective, and finding links between knowledge and
understanding.

‘Moving on from smaller scale work of Monday
afternoon, we started working large scale on un-
stretched canvas. By drawing some of the shapes we
had created yesterday on a larger scale. The drawings
became looser and more abstracted. It was also a
challenge as working on a large scale, as the starting
images were no bigger than A4. One of my favourite
parts of my canvas drawing was the pink spots |
created. This is because it looked like something you
would find under a microscope. It was inspired by one of
the drawings | did on the first day where | was trying to
colour in all the white gaps in the map and the ink in the
pen bled through paper to the other side. | thought this
made an interesting result, almost like heatmap.’

Gontact:  Future Applications

If you are interested in future
collaboration or can see an application Education
within your own research/outreach This framework based on the idea of play and ‘Radical Playgrounds’ can be used in classrooms to enhance learning as a form of

program please contact the project Situated Learning (Jean Lave, Etienne Wenger, 1991) and Community of Practice. (Etienne Wenger. 1998)
leads.

Knowledge Exchange/Academic - Industry Collaboration

Used to develop creative outcomes that visualises and communicated research to new audiences. Within and outside the university
community. For example, this initial pilot scheme is developing a touring exhibition and textile-based product as a knowledge sharing
activity for the researcher at The Open University. Engaging a potential user-base outside of academia.

Jon_Place@bucks_ac_uk A creative interdisciplinary model might be used to bring awareness and distinct perspectives to data and technological field through a
Messua PouIin-WoIff@bucks ac.uk different form of engagement and larger outreach. Developing novel products and unconventional creative problem solving.
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