




Creative	Futures	and	The		Art		School	Context

The	Creative	Futures	module

• This	module	grew	out	of	the	previous	 interdisciplinary	Craft	and	Media	Technology	Modules	as	ran	by	Games	
Design,	Web	Design	and	Animation.

• The	Current	module	is	distinguished	by	student	work	on	a	series	of	highly	vocational	projects	with	relatively	
unique	visual	and	material	outcomes	year	on	year,	and	involving	processes	which	foster	technical,	subject-specific	
alongside	broader	generic	skills	and	their	integrated	deployment	 in	an	industry/client	oriented	scenario.

• Learning	occurs	through	investigation,	exploration,	development,	dialogue	and	self-reflection	to	combine	
creativity,	judgement	and	realisation.

• Above	all, studio-based	project	work	and	group	critiques are	aimed	at	developing	a	dialogue-based	 intellectual	
working	climate and	a	self-reflexive	practitioner.	Something	that	is	often	expected	of	a	graduate	by	employers	
upon	 leaving	the	course.

• The	Creative	Futures	strand	provides	a	strong	focus	on	generic	and	industry-based	transferable	employability	
skills,	including	elements	such	as	professional	networking,	self-management,	autonomous	working,	client-led	
projects	set	by	industry	professionals	and	an	understanding	of	current	 industry	practice	and	future	directions.

• This	encourages	students	to	understand	the	need	for an	integrated	approach	to	developing	their	professional	
futures	and	the	importance	of	the	broad	 range	of	skills	and	qualities	required.	 Including	productive	and	effective	
methods	 for	working	with	others.

• There	is	an	opportunity	 for	students	to	work	across	subject	disciplines	where	this	is	possible,	offering	excellent	
opportunity	 for interdisciplinary	 practice	and	collaboration.





• …people	act	toward	things	based	on	the	meaning	those	things	have	for	them;	and	these	meanings	are	derived	
from	social	interaction	and	modified	through	interpretation.

• - Blumer/Mead

• And	that	one	of	educations	aims	ought	to	be	“The	development	of	the	self	and	the	objectivity	of	the	world	
within	a	social	realm.

• - George	Herbert	Mead

• These	projects	not	only	allowing	students	to	contribute	to	their	own
integration	with	their	immediate	environment	and	wider	communities	by	
developing	artifacts	that	represent	these	spaces,	but	also	through	the	
integration	and	re-integration	of	members	of	the	public (some	of	whom	may	
well	have	become	disengaged	with	these	spaces)	as	being	significant	to	their	
cultural	lives	via	the	memories	and	discussion	engendered	by	these	new	
interpretive	heritage	products.

•
• While	back	in	the	studio,	student	research	often	flags	up	new	and	exciting	

information	related	to	both	the	institution	(which	in	our	case	has	a	significant	
history	within	this	wider	community),	the	spaces	in	which	the	students	live	and	
the	arts	in	general,	further	contextualizing	the	reasons	for	embarking	on	such	
a	project	which	to	some	students	might	at	first	seem	significantly	distanced	
from	their	chosen	discipline	of	Games/Entertainment	Media.

•
• “Student	as	Producer	emphasises the	role	of	the	student	as	collaborators	in	the	production	of	knowledge.”

• http://studentasproducer.lincoln.ac.uk







Group	working	projects	such	as	these	reflect	the	highly	collaborative	process
of	work	in	many	industries	and	working	spaces.

And	 though	 team	working	strategies	and	an	understanding	 of	conflict	
management	theory	are	not	central	to	the	study	of	the	students	on	courses	
at	the	Art	School,	 they	do	of	course	impact	on	behaviours and	so	have	until	
now	been	just	another	implicit learning	strand	within	the	wider	curriculum.



The inspiration for the “Water Cooler Game” scenario or Use Case came from our work on a year two degree level
Group project. In particular the issues we have had with students at assessment falling into two distinct bands due to 
evidence submitted relating to typically non-core subject related skills.

All students see an increase in their practical making skills, and their ability to present these skills, however, there is 
always a group within the wider group that fails to place a value on the interpersonal skills that come from working 
with clients or other stakeholders, and elements of the project that take them away from the computer screen and 
into the wider world (and thus interactions with the wider group, or people outside of their chosen course).

These assessment results often present themselves as a “Double Bell Curve”. With the disengaged or those with 
poorer inter-personal skills appearing on the left of the graphs.



What	is	the	RAGE	ecosystem?

The	RAGE	Ecosystem	is	a	social
space	that	will	be	the	single	entry
point	for	Applied	Gaming.	Besides
the	technology	 assets	developed
by	the	RAGE	project,	it	will	realise
centralised access	to	a	wide	range
of	Applied	Gaming	software
modules,	 services	and	resources
(or	their	metadata)	that	have	
been	designed	 and	developed	 in	
regional	and	EU	funded	projects.

That’s	50+	Computer	Scientists,	
academics	and	educators	from	
nearly	a	dozen	countries	across
the	EU.

The	wider	project	looks	
something	like	this…

But	first	a	little	bit	about…



How	is	the	project	set	up?



Nurogames & “Water-cooler”.

In the “Water Cooler Game” the player is hired by a small game studio to develop the “team-working” of the studio 
through his “interpersonal relationships”. 

As an office assistant his goal is to increase the success of the company primary by improving or enabling, 
prompting and questioning the attitudes, values and the workplace social skills of the virtual team whether thiese
values are positive or negative (the game ultimately acting as a mirror to highlight their own values and attitudes).

The game is designed primarily for students engaged in subjects to which there is a digital skills bias, in which “soft 
skills” are often seen as not as important by the student.

Therefore a gameplay based feedback will be implemented for the players and the tutor. In this report the 
teamwork skills are analysed and discussed midgame or post game directly with the tutor.



Draft	Office	Layout	and	the	“HUD”/Head	up	display
The	player’s	(apparent)	primary	goal	is	to	avoid	the	staff	from	the	various	department’s	inboxes	becoming	overloaded.	
Therefore	they	must	move	the	different	work	packages	from	desk	 to	desk	after	they	have	been	finished	in	the	right	order,	as	
part	of	a	“spinning	plates”	style	set	of	tasks.	This	can	engender	an	understanding	of	the	collaborative	nature	of	this	type	of	
work	and	the	reliance	of	project	outcomes	on	the	efficiency	of	each	person	in	a	pipeline	such	as	this.	Plus	it	is	designed	to be
engaging	in	the	way	games	such	as	Farmville	rely	on	a	set	of	tasks	repeated	to	achieve	goals	and	increase	assets	and	rewards.

This	will	happen	 through	point	and	click	and/or	drag’n’drop interactions	combined	with	inventories.	The	status	of	the	
“production	pipeline”	will	affect	the	duration	of	the	development	process	of	the	game	as	well	as	the	morale	of	the	staff.



The ACTUAL Primary 
Assessment Tool.

The player’s actual primary
goal is to avoid or mitigate 
conflict amongst the staff in 
order to best serve the 
project goals, as if conflict 
arises morale plummets 
and productivity follows.

This is where the “water-
cooler” comes in…

The players and NPCs can 
at any time move to the 
centre of the office, if a 
player and an NPC meet at 
the water-cooler, a dialogue 
ensues.

This dialogue prompts 
responses that test the 
ability of the player to 
mitigate conflict, avoid 
problematic behaviours and 
to keep the project 
outcomes, not their own 
(perhaps narrow) attitudes 
at the centre of the
Workplace agenda.



























Game	Demo
• https://dl.dropboxusercontent.com/u/23079264/RageWaterc
oolerGame2017-01-23.zip

• Plus	live/play	video?





Pedagogy
The game will be used as part of a broader module that uses traditional practical group working as 
a major part. The game, as an ongoing/”endless” scenario, could be used concurrently alongside 
the practical sessions, while in shorter courses the game could be used in and of itself. Both 
scenarios would result in a series of short or extended gameplay sessions (as appropriate) followed 
by discussion with the tutor/lecturer looking at data collected by the game showing the players given 
responses to stimuli designed to test.

Therefore the gameplay based feedback will be implemented for the players and the tutor. In this 
report the teamwork skills are analysed. This combination of gameplay based feedback, and tutor 
feedback would form the basis of an ongoing plan for the player/student when moving into actual 
“live” group working scenarios.

The game is a training/educational instrument and a self-assessment tool, to focus students’ on 
particular areas for study/learning paths and choices related to strengths and weakness flagged up 
by the game.

The game is aimed at an individual learning strategy (within a larger group of peers) supported in 
studio with tutorial discussion, prior to submersion in a “live”, peer-to-peer and client oriented group 
learning project with definite client expectations and where the impact of poor group working will 
affect the students ability to evidence learning/professional skills acquisition and so hinder their 
summative assessment potential.



The primary target audience for both games are diverse gender, mixed nationality students, studying (at this 
stage) in English in England, of mixed age and related ability, from Level 3 (16/17yrs +) through to Degree and 
MA Level students 18+ with no ceiling on the upper age limit.

The pilot will involve around 300 participants across two sets of evaluation.

Acknowledged contributions to the section on the WATERCOOLER game are: For Nurogames (Germany), 
Boris Irmscher, Holger Sprengel, Jens Piesk, Marco Polak, Marcus Lindner, and Andrew Pomazansky, whilst for 
HCUK/HSAD, Sarah Humphreys, Gareth Sleightholme and Paul Starkey.


