Creative Games: Applying The Methodology of Systemic Thought Activity (MSTA) For Problem Solving and Decision-Making

An Interdisciplinary Course

MSSES, March-April 2007.

Course Leader: Gevorg Ter-Gabrielyan, Ph.D., MA, MPA

Introduction

The Methodology of Systemic Thought Activity (MSTA) and its application, Creative Games
, have been invented by Moscow Methodological Circle and its leader, Georgiy Petrovich Shchedrovitsky, in the second half of the 20th century.

Today MSTA is being applied in different areas of thinking and practice:  business management, political science, organizational science, strategic planning, conflict studies, education, urban design, ecology etc. In fact, MSTA can be applied in any area of human thought activity.

This Course is being offered at MSSES in order to introduce the students to innovative methods of learning, practice and decision-making. 

Creative Game is a mixture of a team discussion and decision-making process, role-game, and brainstorming with an aim to exhaustively map out a certain issue and design the best strategies to address it.

Possible Topics of the Creative Game

Note: Below are some complex issues, which could become the topics of the Creative Games. Depending on the additional suggestions of the course participants and on further discussions, one or two of these topics (or those suggested by the participants) in a modified and expanded format will become the topics of the Course. 

· Public Relations: How do they affect our daily life; do we all have to do them?

· How and What to Plan: Can We Sneak Into the Future?

· Success: What Is It and Do We Need It?

· What is Work?

· Adaptation and Creativity: Do they contradict each other?

· Organisation and Conflict

· Strategies of Learning in the Global World

· Social Elites: What Is It and Do We Belong to Them?

· Decision-Making and Implementation: How to Implement What We Have Decided to Implement

· Conflictual Communication: Its Causes and Ways to Overcome Its Negativism

Further Reading

For further information about MSTA and G.P. Shchedrovitsky in Russian, you can consult the following websites:

1) http://www.circle.ru/
2) http://www.fondgp.ru/
3) http://mmk-mission.ru/info/about/
4) http://www.mmass.ru/
5) http://community.livejournal.com/methodology_ru/
6) http://community.livejournal.com/game_tech/
7) http://www.shkp.ru/
For English-language reading, you can consult:

1. http://www.fondgp.ru/lib/int
and

2. http://gazette-kreatiff.narod.ru/games-kreatiff.html
Please see the full description of the Course in the Library. Space is limited, so please hurry up to sign in!

‘Public Relations’: How do they affect our daily life; do we all have to do them?

A Mini Creative Game

26 October 2006, Moscow

Game Leader: Gevorg Ter-Gabrielyan

Assistant Game Facilitator: Natalya Kolyadina

Participants: students of MSSES and 6 British guests

Aims

1. To start learning a new brainstorming technology and the language of drawing ideas

2. To get to know each other and how each other thinks

3. To learn appreciating the way of thinking of each other

4. To advance team work skills

5. To acquire ideas for web design and web communication

Game Scenario

Introduction: 13 minutes

A. What is Creative Game and How to play

Distribution in Groups: 2 minutes

First Round: 40 minutes

B. What is PR and our Group Position vis-à-vis PR

Group reflection: 20 minutes

C. What did we arrive at and What did we miss

Second Round: 45 minutes

D. Preparing the presentation of our Group position on PR

Presentations and reflection: 50 minutes

Each presentation: 10 minutes

Discussion: 20 minutes

End: 10 minutes

Groups

1. PR Makers (PR Industry)

2. Anti-PR (PR critics)

3. Subjects of PR influence (General Public)
Note: The third group will be created only if there are more than 10 people in the first two groups each.

Rules

1. Those who agree to come and sit take obligation to participate fully

2. Every idea expressed verbally should be drawn on paper; drawing talent is not necessary. Don’t worry, every idea expressed verbally can be illustrated via drawing on paper. There are no ideas which cannot be drawn

3. Draw and explain your drawing to others, rather than talk

4. If the Game-Facilitators ask for something, participants should comply

5. If you do not volunteer to join a Group, you will be assigned one

6. There are no breaks, but if you want to be alone for 3 minutes, you can leave the Game without asking permission. However, you should come back asap.

7. A few people can change their Group after the first 15 minutes. Please ask permission and have a reason

8. After the first 20-25 minutes, you can create your own group and your own presentation if you convince the Game Leader that you can

9. Groups consisting of one person are not encouraged

10. Each group should draw as detailed as possible a picture to present to the plenary

11.  Each group should assign one or more presenters

12.  The Game is short, and there is a lot to do. The Game runs as a brainstorm. The only difference is that the ideas are drawn on paper in addition to being explained verbally

13.  You are welcome to interrupt speakers with questions or additions, since  this is a brainstorm

14.  There are no wrong ideas, since this is a brainstorm

15.  The only case where a group fails is if there is no drawing on a flipchart for final presentation

To the Creative Games Class

ANNOUNCEMENT

Dear Colleagues,

We will have to miss one class, Friday, April 13, because of unforeseen circumstances. I apologise. I will have to be elsewhere at that time.

I just wanted to share with you briefly my reflection on the entire course and on the last class (April 6).

The entire course: It evolves well, except that many of you do not come to all of the classes. More on this during our next meeting.

The last class: It was very interesting. Conflict is such an all-encompassing term that one has to approach it cautiously: it is well-studied, and there are numerous texts about it. It seems that it covers everything, and it can be looked at from every perspective. We would not have time to study conflict as in an academic course. Therefore we had to find a way around and do something, which would help us all to understand at least something about the conflict and pave the way for our likely future inquiries—individual or collective—into the subject. All this had to be done in one class (135 minutes) on Creative Games and STA Methodology!

You helped me to find the way out: one of you drew a pretty good generic picture of conflict. Brainstorming helped us to fill in many components at its different stages and preliminarily outline its shape.

Then the class participants tried to draw something together, but there was no enough time.

Then I intervened and summarized all that was said and discussed in a general picture. When I summarized the picture, one thing became evident: there are only 4 positions possible vis-à-vis a conflict. A person can be its participant; observer; intervener; or totally aloof of it.

This statement is a creative result. It stands the critical attacks that I launched on it. Obviously, individuals can be in a mixed position: a participant and an observer simultaneously etc. The point is, I don’t see any other clearly distinct position except for these 4 whatsoever!

If that is so, this can be used for understanding of conflict, trying to resolve it,  writing about it (say, an essay from 4 perspectives), studying it etc.

In Creative Games, expanding the context, getting rid of the tunnel vision, reflecting etc. all is very important and great, but creativity can be finally registered and communicated only when one finds the limits, the frames of a statement. The fact that there are only 4 positions possible vis-à-vis a conflict is such a fruitful qualifying limitation. It is like a full stop after a sentence. It is a result of our efforts within the STA Methodology.

I congratulate you with this modest but clear success. I would like to ask you to check this result on your own and deconstruct it by the next class, which will take place on the 20th of April. After reflection it will be primarily devoted to decision-making.

Please do contact me via email gtergab@aol.com in the meantime if you have any questions. 

Best regards,

Gevorg Ter-Gabrielyan

To: Creative Games Class.

Dear Colleagues.

Now I have to write another message to you because our class is cancelled again. This time it is not my fault. You have a conference to attend. This time the letter will not be as long as the previous one;-)

Since we are missing some elements to complete our course (which I hope we will still do in the next weeks), I assign those of you who want to be credited for the course to write a short essay (1-2 pages).

As you remember, our method comprised the following steps:

1. Picking a topic

2. Expanding the context around it (via brainstorming)

3. Getting rid of the ‘tunnel vision’ while interpreting it

4. Learning reflection about it

5. Summarizing ideas about it in a picture

6. Experiencing creative upsurge (if any) via reflecting upon the picture (and identifying the creative element)

The final step in this process, which we have not touched upon, is ‘developing a ‘thought-machine’’. But you don’t have to worry about that.

Please pick up from one to three points from the five points (2-6) above and write an essay where you explain how you think that skill is achieved and/or is it useful to you or not.

The essay should be composed the following way:

1. The Skill One (e.g. expanding the context)

2. What does it mean in your opinion. Why is it useful. Why it can be harmful. Etc.

3. An example from your life or from the class situations where you did it

4. A small symbolic drawing, which illustrates the example

5. Conclusion: Was it easy or not, was it useful or not, etc…

The essay should be typed, 12 points Times New Roman, 1.5 line space. The drawing should be drawn manually with pen, pencil, color pencils or soft-tip pens. The drawing should be a part of the text and explain something about it rather than a separate entity.

I will collect the essays on our next class, Friday April 27th.

Enjoy the task!

Gevorg Ter-Gabrielyan

� Creative Games are also known as Organisational-Business Games (OBG)
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