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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.

Thus,

The aim of this course is to introduce students of MSSES to the MSTA.

The objectives are:

1. To discuss a selected topic from the areas of inquiry and interest of the course participants; to map out the major components of the topic and ways of addressing them for problem solving and decision making purposes. The topic can be one for the entire course or a few topics for particular classes.

2. To learn and experience collective thinking, team work, brainstorm, problem-solving, and decision-making. To acquire generalist skills.

3. To practice English and the language of drawings of ideas, used within the Creative Games method.

The Course

A. Timetable

The course will run in 3.5 sessions.

Session 1. Week 2 of Winter Semester 2007: 3 hours. 

Introduction to the Course. Topic selection. First Round of Creative Game.

Session 2. Week 3 of Winter Semester 2007: 3 hours.

Group Reflection on the First Round.

Second Round of Creative Game.

Week 4. Individual Reflection.

Session 3. Week 5 of Winter Semester: 3 hours

Group Reflection.

Third Round of Creative Game.

Session 3.5. Week 6: 1.5 hours

Final Reflection on the results of the Game.

B. Structure

Each Session will comprise the following parts: 

· Plenary

· Small Group Work

· Reporting 

· Reflection 

Depending on the amount of participants and the topic selected, there will be two or three small groups for each session. 

C. Possible Topics of the Creative Game

Note: These 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

Expected Results
1. Students will be introduced to the Methodology of Systemic Thought-Activity.

2. A certain topic or topics from among those selected by the participants will be mapped out for further study.

3. Problem-solving and decision-making skills of students will increase.

4. Students will learn the skill of systematic reflection.

5. Team work, communication, and collective thought activity skills of students will increase.

Requirements
1. Those who agree to take part in the course take obligation upon themselves to participate in the entirety of every session. Urgent requests to be absent, illnesses etc. will not be accepted.

2. No more than 17 participants will be selected to take part in the course.

3. Those selected take obligation to follow the Rules of the Creative Game. (see attached)

4. No prior knowledge (professional or otherwise) of the selected topics is required

5. No drawing skills are required

Grading
Students will receive credits for participation. The final grade will be decided by the Course Leader in consultation with the Language Center based on the following criteria:

1. Participation (no absences etc.): 25%

2. Leadership and Activism: 10%

3. Intellectual Input: 35%

4. Team Work: 20%

5. Language Skills: 10%
How To Apply

If you want to take part in the Course, please fill in the following data and submit to the Language Center:

1. Name

2. Contact telephone number

3. Age

4. Department

5. Specialisation or Major Interest

6. Suggested Topic for the Creative Game (from the list or your own):

Rules For the Sessions
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 Course 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

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