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Unit Title Collaborate – Speculation, Creativity and Innovation 

FHEQ  Level Level 5 / Term 1 

Unit Code EGRA182 

Credit Value 15 

Unit Type Elective 
 

 Learning Hours  
Staff – Student Contact Hours Independent Study Hours 

Classes 37.5 Independent Study 35 

Supervised access to resources 0 Preparation for Assessment 50 

  Unsupervised Access to Resources 27.5 

Total 150 
 

Unit Description 
Creative Design and Media Practice can be used to inform, promote and entertain but it 
can also be a means of speculating and developing ideas and approaches about how 
things could be – an opportunity to propose and debate new futures. In this unit students 
are encouraged to collaboratively present new ways of on how to engage with a future-
oriented research methods, technologies and tools. Demonstrating how – as creative 
practitioners – we can approach futures from both theoretical and practical perspectives.   

The intention of this unit is on creating a framework for critical discussion on what kind of 
future people want and don’t want where it’s as much about asking questions, as well as 
answering them. The premise is that the more we speculate - about design, architecture, 
fashion, photography, cinema, theory, society etc. etc. - the more workable and pliable 
these speculations become when applied to a (non-fictional) and real context. The original 
and innovative ideas freed by a speculative process can increase the chances for the 
world to attain new ideals and futures.   

The Five Principles underpin the Mindsets and Skillsets Manifesto and are the foundation 
upon which all course curriculum frameworks and unit specifications are based. The 
relevant Principles as stated below have been mapped against the Learning Outcomes 
relevant to each course unit and at each level (see Programme Specifications for full 
description of the Five Principles): 

1. Cultivate / Where the individual thrives. 

2. Collaborate / Where disciplines evolve. 

3. Integrate / Where education engages industry. 

4. Advocate / Where purpose meets practice. 

5. Originate / creativity meets technology. 

 

Unit Indicative Content 
/ Cross-disciplinary and cross-media creative Design and Media Practice 
/ Collaborative working and networking  
/ Creative project delivery and exploration  
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Unit Aims 
To define and propose opportunities and objectives that exist beyond the constraints of 
existing social, business and technological approaches 

To initiate critical discussions and debates on topics around society, culture and the 
environment supported by clear frameworks of learning   

To facilitate collaboration across the department to encourage cross-context innovation 
and ideation 
 

Unit Learning Outcomes 
LO 1 Research/Inspiration Analyse and interpret information gathering techniques using 
a wide range of sources, providing visual, contextual and industry case-study research as 
appropriate. 

LO 6 Critical and creative mindsets Analyse conceptions of diverse practice and use this 
to inform a course of action 

LO 8 Professional Identity Investigate specific professional contexts to situate your own 
practice 

 

Learning and Teaching Methods 
This unit will be delivered and could use a combination of: Briefings, Lectures, Project 
work, Workshops, Group work, VLE activities, Group Presentations and critiques, Self-
directed independent study and Other including. Peer learning activities, group 
discussion, guest speakers 
 

Assessment methods and tasks 
Brief description of assessment methods 
 

Assessment tasks Weighting (%) (one grade or multi-grade 
unit) 

100% Practical work – Process Book (including 
visual and written documentation of the 
research and design process) and presentation 
of  final outcome(s). 

This unit is assessed holistically (100% of the 
unit). (pass/fail) 

 

Indicative Assessment Criteria 
Assessment criteria are the basis on which the judgment of the adequacy of the work is 
made. A more detailed assessment criteria will be specified in the brief.  

IAC 1: Shows analysis and interpretation of information gathering and research methods 
using a wide range of sources, providing relevant case-studies on speculative design 
(LO1). 
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IAC 2: Shows evidence of analysis of conceptions that lead to innovative and unique 
proposal and use this to inform a clear strategy (LO6). 

IAC 3: Shows collaborative investigation into the future of a range of creative disciplines 
to situate your own creative practice (LO8). 

 

Essential Reading list 
1. Dunno A (2014) Speculative Everything: Design, Fiction, and Social Dreaming, MIT 

Press  

2. Kholeif O. (2015) You are Here: Art After the Internet, Cornerhouse Publications 

3. Malpass M. (2017) Critical Design in Context: History, Theory, and Practices, 

Bloomsbury Academic 

4. Salazar J. (2017) Anthropologies and Futures: Researching Emerging and Uncertain 

Worlds, Bloomsbury Academic 

5. Van Helvert M. (2016) The Responsible Object: A History of Design Ideology for the 

Future, Valiz 

6. Van Tuinen S. (2017) Speculative Art Histories: Analysis at the Limits, Edinburgh 

University Press 


