
Creative Interdisciplinary Research in Collaborative Environments research network 

(http://circle.eca.ed.ac.uk/)  

CIRCLE's members are researchers and creative practitioners at the University of Edinburgh and 

elsewhere. They work across the creative arts, architecture, the humanities, the physical and social 

sciences. Their research focuses on developing creative collaborative environments, employing 

methods across disciplines. Their aim is to develop effective and affecting interactive environments, 

within a critical framework, seeking the insights that interdisciplinary inquiry might allow. 

 

CIRCLE ONLINE SYMPOSIUM 2014: Network the networks  

(https://sites.eca.ed.ac.uk/circle2014/)  

 

Background/ Part 1: 

CIRCLE symposium 2014 set to explore how circulation of information might result in knowledge 

exchange, and how the maximisation of active engagement with the circulated information might 

trigger appropriate transformations of the initial pieces of information through which new (areas of) 

knowledge might be accessed or generated. The role of interdisciplinary research encounters was 

considered central in this process. 

CIRCLE symposium 2014 was initially structured as a three stage ‘playful’ event, and was designed to 

‘unfold’ during May 2014 as a on-line event, through use of multiple platforms and tools, 

occasionally involving physical meetings amongst participants as well. The aim was to find ways to 

“network the networks”, this meaning to create interactions between CIRCLE members and other 

researchers who are not in CIRCLE but belong to groups in which CIRCLE members also belong. It 

was set up as a game involving concepts, processes and online technologies, aiming to create 

activity between the targeted groups of researchers. 

The game consisted of three stages: 

1) Each network was expected to offer a piece of material (an idea, a question, a process, an 

example of something) for a pool of materials for everybody to use. 

2) Each network was expected to select a piece of material offered by another group and propose a 

way to use this material. 

3) Each network, or even individual people, or even new temporary groups were expected to select 

one of these propositions and try to undertake the proposed process in some way over a period 3 

days (26 to 28 of May). During this stage there were also some live online events, such as 

presentations and discussions, however the main bulk of the activity was expected to be about 

‘activating’ the processes which would be proposed during stage 2. A small team of 3 persons was 

expected to oversee these activities (with the support of website in which the working teams were 

expected to provide documentation of their processes through posting updates about their work), 

and create some small interventions, which would be improvised as the process unfolded for the 

purposes of intensifying interaction. The role of these interventions was considered as a form of 

curating online interaction between groups. 

http://circle.eca.ed.ac.uk/
https://sites.eca.ed.ac.uk/circle2014/


The ultimate aim of this symposium was twofold: 

a) to explore how to run a hands-on participatory multi-layered event of this type and what actually 

happens, how a networking environment facilitates exchange, and how space is understood, used 

and created as part of this exchange, and 

b) to see whether there are any new ideas relating to the themes explored in the symposium and 

which emerged through this process and are worth pursuing further in some way through an 

appropriate research process. 

 

Brief evaluation of Part 1/ aims for Part 2 

Certain parts of the original plan were not possible in Part 1. The game structures were too 

complicated and heavily relying on the energy that leading researchers in each group could invest. 

Due to other commitments, these researchers spent less time than anticipated and certain stages 

of the game had to be simplified. 

As stated above, an important part of the process during Part 1 was to observe parallel online 

working processes for projects undertaken by the participating groups. The observation was made 

by a small team of three researchers (Sophia Lycouris, Dafni Dragona and Penny Travlou), who 

also evaluated the results of Part 1 and designed Part 2 of this Symposium to take place on 5-6 

September 2014 in Edinburgh, UK, as a follow up to Part 1. 

Part 2 will be a working group meeting with invited external participants, and members of CIRCLE 

and the participating groups in the online CIRCLE symposium 2014, Part 1. This meeting will 

explore through shared readings and discussions the following three themes: 

1) Balance between directing the process and allowing for maximum initiative and self-

management in communication and activity via networks. Part 1 was designed as a fully self-

directed process, in which the participating groups were expected to generate activities in response 

to a loose game structure proposed by the Online Symposium organiser. This approach was not as 

effective as anticipated and it became evident that more direction or a different form of direction 

was necessary. 

2) Tools of communication while working in hybrid conditions of space (physical and virtual). 

Typically tools such as Skype, Hangouts and other similar video conferencing tools are used to run 

online presentations and undertake online group discussions. However, in Part 1, we discovered that 

when the exchange involves practical activities, such as making things in studio spaces, rehearsing 

across different physical locations, the communication via online tools requires codification in order 

to function properly, including the consideration of where to place cameras, how to move in the 

respective spaces, so that activities are clear to participants who can only access them virtually etc. 

3) Use of Open Source tools, and issues of development of own tools. This topic is an extension of 

topic number 2, and will explore issues of ownership and emancipation focusing on relationships 

and communication between skilled and non-skilled users. 

 


