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Abstract 
This position paper covers my interest in participating 
in the Disruptive Improvisation workshop at CHI 2018. 
It covers the connection between a current project of 
mine, Logical Conclusion, and the workshop theme of 
No-Technology, a process for Disruptive Improvisation 
that I have used in my work as a Public Programmer at 
TELUS Spark (a science centre in Calgary, AB). I also 
discuss my personal connection in my art practice and 
public programming practice to the other workshop 
themes. 
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Introduction 
I'm interested in attending the Disruptive Improvisation 
workshop at CHI 2018. One of the primary reasons this 
workshop appeals to me is that it speaks to three 
elements of my background and ties them together. 
Firstly, my primary background is in Visual Art; I'm 
currently completing my Master of Fine Arts in Media 
Art and Technology at the Department of Art at the 
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University of Calgary. Conceptual art, and Fluxus in 
particular, have been a touchpoint for my work, 
especially thinking about Fluxus event scores as similar 
to programs. The second element of my work that this 
workshop speaks to is technology – my art deals with 
the role of algorithms in society, and often my art work 
involves developing a computer interface through which 
people will be pointed towards specific ideas and ways 
of interacting. I also work a lot with wearable 
technology, which is a site of intersection between 
technology, body and world. Finally, this workshop 
speaks to my practice as a Public Programmer at TELUS 
Spark in Calgary, Alberta, where I primarily develop 
programs for adult visitors at our Adults Only Night 
events. Design processes that rely on low-fi pilots and 
test how visitors will interact with a program - and 
whether it will scaffold the behavior or experience I'm 
hoping for - is one of the elements of my work at 
TELUS Spark that has informed my art practice. I think 
this workshop will be an exciting opportunity to bring 
these elements into closer alignment. 

Project: Logical Conclusion 
A project that has engaged with some of the themes of 
this workshop is "Logical Conclusion," which is a body 
of work I'm developing for my MFA thesis exhibition in 
August, 2018. For this piece, I'm developing syllogistic 
logic puzzles based on algorithms that impact society. 
This project is in fairly early stages, and the final form 
may be evolve over time, but I am currently pairing the 
puzzles with illustrations that recall John Tenniel's 
engravings for Lewis Carroll's Wonderland books, as 
Lewis Carroll is one of the most famous proponents of 
syllogistic logic puzzles. I'm presenting the puzzles so 
that they can be solved by visitors in the gallery, 

putting them in the place of executing the logic of an 
algorithm.  

This project relies heavily on the theme of "No 
Technology" as for me, one of the primary ways it will 
function is that the text of the puzzles and their content 
are clearly about technology, but the form of the 
puzzles recalls Victorian children's literature to 
underscore some of the absurdity that can be 
forthcoming from abstract logical chains of reasoning 
(especially if the premises on which the conclusion is 
based are questionable). While in the future, I may 
develop iterations of this work that employ technology 
like Twine[1], its primary conceptual form is more of a 
book or performance space, in which people do the 
puzzles. 

Tactic for Disruptive Improvisation 
This tactic is adapted from one that I’ve used before as 
a training session for facilitators at TELUS Spark, 
intended to build comfort with running programs that 
aren't well-defined. The original format was developed 
in collaboration with Meghan Durieux, a fellow Public 
Programmer. One of the games that was developed 
during this process has been run as a program at 
several Adults Only Nights. This format would be 
suitable for 7-10 people, though it could be run for 
more or fewer. 

1. Break the larger group into small groups of 2 
to 3. We’ll need to have an even number of 
groups. 

2. Each group will draw a goal from a set of cards 
(prepared and brought by Kathryn Blair) for 
the goal the final game should be aiming at 
developing (for example, “building confidence,” 



 

“taking social risks” or “relaxing and winding 
down”). 

3. Each group will draw an element of a physical 
game from a second deck of cards (for 
example, “someone is it”, “freeze”,  or 
“hiding”) 

4. Each group will have 7 minutes to develop a 
simple game to play with the full group that 
uses their physical game element and attempts 
to meet their goal. It does not have to have 
winners or losers. 

5. For the remaining 6-7 minutes, groups will pair 
up and divide the time evenly to teach and 
play their game to the other group.  

This script for disruptive improvisation is more goal-
oriented than Fluxus event scores tend to be, but I 
decided to include this as my disruptive improvisation 
technique because it's based on one that I have used in 
my work life.  The focus of this process is on bias to 
action, leaning into or being patient with discomfort, 
looking silly, and sharing half-baked ideas with others. 

Other Reflections on the Themes 
I wanted to add a few other reflections on these 
themes in my life and work experience, because they 
encapsulate, as a whole, a lot of the challenge I've had 
coming from my context working at TELUS Spark in a 
role that is very creative, to coming to my MFA 
program. Spark's content development process takes 
each of these themes as a core philosophy. When we're 
working on a program, we try to maintain a bias to 
action and test it early, and to test things we think 
won't work, put them together with what we have on 
hand (which I see as connecting to the modesty and 
scarcity themes) and iterating on them as we go. Also, 
with the quick event cycles that Adults Only Night 
works under, and its unique visitor mix for Spark 

(which mostly sees families), often I can pilot a 
program but will have to decide if I want to run it 
without testing it with the people it's for, at the volume 
they'll be at the event in, which means that there's a 
lot of room for ideas to fail both before and after they 
are run at an event. Thus, I have a collection of failed 
programs I look upon fondly, both because they failed 
in a fun or amazing way (I tried a program called 
Sharknado that didn't go as I intended, but was 
brilliant, even though I doubt I could replicate what 
made it not fall flat) or because they just didn't work 
well (no, visitors do not want to do calorimetry 
calculations).  

Spark worked hard as an organization to build in room 
to do lo-fi tests, involve randomness and lateral 
thinking in the idea development process, roll with 
what you have and work within constraints, and be 
excited about failure. When I started the MFA program, 
it took me a lot time to realize that this was a culture in 
my program – especially because I wanted to make art 
about algorithms and society, I had no idea what might 
work to do that, so I tried some things. My first two 
exhibitions didn't work at all – sometimes the actual 
pieces, which used sensors and projections, didn't 
work, but also the experience wasn't creating the 
conceptual connections I was expecting. It was a 
surprise to have people try to comfort me about my 
failure, when I was both used to having things I 
developed train wreck in front of my face, and hadn't 
been bothered because I had learned what I wanted to.  

The last theme I wanted to talk about is uselessness, 
which I think I'm particularly comfortable with as an 
artist ;). Most of the things I make don't have a 
functional utility, and instead I put conceptual utility 



 

first (for me, conceptual utility is more important than 
aesthetics, which works for my personal more do-it-
yourself / unfinished aesthetic preferences, but doesn't 
always go over well in my MFA program). But I also 
wanted to connect this idea to my work at Spark. 
Creating programs for visitors is, itself, walking a line 
between utility and uselessness. They're fun things to 
do. Sometimes they incorporate developing a practical 
skill or taking away some hard science content, but the 
soft skills that I'm always trying to help adult visitors 
exercise – creative confidence and play – seem useless, 
fun or frivolous while you're doing them, but are vital to 
our ability to think new things in new ways. 

Conclusion 
I hope that participating in workshop might allow me to 
reinforce the connection between these themes, my 
work at Spark, my work as a visual artist, and my work 
developing technology-based experiences, and 
reinvigorate my use of improvisational techniques to 
generate ideas, process, and work. I would be excited 
to bring my combination of perspectives from visual art 
and public programming in science centers, and my 
practice jumping in to doing things we’re not sure are 
going to work.  
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