
Creating Knowledge in Common
Reading Club Meeting 1

A meeting to discuss experiences with and insights from reading Creating Knowledge in
Common

“Creating Knowledge in Common” is the latest special collection on Ground Works,
a2ru’s online platform for arts-integrated research. Through peer-reviewed projects and
a tagging system for navigation, it explores university/community partnerships that
center the arts and design.

TIME: 

60-75 minutes

PLACE: 

Remotely via videoconference, or in person. 
If in person, agree ahead of time on measures for being together so that everyone is
safe and comfortable (e.g., indoors or outdoors? masks required? cameras on?).
Either way, we recommend including snacks and drinks, as appropriate!

TIPS FOR A SUCCESSFUL MEETING:

Start and end on time.
Whether your club members have never met or are long-time colleagues, start with
some getting-to-know-you time. What are your current passions? What are you
busy with these days?
Be an active listener and engage in dialogue, rather than a monologue. Agree to
self-monitor your speaking time.
Practice respect.
Use the prompts below as a starting point, but let the interests and insights of your
club determine the direction of your conversation.

https://groundworks.io/journal/collections/2
https://groundworks.io/journal/collections/2


SUGGESTED READING FOR THIS MEETING:

The readings for today’s meetings loosely cohere around the idea of Creative
Placemaking and Placekeeping, but there are many other cross-cutting themes to
explore as well; see the Index tags for ideas.

Virtual Forests as a Creative Medium for Community Co-Creation and Collaboration
Participatory Planning and Design Research for the ARTery
Tres Comunidades, Un Río: Supporting Urban Amazonian Floodplain Communities
Through Data and Art

DISCUSSION PROMPTS:

What stands out to you about these projects? What captured your attention
immediately, or stuck with you later?
In today’s readings, partners employ participatory arts- or design-based activities to
support, preserve, or transform particular places. In each case, how do activities
like visualization, design prototyping, and community art-making uniquely fulfill the
placemaking task? How do they fall short?
Power is unevenly distributed in these places. How do arts- and design-based
activities attempt to redress the balance of power in each place?
How are these projects reciprocal, or not? How do researchers and community
members benefit from the work?

https://groundworks.io/preflight/collections/2/index
http://groundworks.io/journal/projects/148
http://groundworks.io/journal/projects/115
http://groundworks.io/journal/projects/154
http://groundworks.io/journal/projects/154

