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structure

1. design fiction – what is it and how does it work

2. examples - various kinds with various uses

*short break*

3. discussing the film Her 

4. do it yourself - The Thing From the Future game



Exploring design fiction  

A method for exploring future worlds by creating objects from those 
futures 



Futures and Foresight methods…



Experiential futures

“the design of situations and stuff from the future to 
catalyse insight and change”. (Candy and Dunegan, 2017)

Draws on design, speculative artefacts, theatre, music, 
installations, written texts, films, etc. 





Design Thinking process model, 
IDEO











“Design Fiction is a mix of science 
fact 
and science fiction. It is a kind of 

authoring practice 

that combines the 
traditions of writing and 
story telling with the 
material crafting of 
objects. 

Through this combination, design 

fiction creates socialised objects 
that tell stories”

(Bleeker, 2009)



“Science fiction can be 
understood as a kind of 
writing that, in its 
stories, creates 
prototypes of other 
worlds, other 
experiences, contexts 
for life, based on the 
creative ideas of the 
author. 

[Design fiction] can  be 
understood similarly.” 

(Bleeker, 2009, p. 7)



Candy & Dunagan (2017)



In Vitro Meat Cook Book, Mensvoort koert Van, 2014



“Design fiction is the deliberate use of diegetic prototypes 
to suspend disbelief about change“

 – Bruce Sterling (2013) ‘Patently Untrue…’. Wired 



‘Diegetic’ is a term from Film 
Studies 

Refers to technologies, sounds, objects, 
(rituals, artworks, etc)

They are real to the characters in the 
fictional world“technologies that only exist in the fictional world 
– what film scholars call the diegesis – but they 
exist as fully functioning objects in that world” (Kirby, 

2010)



“Design fiction is the deliberate use of diegetic prototypes to suspend 
disbelief about change“

 – Bruce Sterling (2013) ‘Patently Untrue…’. Wired 



“..designers step away from industrial production and the 

marketplace - enter the realm of the unreal, the fictional […] —

design about ideas.

 “…creates a parallel design channel free from market 

pressures and available to explore ideas and issues. 

[can explore] new aesthetic possibilities for technology; 

social, cultural, and ethical implications for science and 

technology research; or large-scale social and political issues 

such as democracy, sustainability, and alternatives to our current 

model of capitalism.”

Dunne and Raby (2013)



Institute for the future (www.iftf.org)



Institute for the future (www.iftf.org)



Institute for the future (www.iftf.org)



From imagining “What if?” to designing “As 
if”

Imagining an alternative future, a what if 
scenario

Treating it as if it is real and then creating 
objects, interactions, moments from that 
world’s everyday reality

Wangell & Feoré (2021) 





https://www.youtube.com/watch?v=AM25WGgBiP4



“Canada’s largest architecture and design trade 
show recently saw the global launch of a new 
product called NaturePod .

Each unit provides intensive personal exposure 
to sounds, imagery, and (selectively) smells of 
various natural environments […]

Capitalising on the latest findings in 
environmental neuroscience, the product’s 
Toronto-based creators claim that their 
patented personal wellness system brings 
restorative benefits equivalent to, or even 
greater than, nature in the raw.” Situation Lab (2017)







“Design Fiction is a practice that entangles 

design and fiction to create evocative artifacts 

that express the contexts and outcomes of 

change.”

[Design fictions are] symptoms of macro-scale 

change that represent implications rather than 

make predictions.”



Use in academic / scientific contexts



Game of Drones – provoking conversation

“While the vast majority of 
commercial providers have taken a 
traditional approach, employing 
dedicated enforcement officers to 
pilot the drones, in this paper we 
present on-going research that allows 
members of the local community to 
pilot the drones and thus act as 
enforcement officers. In particular it 
explores the gamification of these 
enforcement activities..”

Lindley & Coulton, 2015



Game of Drones – provoking conversation

“…its purpose is not only to 
highlight potential usability or 
utility issues such systems might 
present but to also create a 
discursive space in which 
researchers can consider the wider 
societal and ethical issues of 
technological futures in which 
drones might be widely adopted”

Lindley & Coulton, 2015



Peer reviewed paper- Merrie et 
al, 2018https://radicaloceanfutures.earth/



Design fiction applications for organisations

Swedish Healthcare Case – using 
experiential futures methods, 
creating design fictions over 5 
workshops

Munoz, Yams and Calgren (2025) 
in Futures



Expanding sustainability transitions research by “designing 
experiences of the everyday”…

1. Harnesses the ‘aesthetics of the everyday’ ”the sphere of life we know very well; 

something we are familiar with

2. Finding truth in fiction. “The function of fiction is the abstraction and simulation of 

social experience” (Oatley and Marr 2008). Releases audiences’ obligation to 

critically assess; willing to suspend disbelief

3. People build ‘real memories of virtual experiences’ (psychology) that may lead 

to behavior change; Engagement with fictional stories builds empathy and ‘theory 

of mind’ (neuroscience).

•  

Garduno Garcia and Gaziulusoy, 2021





examples, types

Playful imaginings of near future world products 

Advocating for sustainable futures

Bringing images of futures into Scientific Research

Professional provocation

Injecting imagination into expert domains and workplaces



BREAK ☺



film: Her



1. Examples of design fiction you saw in the film? 
 sketch or write down two examples

2. Discuss with your neighbour

why did you choose them?
what do they tell us about the world of the film?

3. Share 



Ai technologies are existential;

“all-pervasive, co-forging our existence, touching 
upon the profundity of life, relating to our finitude, 
speaking to our shared vulnerability and deep 
relationality. 

In other words, they are a concern for all citizens 
as existential beings—and not a “problem” for a 
club of brains to “solve.” ”

Amanda Lagerkvist (2025)



“The Thing From the Future” game
*the short version



The “Thing From the Future” game.
*the short version

“Thirty years from now, in a future 
characterised by continuous growth,  
there is a postcard related to education 
that evokes a feeling of excitement…”



https://thing-from-the-future.glitch.me/

https://thing-from-the-future.glitch.me/
https://thing-from-the-future.glitch.me/
https://thing-from-the-future.glitch.me/
https://thing-from-the-future.glitch.me/
https://thing-from-the-future.glitch.me/
https://thing-from-the-future.glitch.me/
https://thing-from-the-future.glitch.me/


Thank you!

Lakin Anderson

lakin@kth.se



critical perspectives

Relies on a conception of time that sees the future as empty and 
abstract, rather than embedded in the lives of people (Adam & Groves, 
2010; 2022).

 -Cultural idea of time, other cultures have different ways of 
seeing…

Speculative design still lives very much within market capitalism, and 
has a consumerist focus. Could be used for other, more  aticvist means 
(Tonkenwise, 2014)



Interesting ways forward
1. Developing structures/techniques for collective participation in 

experiential scenarios? (Candy and Dunegan, 2017) building theory and 

practice

2. Futures scenarios examining of research-society relationship e.g. 

around climate, climate governance

3. Empirical research on use of experiential futures in cross-disciplinary 

projects focused on sustainability, societal challenges. etc. Developing 

and embedding such techniques within projects, measuring how this 

changes outcomes for participants, organizers, funders etc.?

4. Developing theory and practice of experiential techniques for accessing 

the future – e.g. Comparison to other experiential techniques used 

across cultures/eras/temporalities/purposes?





THE ANDRO-CHAIR 

Sundbolm et al (2015): Nordes 2015: Design 
Ecologies

“Why did you design something bad, instead of designing a 

solution?”, “You don’t solve any user needs?!” “I can’t see the equality 

in this?” “Why are you giving us men a bad thing as well?”

…our aim was not to solve the problem, but rather to shed light 

on this problem area and facilitate discussions.



In what way might visual story tellers, technical 

consultants, props makers and science fiction 

authors be doing [technology] research better 

than their Ph.D. counterparts working studiously 

in their labs?

They tell a better story because they are story 

tellers, because they understand that a 

technical instrument lives in a social 

world, whereas an engineer will tend to 

constrain the context to instrumental functionality.



“the manifestation of one or more fragments of an 
ostensible future world in any medium or combination 
of media including image, artifact, and performance. 

It involves designing and staging interventions that 
exploit the continuum of human experience, the full 
array of sensory and semiotic vectors, in order to 
enable a different and deeper engagement in 
thought and discussion about one or more futures, 
than has traditionally been possible through 
textual and statistical means of representing 
scenarios 

(Candy, 2010, p. 3).



Candy & Dunegan, 2017



Futures and Foresight methods…
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