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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...

Exploring the future
1.1 Driver mapping Sensemaking
1.2 Horizon Scanning 4.1 Sensemaking as process

1.3 Trends identification and Analysis
Transforming the future

5.1 Visioning

Creating Alternative Futures 5.2 Backcasting

2.1 Causal Layered analysis

2. jangle Future-Proofing Strategies

2.3 Scenarios 6.1 Wind-tunnelling Foresight
6.2 Road mapping Playbook s

Reimagining the future

3.1 The 3 Horizons Framework
3.2 Inclusive imaginaries UNDP, 2018/2021



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.
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INSPIRATION

| have a design challenge.

How do | get started?

How do | conduct an interview?
How do | stay human-centered?

IDEATION

| have an opportunity for design.
How do | interpret what I've learned?
How do | turn my insights into
tangible ideas?

How do | make a prototype?

IMPLEMENTATION

have an innovative solution.
Mo | make my concept real?
How do T as - -
How do | plan for sustamabnlnty?

/.

Design Thinking process model,
IDEO



DIVERGE BUT THE CONVERGE DIVERGE

Observations

Forcasts

Ideas Signals

Prototypes

Today's ’ Possible
Insights HMW Concepts Trends Drivers Personas Artifacts Future
e Worlds
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Beyond Efficiency

Figure 3 The futures cone allows us to see
that probable, possible and preferable futures
da not have to be mutually exclusive. Nustra-
tian adapted from Candy 2070035,
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N Preposterous!
! / ‘impossible!”
\ ‘won't ever happen!”

Possible
Future Knowledge
“might happen”

Now

Plausible

Current Knowledge
“‘could happen”

W
5

The ‘Projected’ Future
T e T T o The ‘default’” extrapolated ‘baseline’
' ‘business as usual’ future

Probable

Current Trends
X ‘likely to happen”
Potential ™.
Everything beyond

Preferable
the present moment

Value Judgements
‘want to happen”
“should happen”
Adapted & Extended fromVoros (2003)




AN UNRESOLVED MAPPING OF
\SIIZEOCULATNE DESIGN

SCIENCE
FICTION

DESIGN
THINKING
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“Design Fiction is a mix of science
fact

and science fiction. Itis a kind of
authoring practice

Design Fiction

A short essay on design, science, t h at CO m b i n e s t h e

fact and fiction.

Heah Tiline. S traditions of writing and
story telling with the
material crafting of
objects.

Through this combination, design
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THE HANOMAIDS TALE.
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The Dispossessed
‘To be read again and again’

“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
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The Experiential Futures Ladder

ABSTRACT / GENERAL

1:1-SCALE, VISITABLE
REPRESENTATION OF TIME
AND PLACE

ARTIFACT OR
INSTANTIATION

CONCRETE / SPECIFIC
Stuart Candy, 2015

Candy & Dunagan (2017)
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Beautifullyillustrated,
the book is half-fiction,
half scientific iNQUiry wires

Bizarre cookbook
from which you
cannot cook e

THE
LAB GROWN
HAMBURGER
AND 45 OTHER
RECIPES

COOKBOOK

THE
IN VITRO
MEAT

Playing the ‘what if" game to get people
talking about their food and the future ascrews
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KNITTED MEAT

The length of a muscle fiber was
once limited by the size of the
animal it was growingin. Now,
freed from the constraints of

the body, it’s possible to culture
‘thread’ made from continuing
strands of muscle tissue. Colorful
spools of meat yarn, from the light
pink of chicken to the vibrant red
ofbeef, can be woven into eye-
catching patterns.

Supermarkets could install
knitting machines with pre-set
patterns, making it easy to knit
apackage of burgers or a meaty
scarf. A portable model could come
with easy-to-use design software
for home knitters. Knitting
enthusiasts could enjoy gathering
inwalk-in refrigerators to swap
techniques. Over the holidays,
many families could replaced the
traditional turkey orhamwitha

festive centerpiece of Knitted Meat.

SHEPHERD'S KNITTED PIE

+ Thitoknitted meat

) Proheat the oven to 160° C. Boil the
potatees untit cooked through. Drain
and mash the potataes with the butter
ané milk, Seasen to taste.

) Whils the potatoss are boiling.
heatait in a skillet and sauté the

10 minutes.

® Spreadthe potato mi

minutes or until the meats browned,

HONEST FROM THE LAB

The meed for tramgacency is a major
sociatal tread in politics, finance and also
food. I vitro meat is typically seen as
inferior fake meat, but if we menve beyond
mimicking existing st products
and present it as an honest, healthy,
suntainable, safe sad transparcet
product from the lah, io viteo meat could
gain an autheaticity of its own.

In Vitro Meat Cook Book, Mensvoort koert Van, 2014
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“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
figabma|agigslithat only exist in the fictional world
— what film scholars call the diegesis — but they
exist as fully functioning objects in that world” «irby,
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“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 [...] —

JPECULRTIVE

design about ideas.

EVERYTHING

“...creates a parallel design channel free from market

pressures and available to explore ideas and issues.

DESIGN,

FICTION,

AND [can explore] new aesthetic possibilities for technology;
SOCIAL

DREAMING 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.”

ANTHONY DUNNE AND FIONA RABY

Dunne and Raby (2013)
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Water resistant
for shower insights

Targeted stimulation
for 8 cognitive modes.
ncluding:

- Divergent connecting
= Rapid incubating

= Emotion suppression
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LINKS TO SCENARIOS

ﬂ your mind is the product

PROTECT YOUR MIND FROM
COPYRIGHT INFRINGEMENT!

Sure it's fast, convenient, and sometimes brilliant to use
thought recording to capture your ideas in real time and even
connect with friends in your social networks. But with more
and more platforms claiming copyright ownership for any thoughts
you share via mindshare technologies, you need a way to protect
your own rights to the product of your own mind. That's what this
little cap does —it records your thoughts and assigns immediate
copyrights to you before anyone else can claim them.

a4 persuasive delusion

The boundaries of intellectual property become Maintaining a healthy independent identity is
even more blurred —and protections more challenging in aworldof direct brain-to-brain
extreme —as digital-neurolo gical technology communication.

connects minds.

£ 2012 Institute ar e Fulure. Al rights rese reed. SA-1472 o

Institute for the future (www.iftf.org)



Monammaid Siad
| | se821Y0074
o e ) 408

T S —— - -1

e B 1 L‘s ‘
PLACE YOUR VOTE: NEW RU FOR
'. MOTOR VEMICHESIN URBAN zoun '

‘ LA

PERSONAL IDENTITY CARD
FAST-TRACKS GLOBAL VOTING

Cities around the world —from Gairo to Portland, from
Bangalore to Curitiba—are keading the Confederation of
Sustainable Cities in establishing a governance structure to do
what traditional governments have failed to do. Empowered by a
global referendum that registers the will of people around the world,
these cities are poised to impose strict new global regulationson
automobiles. What's empowering the referendum? New digital
personal identity cards that alkso serve as anohyrmo us ballots.

ez g uln

LINKS TO SCENARIOS

climate confederation

Glimate impacts become a lightning rod for "city
rights" and global referenda alike, creating new
networks of power and citizenship that may well
be at odds with state and federal governments.

© 2012 Instilule ar i Fulure. Al rights reoe rved . SA-1472 -ﬁ

Institute for the future (www.iftf.org)



LINKS TO SCENARIOS

@ the world electric

New wireless power technology gets a boost
from more frequent and extreme climate
events where disaster Kits leverage wireless
technologies to get communities back on their
feet more quickly.

Institute for the future (www.iftf.org)

ENERGY WANTS TO BE FREE

The UN has teamed up with the global Pirate Party, a political
party with a platform of open intellectual property (IP), to provide
new disaster relief Kits that use open-source components to
build ad hoc infrastructures for everything from power to water to
Internet access. At the core of the relief kit i the now famous Tesla
Box—a 10-foot shipping container that can power a neighborhood

by harnessing the sub-atomic Gasimir Effect. What else will you find
in the open-source Kit? Wireless lightbulbs, mobile device chargers,
rechargeable desalination straws, and an Internet-in-a-suitcase.

@ the pirate party wins!

The wireless Tesla Box lends itself to open-
source strategies and is potentially an upbeat
symbol for the Pirate Party.

© 2012 Instlule dar ibe Fulure. Al rights rese reed . SR-1472 *F



Beyond Efficiency

A speculative design .
research anthology in if

which we seek fo de-

construct ecomodern o . _
imaginaries of urban Imagining an alternative future, a what if

susz‘az’nabz’/iz‘y z‘/ymzzg/y scenario

From imagining “What if?” to designing “As

explarz'ng what more

Just and sustainable
living environments Treating it as if it is real and then creating

could be like objects, interactions, moments from that
world’s everyday reality

Wangell & Feoré (2021)
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PHAIDON

AU SUS

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)
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Here’s a Baby VR Headset
for the Parents of the
Future




LABORATORY

Design Fiction

A short essay on design, science,
fact and fiction.

Julian Bleecker
March 2009

“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
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and the available flight time of the drone based on current
battery level.

Figure 2. Map of Drone Enforcement Trial Area and
Drone Stations

Gamification of Drone Operation

Whilst gamification is a still a controversial topic [2] it
was considered an appropriate approach for providing
feedback to the users in regard their performance
within the system as there is already a game like

Drone Camera Control

Home

Toggle Offence
Recording ON/OFF

Toggle Auto/Manual
Object Detection

o Manual Object Selection
Drone Flight Control

Figure 3. Drone Controls.

The most utilised feedback system for games are points
that are principally used to provide a direct indication
that some goal within a game has been achieved. In
the case of parking enforcement points are awarded for
each vehicle checked within extra points awarded for
identification of parking offences. A ranking system was
also incorporated based on the flight hours recorded by
the drone pilots and enforcement points. During dog
fouling enforcement points are awarded based on time
as it relies solely on the observational skills of the pilot
and extra points awarded for successful detection of an
offence.

“While the vast majority of
commercial providers have taken o
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
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and the available flight time of the drone based on current
battery level.
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Figure 2. Map of Drone Enforcement Trial Area and
Drone Stations

Gamification of Drone Operation

Whilst gamification is a still a controversial topic [2] it
was considered an appropriate approach for providing
feedback to the users in regard their performance
within the system as there is already a game like

Drone Camera Control

Home

Toggle Offence
Recording ON/OFF

Toggle Auto/Manual
Object Detection

\
Manual Object Selection
Drone Flight Control

Figure 3. Drone Controls.

The most utilised feedback system for games are points
that are principally used to provide a direct indication
that some goal within a game has been achieved. In
the case of parking enforcement points are awarded for
each vehicle checked within extra points awarded for
identification of parking offences. A ranking system was
also incorporated based on the flight hours recorded by
the drone pilots and enforcement points. During dog
fouling enforcement points are awarded based on time
as it relies solely on the observational skills of the pilot
and extra points awarded for successful detection of an
offence.

“...its purpose is not only to
highlight potential usability or
utility issues such systems might
present but to also create o
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



A. Merrie et al. Futures 95 (2018) 22-32
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A Science Fiction Prototyping approach to imagining our future oceans

Why? Because our oceans matter and we need new narratives to
#SaveOurOcean and guide efforts to transform towards more sustainable
ocean governance

ontents lsts available at ScienceDirect

Futures

FLSEVITR journal homepage: www.elsevier.com/locate/futures.

Original research article
Radical ocean futures-scenario development using science fiction
prototyping

Andrew Merrie™, Patrick Keys", Marc Metian™’, Henrik Osterblom®

* Stockil Resle Cenrs,Sacholm Universiy, 106,91 Sk, Sweden

ARTICLE INFO ABSTRACT

Kepwords Scenarioscan help individuals

possible. A
aheris . but we argue that they have limited o

] This
e DA manuscript intends (0 address these two concerns by applying the method of scince fiction

resource use and dynamics to develop four ‘radica ocean futurs, incorporatig and extra-

hnologca, ends. We argue that
the ditncive method as applied here can complemen exising scenario methodologies and
it scientists in developing 4 holistc understanding of complex systems dynamics. The ap-

can be useulfor developing proactive governance mechanises.

1. Introduction

described as “a coe " (Oteros.
Rozas et al., I , and acting in a way . things to come.
to support policy making in the Reld of natural resource management (Evars, Hicks, Fidelman, Tobin, & Perry, 2013; Peterson,
‘Gumming, & Carpenter, 2003). ag

estimated future trajectories given diffrent pathways for carbon emissions (I°CC 2014),

Existing climate change scenarios indicate  high likelihood of major changes in marine ccosystems resulting from increases in

emissions (Cheung et ., 2009; Gattuso et 1, 2015). Diverse human activitis influence these ecosystems (Jackson t al., 2001) but

scenarios for the future of marine fish stocks (Costello et al, 2016; Worm  aL, 2006) have been erticzed for assumptions about

linear dynamics or the limited adaptive capacity of societies Branch 2003 Hilborn 2007),limited empirical support for suggested
16), and 2016). Together,

the challenges of incorporating complexity in systems whose dynamics are closely intertwined with multiple human actvities

respondin o
Emal addres

et se A Merr)

o

dokorg/ 10,1016/ e 201709005

Avilaic anifne 07 October 2017

) Peer reviewed paper- Merrie et
https://radicaloceanfutures.earth/ 21 9018



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 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



Not Here,
Not Now

UNDP Regional Bureau for Asia and the Pacific

Foresight
Playbook

Speculative Thought, Impossibility, and the Design Imagination

Anthony Dunne & Fiona Raby




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
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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



Al technologies are existential,

“all-pervasive, Co_-forgin? our existence, touching
upon the profundity of life, reIatm_P 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

POSTCARD || EXCITEMENT




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...”




<« Instructions

The Thing from the Future

Terrain

the type of future world the thematic context the focus of imagination

how it might feel

A game by Stuart Candy and Jeff Watson
2015 CC-BY-NC-S4 | sitnationlab.org | @sitlab
Developed for the web by Paritosh Ursekar

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

+ha fiikiire . o o Coamnarvican A athoar aviaariendial +acrh niciiac 1iecad



THE ICEBERG MODEL

Use this tool to
help you think
mare systemically!
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THE ANDRO-CHAIR

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

“Why did you design something bad, instead of designing a
solution2”, “You don’t solve any user needs?!” “| can’t see the equality
in this?” “Why are you giving us men a bad thing as well2”




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?

Design Fiction They tell a better story because they are story

A short essay on design, science,

fact and fiction. tellers, because they understand that a
peiioneved technical instrument lives in a social

LABORATORY

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 designhing 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).



Experiential futures

‘

&

Candy & Dunegan, 2017

Situations Stuff
Immersive scenarios; Design fiction;
Releplaying and simulation Speculative and Critical design

@ruturyst J thx @gregvan



Futures and Foresight methods...

Exploring the future
1.1 Driver mapping Sensemaking
1.2 Horizon Scanning 4.1 Sensemaking as process

1.3 Trends identification and Analysis
Transforming the future

5.1 Visioning

Creating Alternative Futures 5.2 Backcasting

2.1 Causal Layered analysis

2. jangle Future-Proofing Strategies

2.3 Scenarios 6.1 Wind-tunnelling Foresight
6.2 Road mapping Playbook s

Reimagining the future

3.1 The 3 Horizons Framework
3.2 Inclusive imaginaries UNDP, 2018/2021
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