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(a)

affirmative

problem solving

design as process
provides answers

in the service of industry
for how the world is
science fiction

futures

fictional functions
change the world to suit us
narratives of production
anti-art

research for design
applications

design for production
fun

concept design
consumer

user

training

makes us buy

innovation

ergonomics

(b)

critical

problem finding

design as medium

asks questions

in the service of society
for how the world could be
social fiction

parallel worlds
functional fictions
change us to suit the world
narratives of consumption
applied art

research through design
implications

design for debate

satire

conceptual design

citizen

person

education

makes us think
provocation

rhetoric




Hertzian Tales

- vSeobecna povaha designu je ideologicka
(masova vyroba)

- snaha o alternativni produkci poukazujici na
ideologii

- socialni, psychologické nebo kulturni vztahy a
zkuSenosti predméty zprostfedkovavaji a jaké
by zprostfedkovavat mohly, kdyby byly
designovany kritiCtéji nebo citlivéji

- design pro debatu, ne feSeni







Viditelnost designu




Od kritiky k spekulaci

aktualizace kritického designu
akademicky pohled

trasovani podvratného designu az do
60. let

tvorba provokaci - potfeba afektivity
designu

nepredvidame budoucnost, ale
vytvarime ji

JPECULATIVE
EVERYTHING

DEVIGN, FICTION, AND L'OCIAL DREAMING

ANTHONY DUNNE & FIONA RABY
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The Cone of Possibilities

possible futures
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“‘Spekulativni design nas vymani z na nas uvaleného
domnelého realismu naseho soucasneho neoliberalniho radu;
poskytuje alternativy, které uvolnuji vazby, jez ma realita k
nasi schopnosti snit.”

Anthony Dunne a Fiona Raby



United Micro Kingdoms



http://unitedmicrokingdoms.org/

Terra0



https://paulkolling.de/projects/terra0
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http://www.youtube.com/watch?v=PVjyH7cZB1o

A co Al?

https://philippschmitt.com/archive/2018/work/robotic-natives.html

https://adam.harvey.studio/hyperface/

https://hamosova.com/Personalized-Synthetic-Advertising
https://designawards.core77.com/speculative-design/86821/HyperHuman

https://www.a-i-ctivists.com/blog-2

spis spekulace pomoci Al:
https://dualities.designit.com/
https://synthetic-times.com/?style=caravaggio

https://mrwenchen.com/The-Ambiguity


https://philippschmitt.com/archive/2018/work/robotic-natives.html
https://adam.harvey.studio/hyperface/
https://hamosova.com/Personalized-Synthetic-Advertising
https://designawards.core77.com/speculative-design/86821/HyperHuman
https://www.a-i-ctivists.com/blog-2
https://dualities.designit.com/
https://synthetic-times.com/?style=caravaggio
https://mrwenchen.com/The-Ambiguity

Raising Robotic Natives




HyperFace




Hyper Human



https://designawards.core77.com/speculative-design/86821/HyperHuman

A neni to vSechno...
- k nicemu?
- jen pro umélce?

- uplné neprakticky?




Cover Story

This game aims to create ideas quickly and effectively
to achieve a targeted future vision. It explores pos-

sible best-case scenarios by creating a magazine's
fictional “cover story” describing hypothetical success.
Itincludes thinking about different parts of a cover story
(e.g., headlines, interviews, quotes, photographs). It can
also help people envision the bigger picture and spark
new ideas about what we want the future to look like.

Science Fictior
Prototyping
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Avisioning method helps imagine possible conse-
quences of technology in the future. Participants choose
thetype of technology and atime frame and create
acharacter. Then, they explore the future through a story
in which the character interacts with the chosen tech-
nology and tries to solve problems resulting from them
being negatively affected by it. The method can help
highlight ethical dilemmas or other issues that might
oceur and bring new solutions.

@ Visioning methods 000

Cover Story

90 minutes
template, pen
stakeholders
Level of difficulty: moderate

1 Drawabig-scale template that includes six sections:
cover, headlines, sidebars, quotes, brainstorming,
and images.

2 Askparticipantsto think of a b
scenario from the future for 5 minutes. Scenarios
don't need to be logical or reality-based at
all. Encourage the group to use past tense for
the cover story for the more emerging experiences.

3 Participants briefly share their scenarios and agree
upon one scenario representing the cover story.

4 Eachgroup then presents its vision of the future to
other participants.

5  Observe the presentations and look for similarities
of recurring themes. Further discuss in a group your
observations, concerns, and insights.

@ Visioning methods 000
Science Fiction
Prototyping

Time: 2hours
Material: Ppen, paper
Participants: stakeholders

Level of difficulty: moderate

1 Choose an areayou want to focus on and develop
ascenario set in the future that reflects the chosen
technology or situation. How will society change?
How will the technology progress? Write the sce-
narioas a short story.

2 Identify the Scientific Inflection Point—when
the technology/situation takes a turn (for better or
worse).

3 Reflect upon the ramifications for people that lead
from the future scenario.

4 Identify the Human Inflection Point—how people
react to these ramifications.

5 Describe what did you learn.

Metaphor Cards

Agenerative design method using metaphors forimag-
ining future ways of being. Metaphors used in the cards
act as amedium to connect previously dissociated
domains to generate new ideas and support exploration.
Metaphor Cards serve as a versatile tool for co-design
with various stakeholders to create a shared under-
standing among participants.

Value Sensitive

Value Sensitive Action-Reflection Model is a method

for evolving a co-design space to support stakeholders
untrained in design. Stakeholders, acting as designersin
co-design, envision social context and values. Then fol-
lows two types of structured interventions: stakeholder
prompt, which focuses on stakeholders' perspective
(e.g. stakeholder scenario), and designer prompt, which
encompasses the designer's point of view (e.g., perso-
nas or envisioning cards). These prompts can be used in
any order, depending on the situation.

@@®@® Value sensitive design [ ]

Metaphor Cards

Time: 2hours andmore
[ ‘metaphor cards template, markers
Participants: designers,staksholders

Level of difficulty: ~ difficult

1 Gettoknow the domain you are designing using
user research methods such as contextual inquiry,
field studies, or observation.

2 Tailorthe metaphor cardsto the needs of
your projectand provide arich experience to
the participants.

3 Composeasetof metaphors informed by your
prior research. Think of solid and provocative
metaphors.

4 Add quotes, images, and definitions to llustrate
the metaphor better. Try to avoid reinforcing
stereotypes.

5 Usecompleted metaphorsinyour design research
with participants. What aspects are muted by using
‘this metaphor?

@@®® Value sensitive design o

Value Sensitive Action-
Reflection Model

2hours
prototype of a project you're working on,
product sheet

Participants: pairs of two (1 designer, 1 user)

Difficulty: moderate

1 Make pairs consisting of one designer and one user.

2 Startwith the “How might we” question to think of
asolution to a specific problem you are trying to
solve. Create a prototype with participants.

3 Give participants a stakeholder prompt (e.g., value
scenario) to iterate the design. The prompt
promotes a cycle of reflection-on-action. Ask par-
ticipants to reflect upon the prototype and make
changes to the product sheet if needed. If partici-
pants made any changes, ask why.

4 Next,give them a design prompt (e.
envisioning card)to iterate the design for a second
time. Again, change the spec sheetif participants
made any changes.

5 Askparticipants to present their prototypes.

Black Mirror
Brainstorms

Amethod aims to design more ethical products.

Participants brainstorm possible negative consequences

resulting from using a product. Next, they create a plot
point describing the negative effects on theirimaginary
character. After that, they create a poster for this “e|
sode” of Black Mirror. The outcome of this method is
clearly defined anti-goals of a product.

Ethicography is an analysis method for value discovery
from a designer's perspective used in research, built
upon critical reconstruction techniques and linkogra-
phy. The process allows identifying how participants
engage values in their design work and assessing their
impact on the design situation.

0000 :vi:

Black Mirror
Brainstorms

Time: 45 minutes
markers, paper, post-its, template.
: designers and users

Level of difficulty: easy

1 Introduce the activity by stating what your project
istryingtodo.

2 Brainstorm ideas about what could go wrong
(social, political, financial, etc.. Who's going to be
affected? How the well-intended idea goes wrong?
How s it going to affect other people?

3 Brainstorm quotes. What could people in the epi-
sode of Black Mirror say? It can also be what
viewers say after they finish watching the episode.

4 Communicate the idea of the episode through
a poster. You can use quotes orillustrations.

5 Groupsimilar post-its and define anti-goals foryour
project.

O00@® :thics
Ethicography

3hours
3 markers, square paper, research material

ipan designers

Levelof difficulty:  difficult

1 Gatherresearch material that is going to be made
into an ethicograph. Unitize the speech acts and
analyze the communication structure.

2 ify Pply de to each speech act.
Value code represents the participant’s attitude
towards one or more values.

3 Col i d

9
and the decision-making context.

4 Attribute and idea code to the speech acts repre-
senting everyday design activities.

5  Create links among the speech acts to see how

values identified during the design process might
inform explicit design decisions.






. Visioning methods “.

Cover St()l'y Cover Story

Time: 90 minutes
Material: template, pen
Participants: stakeholders

Level of difficulty: moderate

1 Drawa big-scale template that includes six sections:
cover, headlines, sidebars, quotes, brainstorming,
and images.

2 Ask participants to separately think of a best-case
scenario from the future for 5 minutes. Scenarios
don't need to be logical or reality-based at
all. Encourage the group to use past tense for
the cover story for the more emerging experiences.

3 Participants briefly share their scenarios and agree
upon one scenario representing the cover story.

This game aims to create ideas quickly and effectively
to achieve a targeted future vision. It explores pos-
sible best-case scenarios by creating a magazine's 4 Each group then presents its vision of the future to
fictional “cover story” describing hypothetical success. other participants.

Itincludes thinking about different parts of a cover story 5
(e.g., headlines, interviews, quotes, photographs). It can

also help people envision the bigger picture and spark

new ideas about what we want the future to look like.

Observe the presentations and look for similarities
of recurring themes. Further discuss in a group your
observations, concerns, and insights.







Science Fiction
Prototyping
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Avisioning method helps imagine possible conse-
quences of technology in the future. Participants choose
the type of technology and a time frame and create
acharacter. Then, they explore the future through a story
in which the character interacts with the chosen tech-
nology and tries to solve problems resulting from them
being negatively affected by it. The method can help
highlight ethical dilemmas or other issues that might
occur and bring new solutions.

. Visioning methods

Science Fiction
Prototyping

Time: 2 hours
Material: pen, paper
Participants: stakeholders

Level of difficulty: moderate

1 Choose an area you want to focus on and develop
ascenario set in the future that reflects the chosen
technology or situation. How will society change?
How will the technology progress? Write the sce-
nario as a short story.

2 Identify the Scientific Inflection Point—when
the technology/situation takes a turn (for better or
worse).

3 Reflect upon the ramifications for people that lead
from the future scenario.

4  Identify the Human Inflection Point—how people
react to these ramifications.

5 Describe what did you learn.



A neni to porad k nicemu?
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Black Mirror Brainstorms




Ekon: Vznik
technologického-
farmateutického
kartelu (mozna
monopol)

Pol: jak se
bude
regulovat
davkovani téch
léka

budeme méné

odolni, protoze
budeme pouzivat
jen jednu cestu,
jak resit problémy

Zavislost na
néjakeé kritické
suroviné
(napf. ¢ip)

Soc: drahy
produkt
dostupny
pouze
nejbohatsim

PFi vypadku
bude spousta
lidi, kteff budou
potrebovat svou
davku

Budeme
meéné
kreativni,
zmizi uméni

Biohacking: stejné
hodinky mizeme
pouzit k navyseni
fyzické sily (davka
adrenalinu)

PFi vypadku to
zahybeis
ekonomikou
(Cerny trh,
nahrazeni
produktu)

Hacking:
dalkové
ovladanf téch
hodinek

Technooptimis
mus: nebudeme
hledat jina
feseni mimo
techs

Ekonomicka
manipulace




Diky za pozornost!!



