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Speculative Design 

• Design fiction is a type of speculative design 
(which itself is a relative of critical design).

• All of these related approaches use design in 
order to explore and critique future 
possibilities. 

• Critique is not necessarily negative; it can also 
be a gentle refusal, a turning away from what 
exists, a longing, wishful thinking, a desire. 



Speculative Design 

• “…something that creates a story world, has 
something being prototyped within that story 
world, does so in order to create a discursive 
space…“

• This definition reflects the diverse media used 
to create design fiction and the breadth of 
concepts that are prototyped in the design 
fiction worlds. 



In When We Live to 150
by Jaemin Paik

• “How would family life change if we all lived to 
one-hundred and fifty or beyond?” With up to 
six generations living together and the 
possibility of huge age gaps between siblings, 
the traditional model of the family would 
change dramatically, perhaps even becoming 
financially unsustainable due to the burden of 
its large membership. 





Common Flowers/ Blue Rose
by Fukuhara and Tremmel

• They situate their work firmly in the messy context of 
intellectual property, regulations, monopolies, 
commercial rights, markets, and consumerism.

• They took the first commercially available genetically 
modified flower, reverse engineered it, cloned it, and 
released it into the wild with instructions so others 
could do the same.

• The project aims to question ownership of nature 
and what happens if nature itself is used as the 
mechanism for reproducing patented natural 
material. 





Speculative Design 

• There are no solutions in these projects or 
even answers, just questions, thoughts, ideas, 
and possibilities, all expressed through the 
language of design.

• They probe our beliefs and values, challenge 
our assumptions and encourage us to imagine 
how what we call nature could be different.

• They help us see that the way things are now 
is just one possibility and not necessarily the 
best one. 



Vazife (Vaah zi feh)

by Yeliz Genç

• VAZIFE is a speculative employment system 
consisting of a notification application, a dashboard 
and a wearable, where users engage in the 
casualisation of labour.

• VAZIFE exists between the capitalist and working 
class. It explores how the advancement of digital 
technologies are allowing the expansion of capitalists 
and further exploitation of workers.

• The aim of ‘VAZIFE’ is to raise critical questions about 
the role of technology, while speculating on the 
future of work.







Critical Design

• Critical design might borrow heavily from art’s 
methods and approaches but that is it. We 
expect art to be shocking and extreme. Critical 
design needs to be closer to the everyday; 
that’s where its power to disturb lies.

• A critical design should be demanding, 
challenging, and if it is going to raise 
awareness, do so for issues that are not 
already well known. 



Critical Design

• Critical design can often be dark or deal with 
dark themes but not just for the sake of it.

• Dark, complex emotions are usually ignored in 
design; nearly every other area of culture 
accepts that people are complicated, 
contradictory, and even neurotic, but not 
design. 



Critical Design

• Each of these speculative projects occupies a 
space between reality and the impossible, a 
space of dreams, hopes, and fears.

• It is an important space, a place where the 
future can be debated and discussed before it 
happens so that the most desirable futures 
can be aimed for and the least desirable 
avoided.



Design Fiction

• Many utopian and dystopian books borrow 
political systems such as feudalism, 
aristocracy, totalitarianism from history.

• We find the most thought-provoking and 
entertaining stories extrapolate today’s free 
market capitalist system to an extreme, 
weaving the narrative around hyper-
commodified human relations, interactions, 
dreams, and aspirations.



Design Fiction

• They are closer to literature than social 
science, emphasize imagination over 
practicality, and…
ask questions rather than provide answers.

• The project’s value is not what it achieves or 
does but how it makes people feel, especially 
if it encourages people to question, in an 
imaginative, troubling, and thoughtful way, 
everydayness and…
how things could be different. 



Design Fiction

• It’s about meaning and culture, about adding 
to what life could be, challenging what it is, 
and providing alternatives that loosen the ties 
reality has on our ability to dream.

• Ultimately, it is a catalyst for social dreaming.


