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Idea generation
Themes and Emotions
Embryonic Storyboard

Feedback
Dot Voting
Peer Discussion

Understanding Fear
Concept Portrait

Understanding 
weather apps
Break-Up/Love Letters
MDA Framework

Background Research
Literature
Papers
Articles

Fiction Development
Literature
Papers
Books

Sketching
Paper Prototyping
Finding inspiration

a bit stuck :(
Hi-Fi Prototype
Create mock-ups in 
Sketch

Evaluation
UX Curve
Speculative Futures 
diagram

Implementation
Refine final design

A N  O V E R V I E W A N  O V E R V I E W



I D E A  G E N E R A T I O N I D E A  G E N E R A T I O N

 !  D r e a m s  c o l l e c t o r  !  D r e a m s  c o l l e c t o r

 !  R a t i n g  a p p  f o r  g i g s ,  c o n n e c t
   p e o p l e

 !  R a t i n g  a p p  f o r  g i g s ,  c o n n e c t
   p e o p l e

 !  M i c r o p l a s t i c  f o r e c a s t / r e p o r t  !  M i c r o p l a s t i c  f o r e c a s t / r e p o r t

 !  S o n g s  r e c a l l i n g  m em o r i e s  !  S o n g s  r e c a l l i n g  m em o r i e s

 !  C h a t  w i t h  a l i e n s  !  C h a t  w i t h  a l i e n s

 !  T i n n i t u s  r e l i e f  m e d i t a t i o n  a p p  !  T i n n i t u s  r e l i e f  m e d i t a t i o n  a p p

 !  L a u n c h  o w n  s a t e l l i t e  o b j e c t s  !  L a u n c h  o w n  s a t e l l i t e  o b j e c t s

 !  Wo r d  o f  m o u t h  l e t t e r s  !  Wo r d  o f  m o u t h  l e t t e r s

 !  We a t h e r  a q u a r i u m  !  We a t h e r  a q u a r i u m

 !  F u t u r e  w o r l d  w i t h  r a t i o n e d  
   w a t e r  a n d  f o o d

 !  F u t u r e  w o r l d  w i t h  r a t i o n e d  
   w a t e r  a n d  f o o d

 !  S e c o n d - h a n d  m em o r i e s ,  
   d i s c o v e r  p a s t  o f  t h e  i t e m s  y o u
   o w n

 !  S e c o n d - h a n d  m em o r i e s ,  
   d i s c o v e r  p a s t  o f  t h e  i t e m s  y o u
   o w n

 !  I m m e r s e d  v i s i t o r s  a t  m u s e u m  !  I m m e r s e d  v i s i t o r s  a t  m u s e u m
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VOX ! Why 99% of ocean plastic pollution is "missing"  (youtu.be/fsjvwQclGLo)



D
E
S
I
G
N

P
R
O
C
E
S
S

D
E
S
I
G
N

P
R
O
C
E
S
S

1 1A  S T O R Y B O A R D A  S T O R Y B O A R D



D
E
S
I
G
N

P
R
O
C
E
S
S

D
E
S
I
G
N

P
R
O
C
E
S
S

1 1F E A R F E A R

fear [fɪr] (noun) a feeling of concern about 
somebody's safety or about something bad 
that might happen

fear [fɪr] (noun) a feeling of concern about 
somebody's safety or about something bad 
that might happen

Oxford Learner’s Dictionary (www.oxfordlearnersdictionaries.com)
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1 1C O N C E P T  P O R T R A I T  !  F E A R C O N C E P T  P O R T R A I T  !  F E A R

SPORTSPORT SPORTGARMENTGARMENT GARMENT

ANIMALANIMAL ANIMAL

PUBLIC 
BUILDING

PUBLIC 
BUILDING

PUBLIC 
BUILDINGMATERIALMATERIAL MATERIAL

HISTORICAL 
EVENT

HISTORICAL 
EVENT

HISTORICAL 
EVENT



M i c r o p l a s t i c s M i c r o p l a s t i c s

r e a l
i n t a n g i b l e
u n e x p e c t e d
u n p r e d i c t a b l e

r e a l
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u n e x p e c t e d
u n p r e d i c t a b l e

C o v ! S a r s ! 2 C o v ! S a r s ! 2
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B R E A K - U P  /  L O V E  L E T T E R S  !  W E A T H E R  A P P S B R E A K - U P  /  L O V E  L E T T E R S  !  W E A T H E R  A P P S

w h a t  i s  g o o d w h a t  i s  g o o d

w h a t  i s  b a d w h a t  i s  b a d

D
E
S
I
G
N

P
R
O
C
E
S
S

D
E
S
I
G
N

P
R
O
C
E
S
S

1 1

Design Method Toolkit ! Break Up/Love letter  (toolkits.dss.cloud/method-card/break-uplove-letter)



M D A  F R A M E W O R K  !  W E A T H E R  A P P S M D A  F R A M E W O R K  !  W E A T H E R  A P P S
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Hunicke, R., LeBlanc, M., & Zubek, R. (2004). MDA: A Formal Approach to Game Design and Game Research



T H E  F I C T I O N  !  I N S P I R A T I O N T H E  F I C T I O N  !  I N S P I R A T I O N

2 0 4 3 2 0 4 3
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Oreskes, N., & Conway, E. M. (2014). The Collapse of Western Civilization SOM ! What Should Cities Be Like in 2050" (som.medium.com)



Markussen, T., & Knutz, E. (2013). The poetics of design fiction. Proceedings of the 6th International Conference on Designing Pleasurable Products and Interfaces - DPPI ’13.
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Plasticful Foods: a Case Study  (speculativeedu.eu/case-study-plasticful-foods)

T H E  F I C T I O N T H E  F I C T I O N
D
E
S
I
G
N

P
R
O
C
E
S
S

D
E
S
I
G
N

P
R
O
C
E
S
S

1 1



T H E  F I C T I O N T H E  F I C T I O N
D
E
S
I
G
N

P
R
O
C
E
S
S

D
E
S
I
G
N

P
R
O
C
E
S
S

1 1



D E S I G N  
G O A L

D E S I G N  
G O A L2 2



D
E
S
I
G
N

G
O
A
L

D
E
S
I
G
N

G
O
A
L

2 2

0 1  D E S I G N  G O A L 0 1  D E S I G N  G O A L

Design a weather forecast app that takes into 
account future environmental problems caused 
by microplastics, with the goal of eliciting fear 
and concern about the environment and our 
daily lives.

Design a weather forecast app that takes into 
account future environmental problems caused 
by microplastics, with the goal of eliciting fear 
and concern about the environment and our 
daily lives.
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0 2  D E S I G N  T H E M E 0 2  D E S I G N  T H E M E

Speculative Design Speculative Design
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0 3  D E S I G N  M E D I U M 0 3  D E S I G N  M E D I U M

App*
*with support of public digital billboards

App*
*with support of public digital billboards
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0 4  D E S I R E D  E M O T I O N S 0 4  D E S I R E D  E M O T I O N S

Fear and Concern Fear and Concern
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4 4A  S P E C U L A T I V E  D E S I G N A  S P E C U L A T I V E  D E S I G N

“in order to el icit  audience 
engagement and contemplat ion on a 
subject i t  is sometimes helpful  for a 

speculat ion to provoke”

“in order to el icit  audience 
engagement and contemplat ion on a 
subject i t  is sometimes helpful  for a 

speculat ion to provoke”

THE UNCANNY THE UNCANNY

“the design solut ion is complex and 
contradictory: provocative whi lst at 

the same t ime famil iar ”

“ the design solut ion is complex and 
contradictory: provocative whi lst at 

the same t ime famil iar ” here

now

tec
hn

olo
gie

s

domestication

1. speculative futures

2. alternative presents

Auger, J. (2013). Speculative Design: Crafting the Speculation. Digital Creativity, 24(1), 11–35.

Mitrović, I. (2016). Introduction to Speculative Design Practice. (speculative.hr/en/)
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Auger, J. (2013). Speculative Design: Crafting the Speculation. Digital Creativity, 24(1), 11–35.

Mitrović, I. (2016). Introduction to Speculative Design Practice. (speculative.hr/en/)
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4 4A M B I G U I T Y A M B I G U I T Y

Gaver et al . (2003)
“By impel l ing people to interpret situat ions for themselves, i t  
encourages them to star t grappl ing conceptual ly with systems 

and their contexts, and thus to establ ish deeper and more 
personal relat ions with the meanings offered by those systems”

Gaver et al . (2003)
“By impel l ing people to interpret situat ions for themselves, i t  
encourages them to star t grappl ing conceptual ly with systems 

and their contexts, and thus to establ ish deeper and more 
personal relat ions with the meanings offered by those systems”

Eventual ly “Breaking the fourth wall”  to el iminate ambiguity Eventual ly “Breaking the fourth wall”  to el iminate ambiguity

Gaver, W. W., Beaver, J., & Benford, S. (2003). Ambiguity as a resource for design. Proceedings of the Conference on Human Factors in Computing Systems - CHI ’03.



Hassenzahl (2003)
“a product may be perceived as pragmatic because it  provides 
effective and eff icient means to manipulate the environment” 
“a product may be perceived as hedonic because it  provides 

st imulat ion, identif icat ion or provokes memories”

Hassenzahl (2003)
“a product may be perceived as pragmatic because it  provides 
effective and eff icient means to manipulate the environment” 
“a product may be perceived as hedonic because it  provides 

st imulat ion, identif icat ion or provokes memories”

Fri jda’s Law of Concern and Apparent Real ity (1988)
“ the more you care about something, the more you wi l l  feel”

“ the more real […], the more you wi l l  feel”

Fri jda’s Law of Concern and Apparent Real ity (1988)
“ the more you care about something, the more you wi l l  feel”

“ the more real […], the more you wi l l  feel”
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4 4A C T  O V E R  S E L F A C T  O V E R  S E L F

Hassenzahl, M. (2003). The Thing and I: Understanding the Relationship Between User and Product. Human-Computer Interaction Series, 31–42.

Frijda, N. H. (1988). The Laws of Emotion. American Psychologist, 43(5), 349–358.



Roto, V. (2006). User Experience Building Blocks. 
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4 4T H E  B U I L D I N G  B L O C K S T H E  B U I L D I N G  B L O C K S



Kujala, S. et al. (2011). UX Curve: A method for evaluating long-term user experience. Interacting with Computers, 23(5), 473–483.
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Plasticful Foods: a Case Study  (speculativeedu.eu/case-study-plasticful-foods)

Climateclock  (climateclock.world)
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Climate Clock Climate Clock

Cigarette Packages Cigarette Packages

Plasticful Foods Plasticful Foods
One Plus 8 Pro IR camera One Plus 8 Pro IR camera
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P o s s i b l e  I m p r o v e m e n t s P o s s i b l e  I m p r o v e m e n t s

I t ’s  j us t  an  app  ( i n  2043) I t ’s  j us t  an  app  ( i n  2043)
As  mos t  specu la t i ve  des igns , doesn’ t  o f fe r  a  so lu t i on  to  the  p rob lem As  mos t  specu la t i ve  des igns , doesn’ t  o f fe r  a  so lu t i on  to  the  p rob lem
Perhaps  too  ca tas t roph ic Pe rhaps  too  ca tas t roph ic

Cou ld ’ ve  done  some  eva lua t i on  on  the  f i na l  h i - f i  p ro to type Cou ld ’ ve  done  some  eva lua t i on  on  the  f i na l  h i - f i  p ro to type
Make  a  more  fu tu r i s t i c  use r  i n te r face Make  a  more  fu tu r i s t i c  use r  i n te r face
Th ink  o f  a  more  app rop r i a te  fu tu r i s t i c  med ium Th ink  o f  a  more  app rop r i a te  fu tu r i s t i c  med ium

Shou ld  make  the  use r  fee l  uncomfo r tab le Shou ld  make  the  use r  fee l  uncomfo r tab le
A la rm ing  sc reens  and  no t i f i ca t i ons  shou ld  have  the  des i red  impac t A la rm ing  sc reens  and  no t i f i ca t i ons  shou ld  have  the  des i red  impac t

We l l  e l abo ra ted  su r round ing  con tex t  fo r  des ign  f i c t i on We l l  e l abo ra ted  su r round ing  con tex t  fo r  des ign  f i c t i on
P r o s P r o s

C o n s C o n s



Ra ise  peop le’s  awareness  abou t  the  spec i f i c  p rob lem  o f  m ic rop las t i cs Ra i se  peop le’s  awareness  abou t  the  spec i f i c  p rob lem  o f  m ic rop las t i cs
Peop le  wou ld  s ta r t  d i scuss ing  a round  the  top ic , re f l ec t i ng  abou t  i t Peop le  wou ld  s ta r t  d i scuss ing  a round  the  top ic , re f l ec t i ng  abou t  i t
Peop le  m igh t  s t i l l  no t  ge t  wha t  they  cou ld / shou ld  do  to  tack le  the  p rob lem Peop le  m igh t  s t i l l  no t  ge t  wha t  they  cou ld / shou ld  do  to  tack le  the  p rob lem
R isk  o f  no t  f i nd ing  ou t  the  i n fo rmat i ve  pop-up  exp la in ing  the  p rob lem  
a round  m ic rop las t i cs , i f  t he  use r  doens’ t  exp lo re  we l l  t he  app  

R i sk  o f  no t  f i nd ing  ou t  the  i n fo rmat i ve  pop-up  exp la in ing  the  p rob lem  
a round  m ic rop las t i cs , i f  t he  use r  doens’ t  exp lo re  we l l  t he  app  

R i sk  o f  l os ing  use rs  who  m igh t  ge t  annoyed  by  the  app  ove r  t ime R isk  o f  l os ing  use rs  who  m igh t  ge t  annoyed  by  the  app  ove r  t ime

I N T O  T H E  W I L D I N T O  T H E  W I L D
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R A N K I N G  O F  P A P E R S  !  C O U R S E  L I T E R A T U R ER A N K I N G  O F  P A P E R S  !  C O U R S E  L I T E R A T U R E R A N K I N G  O F  P A P E R S  !  C O U R S E  L I T E R A T U R E

Speculative Design: Crafting the Speculation
Auger, J. (2013). Digital Creativity, 24(1), 11–35. DOI: 10.1080/14626268.2013.7672761
Introduction to Speculative Design Practice
Mitrović, I. (2016) URL: http://speculative.hr/en/2
The Thing and I: Understanding the Relationship Between User and Product
Hassenzahl, M. (2003). Human-Computer Interaction Series, 31–42. DOI: 10.1007/1-4020-2967-5_43
Exploring the Reflective Potentialities of Personal Data with Different Temporal Modalities: A Field Study of Olo Radio
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