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Abstract 
Skills present today are not the skills that would exist 
in the future. What would be the new skills, lost skills 
and persistent skills of children? With emerging 
technology, what relationships would children have with 
humans and nature? There is deep concern about 
children rarely interacting with nature with use of 
technology. The design fiction video, The Future of 
Children’s Skills, Year 2058 illustrates the key issues of 
skills in future, parental protection and future 
interactions in technology. This paper explains the 
different approaches used to demonstrate and provoke 
the idea of a SkillThrill Park and the relationship of 
children with their parents and technology.  
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Introduction 
We live in a rapidly changing and uncertain world. With 
advances in technology, comes the responsibility to 
decide what should change or rather evolve and what 
should still persist in the future. There is a deep 
concern about what skills would be important to have in 
the future. Much research in children’s technologies has 
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been directed at helping children learn valuable skills 
[1]. This paper is to examine what necessary skills 
would children have to learn to thrive in 50 years from 
now? 
 
Children’s activities are especially important to parents 
[3]. Parents are driven to enroll their children in as 
many activities as possible to help them prepare for 
their future [2]. With children increasingly using 
computer technologies, parents struggle to decide what 
skills and abilities should they introduce to their 
children.  

The role of parents is a key factor in the development 
of the cognitive, social and emotional development. 
Children learn about their place in the world through 
their relationships with adults. They learn about how to 
communicate, face challenges, experience and regulate 
their emotions by observing relationships. Children 
observe our relationships, and what they observe 
shapes their expectations for how people treat each 
other [6]. Studies point out that there can be critical 
effects of parental overprotection (OP) on the 
developing child [5]. The paper expresses how parent-
child relationships play an important role in the 
development and behavior of a child.  

The project aims to discuss the skills of children in the 
future that that would be persistent with interactions in 
technology (Figure 1). SkillThrill Park is to speculate 
the behavior and activities of a child due to parental 
protection and use of ubiquitous computing in the 
future. Using Scenario-Based design approach, the 
design fiction video shows the use of different artifacts 
to evoke ‘reflection-in-action’ [7]. 

Background research 
The research for this project was done in three key 
areas of children skills, parental protection and future 
interactions in technology.  

Children and skills 
Skills are behaviors that we can learn and improve 
through practice. Dr. Ellen Galinsky’s latest book, Mind 
in the Making says that learning involves the 
development of skills that enable children to make their 
way in the world around them [8]. There is a need to 
equip children with skills that can prepare them to 
succeed and be joyful in a fast-paced, ever-changing, 
diverse and unpredictable world.  

One of Britain's leading inventors has warned that a 
'Google generation' who rely on the Internet 
for everything are in danger of becoming 'brain-dead' 
[9]. Trevor Baylis who invented the wind-up radio says 
that the next generation is losing creativity and 
practical skills because they’re too dependent on 
computers. While this is debatable with the advent of 
open source technology and maker culture, the 
experience of learning from mistakes and trying 
different things on her own is crucial for a child’s 
development.  

For if the disconnection between children and nature 
continues, who will become the future stewards of the 
earth – and who will swing on birches? [10] 

There’s a serious concern of children sitting in front of 
screens (computers, game boy, television, etc.) and 
avoiding direct experience in nature [10]. Richard Louv 
in his book Last Child in the Woods: Saving 
Our Children from Nature-Deficit Disorder explains that 
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Figure 1: Focus of the project 
to demonstrate skills of 
children in the future.   



  

kids nowadays are well aware of the global threats to 
the environment, but their physical contact and their 
intimacy with nature on a day-to-day basis, is fading. 
The book explains that the environmental psychologists 
reported in 2003 that nature in or around the home, or 
simply a room with a view of a natural landscape, 
helped protect the psychological well-being of the 
children [10].  

It’s important to understand that the natural 
environments improve recall of information, creative 
problem solving, and creativity [4]. Experiences with 
the natural world at young age have been positively 
linked with the development of imagination and the 
sense of wonder [4]. 

 
Parental protection 
While parents are aware of children’s less contact with 
the nature, they cite disappearing access to natural 
areas, competition from television and computers, 
dangerous traffic, more homework and other time 
pressures as the reasons for the change [10]. Most of 
all, despite falling number of child-snatchings, parents 
still hold the fear of stranger-danger outdoors [10].  

Parents address the paradox of wanting to care and 
protect their children while also wanting to make them 
independent. However, children face the paradox of 
desiring the comfort and security of their home and 
family while also wanting to step out, discover and 
invent who they are and might be [11].  

How can we imagine a future where children interact 
with outdoors more with minimum parental stress and 
safe zones for nature exploration? 

Future interactions in technology 
Much is being done in the domain of children and 
technology with range of projects being done in 
research labs like Lifelong Kindergarden at MIT Media 
Lab and conferences like Early Education 
and Technology for Children Conference. The 
researchers have been looking at how future will be a 
complex playground of empowering technologies, 
invisible protections, stimulating connections, and 
shifting prohibitions [12].  

It is predicted that biometrics, augmented reality and 
multi-touch surfaces are going to be an important 
future technology that will change learning techniques. 
Biometrics is used to recognize humans based on 
physical or behavioral traits. It’ll be used to understand 
the physical and emotional state of children in the 
future. Behavioral signs such as typing rhythm, gait 
and voice can let teachers know when students are in 
need of additional assistance [13]. 

Methodology 
To speculate the skills of children in the future in the 
context of parental protection and interactions in 
technology, we took a design fiction approach involving 
brainstorming, survey, persona and scenario based 
design. 

Brainstorming & speculation 
“I didn’t consider them as a child, I consider them as 
an equal.” 

Initial background research on Dr. Seuss and Hayao 
Miyazaki was done for inspiration in creating fantastical 
characters. To facilitate next steps in the methodology, 
key questions were identified: 



  

What skills would be necessary for the children in the 
future?  
What skills are being imparted to children now? And 
what would be imparted in the future?  

What questions would parents ask in the future when 
their child goes outside to play? 
What new skills of the next generation will manifest to 
help protect themselves? To engage in play? 
What will technology/products look like if they need to 
exist in both the digital and physical world? 
What would parenting look like in the future? 

Some of the lost skills brainstormed were public 
speaking (face to face communication), writing & 
drawing by hand, navigation without technology, 
learning spellings, trusting strangers or people without 
any background information and patience. Some of the 
new skills brainstormed were hacking, building 
mechanical things (like own vehicle), multi-tasking, 
filtering information and independence. Some of the 
persistent skills brainstormed were crying, giggling, 
dependence on elders for decisions and sibling rivalry. 

Survey 
To continue with research for the skills of children in 
the future and decide the time span of preferable skills 
in the future, a 3-question survey to ask people was 
posted through facebook, personal emails and CMU 
Design community. The survey asked “What is the one 
skill that you would want to pass onto your 
grandchild?” This allowed people to assume and 
imagine the scenario almost 40-50 years. The survey 
received 20 responses within age group of 25-35 years. 
Some of the most common skills to be preserved in 
future were drawing and interaction with outdoors. 

Drawing could be a biased result owning to the design 
community as the responders in the survey. 

Persona 
Before storyboarding in Scenario Based design we used 
the technique of personas to identify the character of 
the narrative. A persona of a 10-year old Timmy in year 
2058 was sketched out. Some of the key characteristics 
of Timmy were identified as someone who can build his 
own vehicle which is more automated than a bike, is 
really good at processing and finding information and is 
a child specialist in hacking things as his father went to 
hacking school. However, Timmy is not good at face-to-
face recognition and is scared of closing doors 
manually.  

Scenario based design 
Different scenarios were discussed to compare and 
string together all the different skills and components 
of the research – skills of children, parental protection 
and use of technology. One scenario was that Timmy is 
going to a competition like a spelling bee competition in 
future. A documentary interviewing Timmy who has 
won most of the competitions at a 3-day scavenger 
hunt kind of a global event because his grandparents 
and parents taught him some lost skills was another 
scenario. However, while developing the scenarios, 
some questions like will Timmy have a mobile phone? 
Would he be home schooled? Would Timmy’s parents 
allow him to go out of house all by himself? Will Timmy 
have friends?, were discussed. By answering all these 
questions and stringing together the research, a final 
narrative and storyboard was prepared.  

The final design fiction video is a narrative about two 
siblings, 9-year old Lily and 7-year old Jayden going to 

 Figure 2: Drawing as the new 
skill to be learned in the future 

 

Figure 3: Interacting with 
nature as the new skill to be 
learned in the future 

 

Figure 5: Children would be 
mischievous (persistent skill) 

Figure 6: Parent-child 
relationship in giving money 
and warnings (persistent skill) 



  

an adventure destination called SkillThrill Park on their 
own in year 2058. The Park introduces them to skills 
and things they have never explored before, although 
those are common in today’ context. The narrative 
depicts a role of the mother in the future using a 
tracking device to monitor her kids even in their 
physical absence.  

 
Prototype 
The design fiction video addresses the key issues by 
showing different scenarios among Lily, Jayden and 
their mother. The story comes together with the use of 
a digital artifact with the children. The artifact is used 
as singular device to be configured to use in multiple 
ways—use as a mobile device, tracking and monitoring 
device for mother and a tool to be used for payments.  

Children and skills in the future 
The video depicts Lily and Jayden going to a SkillThrill 
park to learn skills like riding a bike, drawing (figure 2) 
& writing their names with hands and learning to play a 
guitar. The key lost skills shown in the video (which are 
common in present context) are interacting with nature 
(figure 3) and an ability to meet and have a face-to-
face communication with people beyond close family 
(figure 4).  

Lily is able to hack into her brother’s device to change 
the system’s notifications. Hacking was the new skill 
that was speculated in the video to depict that hacking 
would be valued and children would be able to develop 
that skill even at a young age in the future.  

 

The things that would not change in the future would 
be giggling and mischief by children (figure 5). The 
important values would be relationships between sibling 
and parent and a child. A mother would still be 
concerned about her child and will have an authority to 
handover money with a warning to her child (figure 6).  

 

Figure 4: Biometric data shown to depict high heart rate in 
proximity to strangers 

Parental protection in the future 
Lily and Jayden go to SkillThrill Park all by themselves 
(figure 7). At the same time, their mother is able to get 
all notifications about their activities using a tracking 
device. She is also able to get a biometrics data of 
Jayden’s heart rate in presence of strangers (figure 4). 
The conversation between Jayden and his mother 
shows illustrates different paradox of parent and 
children in terms of wanting to care and being 
independent.  

 

Figure 7: Children going to 
SkillThrill Park on their own 
(independent) 

 

Figure 3: Interacting with 
nature as the new skill to be 
learned in the future 

 

Figure 8: Playful artifacts 
designed for children 

Figure 9: AltMom activated to 
give false virtual presence 



  

Future interactions in technology 
The use of ubiquitous computing and artifacts in the 
video helped in embodying issues of skills and parental 
protection in the video.  

Biometric data will be used to predict the behavioral 
signs to extend empathy for adults to understand 
children needs (figure 4). The form of the technology 
(devices) would be designed appropriately for children 
with playful interactions (figure 8). The feature of 
AltMom (Alternate mother) activated by the mother in 
the video was to track children all the time by depicting 
a false sense of virtual presence (figure 9). However, 
technology would still have some errors, shown that 
AltMom gives a wrong notification of lollipops after 
getting hacked by Lily. 

Few scenarios in the video illustrate use of ubiquitous 
computing and customization. When children run into 
their empty space, the walls get lit up by posters, which 
are customized for them (figure 10). The SkillThrill Park 
commercial on the projected television predicts 
mentions the distance of Park from Lily’s location 
(figure 11). Lily’s drawing is pinned on the wall by her 
mother using a voice command like SavetoWall. 

Conclusion 
“There are so many things that I want to teach you. 
But you end up teaching me.” - Tim Kring, TV Series 
Touch 
Children of the future will be different from typical 
children in the present context with advent and change 
in technology. Their skills and knowledge would be 
much different than their skills of their parents just like 
skills of the millennial generation are different than 
their parents.  
 
It’s difficult to predict new skills of the children in future 
(year 2058).  However, different methodologies of 
speculation, persona, survey and scenario based design 
can be used to provoke thoughts about parent-child 
relationship and future interactions in the future. 
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