
  

The Future of Childrenʼs Skills:  
A Design Fiction 

 

Abstract 
As the world of technology is constantly evolving 
quicker than ever, people’s relationship between the 
natural and digital divide is also shifting. The changes 
between the natural and digital divide affect 
relationships, values, and skill sets in society. To 
explore this concept and its potential consequences, we 
created a design fiction video that was framed with the 
question, “What would be the skills and values of 
children in the future?” This paper documents the 
process of the concept development along with 
emphasis on the key concepts critically explored in the 
video. Our design fiction video, The Future of Children’s 
Skills, frames the future in which the natural world has 
become less integrated in a person’s everyday life⎯a 
life in which the seamless digital and physical 
experiences have become essential to function in 
society. Within this future, there are three concepts we 
focus on: 1) new and lost skills of the future, 2) 
parental protection, and 3) future interactions in 
technology. 
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was made in collaboration by Yian Ling Cheong, Parita 
Kapadia, Somya Jampala, and Eunice Chung.  

Introduction 
This design fiction video we created is by no means a 
prescriptive story or futurecast. The video, The Future 
of Children’s Skills is a medium used to provoke 
thoughts and questions from people that critically look 
at the present and how it will influence the future. The 
video takes place in year 2058 with two young siblings, 
age seven and six, as the protagonists. The story 
shows the audience the future norms of children’s 
technology, the children’s relationship with their 
mother, and their trip out to “Skill Thrill Park,” a park 
where kids are taught and encouraged to explore skills 
that have been lost by the current generation.  We 
found the appropriate audience for the video to be 
adults⎯young adults without children to parents with 
grown children. The Future of Children’s Skills explores 
the changes in relational, natural, and physical 
interactions as technology evolves to create a more 
seamless digital and physical experience. Within this 
world, we look at the new and lost skills of the future 
and parental protection, which are now heavily 
influenced by technological artifacts. These artifacts 
include biometric information interfaces, a multi-
functional hearing piece, a voice command system, 
children’s multi-functional devices, security tracking 
services, and ubiquitous computing.  

Background 
The initial research and concept development came 
from looking at children’s author, Dr. Seuss, and 
Japanese film director, Hayao Miyazaki. Inspired by the 
playful visuals and fantastical worlds they created for a 
young audience, we reflected on the importance of 

information channels during a period of life when one is 
learning everything for the first time. Miyazaki 
“lamented that today’s children live too much in the 
virtual worlds of TV, games, e-mail, mobile phones and 
comics, and too little in nature” saying, “It takes away 
their strength” [1]. This started a discussion around 
children in the future, how the digital and natural divide 
looks now, and what kind of trajectory the relationship 
people have with the divide was taking. Children now 
are playing outside, but the time spent outside seems 
to have been cut down by the time spent on technology 
devices indoors. As of 1990, the radius of a child’s 
outdoor neighborhood “playground” has shrunk “to 
one-ninth of what it had been in 1970, along with an 
increase in structured ‘free time’” [2]. The outdoors is 
seen more as a threat than a place of freedom and 
exploration. These conversations brought us to develop 
a future world in which the digital and natural divide 
was distinctly separate, and children rarely were 
exposed to pure nature because of the rise of indoor 
technology use and security measures. We then looked 
at the possibility of parental overprotection with 
tracking devices and increase of personal data storage 
through the Internet. 

Brainstorming Skills 
Upon developing this future world, we asked these 
questions: 

• What skills and values would be necessary for 
children in the future?  

• What skills and values are imparted to children 
now? And what would be imparted in the 
future? 

 



  

Our brainstorming session resulted in these answers: 

New skills of the future 

• Language learning: Children will be well versed 
in multiple languages or a universal language 
other than English. 

• Digital and physical data integration: Children 
will have the ability to manage information on 
various platforms and channels. 

• Filtering information: Children will become 
better in media literacy and will have the skill 
to filter through information, given the 
information overload of the Internet. 

• Multi-tasking: With ubiquitous computing and 
shorter attention spans, children will be 
capable of multitasking across information 
channels, and digital platforms. 

• Independence: Children will become more 
independent as they will learn more from 
sources other than their parents. 

Lost skills 

• Typing  

• Physical agility and strength as a kid (playing 
outside) 

• Cooking (more reliant on instant things) 

• Public speaking 

• Spelling 

• Writing and drawing by hand 

• Navigation: Children will be dependent on 
technology to inform them of location, and lose 

the skill to memorize location and be confident 
in their wayfinding. 

• Trust in people: People will be more dependent 
and trusting of information on the Internet 
over word of mouth. This will result in decrease 
of face-to-face interactions because people will 
get the information and entertainment they 
need mostly from a display or piece of 
technology. 

• Critical problem solving skills outdoors 

• Attention spans: Children will have shorter 
attention spans due to the overload of 
information and communication channels. 

Inherent tendencies as a child 

• Crying and laughing 

• Sibling rivalry 

• Mischief 

• Dependence on parental figure 

 

We then followed up our answers with a survey we sent 
out asking “What is the one skill you would want to 
pass onto your grandchild?”. Some of the most 
prominent answers were the skill of drawing, and the 
love for outdoors. Other answers included making 
things by hand, the skill of listening, planting, planning 
for the future, public speaking, respect and rational 
thinking. A survey participant who answered the 
questions with “rational thinking” explained their 
answer in this way: “It has become increasingly difficult 
to distinguish between opinions and facts in the digital 
age. I suspect people without the ability to critically 



  

analyze information are going to become increasingly 
marginalized in the future.”  

Concepts 
After refining our research and brainstorm outcomes, 
we incorporated possible outcomes addressing these 
three questions in the video: 

(1) What would be the skills and values of children in 
the future? 

(2) What would be the parent’s fears regarding their 
child’s wellbeing? 

(3) What would be the future interactions in 
technology? 
 
1 – Lost skills 

“The Internet is leaving children brain-dead: Inventor 
warns Google generation who spend life in front of 
screens are losing creativity and skills” [3]. In the 
future world we crafted, the lack of time spent in 
outdoors developing dexterity, physical agility, and 
learning from mistakes and observance of nature will 
take a part of the human-quality away from being a 
child. Being out in the world also gives context as to 
where you live, and where you come from. A sense of 
identity and information will come more from the digital 
connections rather than the physical. Also, ownership 
and responsibility of taking care of the earth will die out 
as people will become more removed from nature. “For 
if the disconnection between children and nature 
continues, who will become the future stewards of the 
earth⎯and who will swing on birches?” [4]. Other 
concepts we included in the video are the lack of: 

drawing skills, face to face interaction with a large 
group of people, and physical activities such as bike 
riding or guitar playing. 

Figure 1. In this scene, the children draw with crayons on 
paper for the first time. They are amused and engaged, and 
send a video of their experience to their mother. 
 

1 – New skills and inherent tendencies 

Our video features a technology device designed 
specifically for children. In the future, hacking will take 
on new forms, and it will be a skill many kids will have. 
Children will also be trained to filter through 
information⎯extracting only what is good and true 
information, which leads to their earlier independence 
from their parental figures. Ubiquitous computing will 
become a norm, and kids will be skilled at multitasking 
with their immediate access to information anywhere 
they are. 



  

With all of these skills that make children seem to grow 
up faster than they do now, we cannot deny the fact 
that these children are still, in fact, children. Inherent 
tendencies or norms would include sibling rivalry, 
children’s need for care and nurture from their mother, 
and a child’s tendency to be mischievous. 

2 – Parent’s fears 

 
“Parents address the paradox of wanting to care and 
protect their children while also wanting to make them 
independent” [5]. The mother in our video lets her 
children go on a trip without physical adult guidance, 
but she relies on technology as a tracking device to get 
updated on their every move. In this future, there are 
security tracking services that can take a parental role 
while the mother in this case takes a nap. “Parents cite 
fear of stranger-danger, as round-the-clock news 
coverage conditions them to believe in an epidemic of 
child-snatchings, despite evidence that the number has 
been falling for years” [6]. 
 
3 – Future technology 
 
Biometric information:  
“Behavioral signs such as typing rhythm, gait and voice 
can let teachers know when students are in need of 
additional assistance” [7]. Biometric measures may 
occur more frequently in future interfaces because it 
shows behavioral signs, which can help kids learn 
better by pinpointing when they are having trouble. It 
also serves as an extension of empathy for adults to 
understand children and what their needs are. 
Interfaces in the future will now incorporate more 

biometric information as there will be more personal 
data available and urgency for enhanced security. 
 

 

Figure 2. The mother hears a heartbeat through her hearing 
device (shown in white on the left), presses the device, and a 
biometric interface of Jayden, her son, is shown. Jayden’s 
heartbeat was higher than normal because of his anxiety 
before meeting people in a group setting. 

 
Device for children: 
Technology for kids will be designed for kids--unlike the 
devices today that are designed primarily for adults, 
which are adapted by children. The future technology 
will feature playful interactions and forms that are 
appropriate for children. With a multi-functional future 
device, kids will carry around a 24/7 tracker and 
resource and communication device. In the video, we 
feature “Alt Mom,” a service that steps in to take the 
place of the mother. “Alt Mom” keeps track of the 
children’s activities, biometric information, and location. 



  

Ubiquitous computing: 
Ubiquitous computing is evident in this future society 
through a number of artifacts. A hearing piece is worn 
by the mother, which serves as a device to track her 
children, access information, and communicate. We 
incorporated a voice command system to show 
seamless interactions without the need for many 
physical artifacts. This is also seen through the display 
the children turn on through their devices. Displays can 
break the boundaries of a traditional rectangle, and 
programs will take personal data to customize the 
advertisements and preferences. For example, the 
video advertisement specifies “It’s only a four stop hi-
speed ride for you guys,” noting the audience’s location 
in relation to the place advertised. Interfaces are 
integrated into the walls of everyday living, and are 
able to be projected almost anywhere. 
 
Conclusion 
We do not know with certainty what skills will be lost in 
year 2058, and what new skills will develop. But we can 
start to question what values and skills we will pass 
onto our children, and to the next generations. Our 
design fiction video serves to provoke thoughts and 
conversations regarding the relationship between 
humans and physical, digital, and natural elements in 
our world -- with a focus on 1) new and lost skills of the 
future, 2) parental protection, and 3) future 
interactions in technology.  

What if the world looked like this alternate future we 
created? What are the consequences? What other 
interrelated aspects of the world would it affect? 

Figure 3. The children watch a customized advertisement for 
Skill Thrill Park, a park owned by the Skills Preservation 
Foundation. The display is projected from their modular 
multipurpose device. 
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