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Abstract 
 ‘Children’s skills of the future’ [1] is a design fiction 
that explores the skills and values of children in the 
year 2058. To bring the design fiction to life, existing 
research that was pointing to the skills of children in 
the future was organized and represented in the form 
of a short video. This paper shares some guidelines and 
factors to consider while structuring thoughts for 
imagining and narrating details of a provocative design 
fiction piece. The methodology is supported by 
examples from the above-mentioned case study. 
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Introduction 
In visualizing a future that is about 40 years out, it is 
challenging to work with early ideas because there is an 
absence of a well-defined context to ground them in. 
This is because every aspect of the present context that 
we are familiar with, would have evolved into 
something beyond recognition in the future. Therefore 
envisioning a well-rounded and detailed design fiction is 
not an easy task. While we explored a variety of 
methods to arrive at our design fiction movie, there 
were some compromises along the way, on aspects 
that were less important. For example, the clothes and 
furniture of the protagonists don’t particularly look like 
they are from the year 2058.   

For aspects that are important, such as socio-cultural 
implications of a piece of technology, or the needs and 
behaviors of people in the future, this paper offers 
some suggestions for exploration and compilation 
towards a successful design fiction.   

Our Case Study 
Our group wanted to focus on the topic of children’s 
skills and values in the future. But, to think about this 
clearly we had to consider more than just the new skills 
that children would have in the future. We had to factor 
in those skills and values that would become obsolete 
and children would not have an opportunity to learn. 
There would also be a set of skills and values that 
would persist, irrespective of time because they would 
be integral to the characteristics of a child. Therefore, 
apart from presenting the core skill set of children, we 
wanted to provoke discussion on which skills, whether 
new, lost or inherent, would be important, useful and 
relevant for children to be adept with in our future 
environments?  

This is a challenging task because it is difficult to know 
how far to disassociate ourselves with present day 
practices in order to imagine a coherent future state.   

Methods for Ideation 
Parallel Scenarios  
This is the direct adoption or critique of an existing 
model, framework or thought referring to an alternate 
past, present or future state. For our project we came 
across three texts of children’s literature, which 
provided us with a foundation to base our design fiction 
on.  

“For if the disconnection between children and nature 
continues, who will become the future stewards of the 
earth – and who will swing on birches? [2] This quote 
from the book ‘Last Child in the Woods’ prodded us to 
think about ways in which children will value nature in 
the future, owing to their continuous immersion in 
technology. Hayao Miyazaki echoes this thought as 
well. “Today’s children live too much in the virtual 
worlds of TV, games, e-mail, mobile phones and 
comics, and too little in nature. “It takes away their 
strength.”[3] Through the demonstration of Lily and 
Jayden’s reluctance to step on the grass and later on, 
their excitement to touch the barks of trees, we aimed 
to hint at their unfamiliarity with nature.  

“I don’t consider them as a child, I consider them as an 
equal.” [4] The quote from Dr. Seuss encouraged us to 
think about the level of independence children will have 
in the future. In showing a 7 and 8 year old travel 
without their mother, we struck a balance by 
emphasizing an independence from parents, but only 
because of their dependence on technology. 
 



  

Factual Study 
In this method, design fictions can be extrapolated 
from scientific research and studies. A variety of 
projects forecasting kid mapping, compiled by the 
Institute for the Future [5] was a big influence to our 
work as a child-tracking device is the central 
technology holding our narrative together.  
 
In our video we made sure to include a section of our 
technology on biometric feedback because we came 
across the growing prominence of behavioral signs in 
gathering data [6]. 
 

 
Figure 1. ‘AltMom’ child-tracking technology for parents.  

First Hand Experience 
By reflecting on the comparison of our own experience 
being children to the kids of today, we attempted to 
envision the next jump in skills and values of children 
in the future. While it was easy to enlist skills that 
would become obsolete, it was very difficult to imagine 
new skills from such a distance. For instance, one of 
the team members narrated the story of a 3 year old 
who could use the iPad but couldn’t still write her 
name.’ We used parameters like these to make 

reasonable assumptions about the prevalence of writing 
or drawing skill in the future.   

In order to inject some fresh thinking, we asked people 
via a survey, what values and skills they would like to 
pass on to their grandchildren. These personal accounts 
provided us with a better sense of how we could 
provoke our audience through our design fiction video.  

Specifying a Timeframe 
It helped our team to share a focused vision of the 
future by picking an actual date. After a quick 
calculation, we decided to focus on the year 2058. We 
now had a guideline on which to base decisions about 
the feasibility and probability of our ideas. 

Personas 
After creating a fictional child character, we 
brainstormed on his day-to-day activities to facilitate 
our ideation of his core skillset. By using the persona 
methodology, we were easily able to incorporate 
artifacts, environments, relationships and other details 
that added much texture and reality to our storyboards.  

Methods for Narration/Scenario Writing 
Core Idea 
Multiple ideas acquired through the processes 
mentioned above, were hard to fit into one cohesively 
flowing narrative. The ideas needed to revolve around a 
common theme, whether that was an event in the story 
or an artifact.  

Sterling offers the use of ‘diegetic prototypes’ to 
materialize speculations, so as to suspend disbelief for 
change [7]. Our story’s central focus was a child-
tracking device that integrated ubiquitously with the 
home.   



  

The more we detailed the technology and its 
interactions, the better and more nuanced the story 
emerged. We consciously decided on the children’s 
devices to be playful and more specifically suited to 
children, unlike the case today. We chose a simple form 
that afforded different orientations for a variety of 
functions as illustrated in the images below. and the.  

 

Figure 2. When positioned in a single line, the device 
projected a screen.  

 

Figure 3. Mother adds ‘green node’ to enhance functionality 
on the existing device. The ‘green node’ is for currency.  

Interactions were kept consistent throughout the script. 
In imagining this technology to be ubiquitously and 
seamlessly integrated in the family’s home, the use of 
vocal input seemed to align to the ways in which 
humans interact with one another naturally. For 
instance, after Lily watches the commercial for Skill 
Thrill Park she wants to tell her mom about it. Today, a 
child would shout out to her mother in the other room. 
We wondered what the norm would be in the future. 
Lily uses technology to speak with her mom but it is not 
through a cold intercom system. She summons the 
machine with the command ‘MomListen’, maintaining 
the human quotient in her interactions.  

It is not necessary to change all current practices 
because of the presence of technology. In some cases 
technology should adapt to the values and behaviors 
that are important to people. We deliberately wanted to 
maintain certain values of parenthood that have existed 
so far.  Just as parents proudly display the drawings of 
their children on walls today, Lily’s mother digitally clips 
Lily’s drawing video to their living room wall via the 
voice command ‘Save-to-Wall.’  

Relationships between Stakeholders 
By taking cues from the personas we developed for the 
children and parent, it was easier to determine the 
relationship they shared. Since the children weren’t 
enrolled in a typical school at all, they were spending 
all their time at home. Information like this helped us 
shape their relationship.  

The scenarios would be very different if the kids were 
of an older age. Maybe they would rebel against this 
tracking system in more severe ways than Lily did by 



  

hacking it to record her own lollipop consumption under 
her bother’s account. 

Transitions 
A compelling method to present a design fiction is by 
having the protagonists encounter a transition. In this 
case, the kids are trying out new skills for the first time 
so this is a period of transition for them. Unfolding the 
narrative arc in this way gave us the opportunity to 
show details in their characteristics such as their 
discomfort in the presence of other children because 
that is not something they are accustomed to. Other 
design fiction pieces have used ‘exception’ as a tactic of 
expressing a persuasive story [8].  

Depth and Breadth 
Another decision point while storyboarding a design 
fiction is the choice between depth and breadth of 
provocations. In our design fiction, multiple artifacts 
and interaction methods are shown repeatedly to give a 
thorough general impression of how children and their 
parents might behave in the future. This keeps our 
movie more open-ended and encourages conversation 
at a higher level. Alternatively, it could have also been 
interesting to follow one incident in further detail. For 
example, if the child had a physical injury, how might 
the mother attend to the child despite the geographical 
distance.  

Variety 
The survey results brought forth a variety of skills for 
us to consider. There were three important clusters 
amongst those, which we wanted to include in our 
video. We adopted different strategies for each cluster, 
to avoid monotony.  

The most common value that survey participants 
wanted to pass on, was ‘love for the outdoors.’ This 
was represented implicitly by close-up shots of the 
hesitant interactions the children have with the blades 
of grass.  

 

Figure 4. Kids interacting with nature for the first time.  

The second cluster pertained to hand skills such as 
cooking, drawing, sewing and planting. Participants 
respected these skills because they taught patience. 
Skills like basketball, suggested by a participant, 
instilled values of teamwork, camaraderie, ethics and 
determination, while simultaneously having fun. These 
sentiments are echoed by Dr. Ernie Dettore from 
University of Pittsburgh who stresses on the 
opportunities for a child’s all round development 
through hands on skills [9]. Our team decided that it 
would be suitable to represent these skills as 
workshops at the Skill Thrill Park, sponsored by the 
Skills Preservation Foundation. Thus we implied that 
these skills would be rare in the year 2058 whilst 
simultaneously broaching the question about their 
relevance and necessity in the future.  



  

The third cluster hinted at people skills. These included 
such things as respect for others, but also face-to-face 
communication skills and public speaking. The lack of 
these skills was demonstrated more directly in the 
scene where Jayden shows anxiety over the presence 
of other children. Through this, we wanted to address 
the developmental impact on a child in a time without 
conventional schools, where there are hardly any 
opportunities to interact with other children in person.  

Familiar Analogies 
We imagined that children of the future would be 
competent at hacking. Since we wanted to emphasize 
that this skill was not simply popular as it is today, but 
it would be a fundamental component of early academic 
curriculums, we thought of the analogy of a ‘Spelling 
Bee’ contest.  In this way, we would be equating the 
skill of hacking with a fundamental language skill and 
thus emphasizing its importance in the future. 
Unfortunately, this scene didn’t make it beyond our 
storyboards.   
 
Developing a Backdrop 
The above-mentioned scene did not make it to the final 
video after we checked its validity by asking ourselves 
background questions such as where this spelling bee 
would take place? Will there be conventional schools at 
all in the future?  

 
A second idea to represent kids’ knowledge of coding 
fundamentals at a young age was through the analogy 
of an ABC chart that is popularly plastered to the walls 
of kids’ rooms. Again, to make this artifact detail 
congruent with the rest of the video, we asked 
ourselves questions about its materiality. Obviously, 
paper posters didn’t fit in the vision we were trying to 
develop, so we integrated the idea as digital posters 
instead.  

 

Figure 5. Digital posters of coding basics [10]  

Conclusion 
Different from the ideation of a final design solution, 
design fictions are formulated for discussion rather than 
feasibility. This requires a different set of methods than 
those used by designers aiming at finished products. 



  

The recommendations and considerations in this paper 
are only a small representation of the possible methods 
with which one could ideate and narrate a design 
fiction. Taking into regard how aspects of a design 
fiction are introduced to the audience, and the extent to 
which it is specified, will ultimately depend on the 
creator of the fiction and the kind of provocation that 
he or she wishes to present. 
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