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Abstract 
As our environment continues to change, the imaginary vision of design is continually 

evolving. As a design approach, the emergence of it represents further possibilities for the 

field of design. The main goal of this thesis examines the relationship between design 

fiction and environmental change. It will adopt an interpretivist approach that uses 

literature review and design fiction case studies. First, the thesis introduces the history of 

several main development stages of design. It finds the meaning of design fiction and 

expounds on the importance of design fiction in a constantly evolving world coping with 

environmental change. Secondly, it analyses design fiction projects in relation to how 

design fiction is important for the future. Thirdly, it uses cases to summarize the relation 

between design fiction and two situations of environmental change, summarises the roles 

of design fiction, and uses examples to connect environmental change with a fictional 

future. Finally, this thesis questions the future development of design fiction, and debates 

possibilities for the future and design fiction. 
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Introduction 

The development of design fiction has always been closely related to the environment. In 

the last few decades, as globalization has accelerated, design fiction continues to adapt and 

react to the public discussion regarding environmental change. In 2005, the Hugo Award- 

winning science-fiction writer Bruce Sterling coined the term design fiction, defining it as: 

“the deliberate use of diegetic prototypes to suspend disbelief about change.”1 However, 

when Sterling initially introduced this concept, it was extensively criticised. Numerous 

articles have been written on this subject, such as Design Fiction: A Short Essay on 

Design, Science, Fact and Fiction.2 This essay argues that design fiction is focused on 

making objects that tell stories, similar to science fiction, reading Philip K. Dick as a 

systems administrator, or viewing Sterling as a software design manual. On the blog 

Design Fiction: A Short Essay on Design, Science, Fact and Fiction, its author Julian 

Bleecker expressed his concern that fact and fiction are productively indistinguishable. He 

explained that design fiction is meant to encourage truly undisciplined approaches to 

making and circulating culture by ignoring disciplines that have invested so much in 

erecting boundaries between pragmatics and imagination.3 In March 2012, Sterling spoke 

about design fiction at the Emerge conference at Arizona State University, emphasising 

that the main point of design fiction is in fact not a form of fiction but of design, as design 

fiction tells about worlds rather than stories. 4 Therefore, I believe that this is a powerful 

response to questions about the application of design fiction to design, and that it 

determines primary and secondary relationships between design and fiction.  

 

In 2013, Anthony Dunne and Fiona Raby published their book Speculative Everything: 

Design, Fiction, and Social Dreaming in which they proposed that design fiction is a 

design practice that aims to explore and criticise possible futures. In addition, they 

 
1  Bruce Sterling, “Patently untrue: fleshy defibrillators and synchronized baseball are changing the future,” WIRED, 

accessed November 1, 2020, http://www.wired.co.uk/article/patently-untrue. 
2  Julian Bleecker, “A Short Essay on Design, Science, Fact, and Fiction,” Near Future Laboratory Blog, accessed 

November 1, 2020, http://www.blog.nearfuturelaboratory.com/2009/03/17/design-fiction-a-short-essay-on-design-
science-fact-and-fiction/. 

3  Ibid. 
4  Torie Bosch, “Sci-Fi Writer Bruce Sterling Explains the Intriguing New Concept of Design Fiction,” The Slate Group, 

accessed November 1, 2020, http://www.slate.com/technology/2012/03/bruce-sterling-on-design-fictions.html. 
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maintained that design fiction is a powerful design approach that can be used for practical 

design and as a tool to create ideas.5 

 

Discursive Design by Bruce and Stephanie Tharp was published in 2018, which 

explores frameworks, tools, terms, case studies, and hundreds of images of new and 

historical projects. It addresses definitions of the most prevalent ‘species’of discursive 

design, revealing that design fiction is a part of discursive design with expansive 

possibilities of discourse created by different designers who use their discourse to map the 

huge net (production, logistics, transport, material transformation, waste) behind the 

world.6 

 

I believe that design fiction is a way of trying to start debates and find further possibilities 

in a changing environment. The zeitgeist seems to encourage designers to use design 

fiction to create a future vision to influence environmental change, especially when 

humankind seems unaware of the impact of changes in its own environment. The changes 

in our environment urge designers to start promoting design fiction to develop more 

possibilities, imagination, and problem-solving for the future.  

 

Hence, the purpose of this thesis is threefold. Its first purpose is to explore the importance 

of design fiction and environmental change. Second, it intends to present cases to analyse 

the role of design fiction during environmental change. Finally, it seeks to develop 

possibilities for design fiction as a neglected field within design. 

1. Design Fiction and Environmental Change  

Design fiction has developed in tandem with environmental change. Since the early 21st 

century, design fiction has mainly been used to share a critical perspective or inspire 

debate because it is affected by the rapid development of critical design7 and speculative 

 
5  Anthony Dunne and Fiona Raby, Speculative Everything: Design, Fiction, and Social Dreaming (The MIT Press, 

2013). 
6  Bruce M. Tharp and Stephanie M. Tharp, Discursive design: Critical, Speculative, and Alternative (The MIT Press, 

2018), viii. 
7  Wikipedia, “Critical design,” Wikipedia, accessed November 1, 2020, http://www.wikipedia.org/wiki/Critical_design. 
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design. Anthony Dunne and Fiona Raby popularized the concepts critical design and 

speculative design in the 1990s.8 In 2013, they state that: 

 
“Design fiction is part of the speculative design discipline, itself a relative of critical design.”  Design 

fiction as a design approach is currently being widely used for the dream of the future, and it is a 

mirror of our epoch.”9 

 

Therefore, what is this era we are facing, and what changes have taken place in the 

previous environment? First, we are living in an era of environmental change. In 2005, the 

authors of the Millennium Ecosystem Assessment – the most comprehensive and alarming 

examination of the state of the ecosphere ever undertaken – were moved to echo scientists’ 

1992 declaration: 

 
“At the heart of this assessment is a stark warning. Human activity is putting such a strain on the 

natural functions of the Earth that the ability of the planet's ecosystems to sustain future 

generations can no longer be taken for granted.”10  

 

In relation to ways of dealing with our changing environment, Scott Gilbert, an American 

evolutionary developmental biologist and biology historian, claimed that “we are all 

lichens now.”11 This statement can be seen as a statement directed at humans and how we 

must learn to coexist with environmental changes and problems and also must change our 

preconceived notions of humanism. Amidst spiralling ecological devastation, multispecies 

feminist theorist Donna J. Haraway offered new and provocative ways of reconfiguring our 

relationship to the Earth and its inhabitants. She eschewed referring to our current epoch as 

the Anthropocene, preferring to conceptualise it as what she calls the Chthulucene, as it 

more aptly and fully describes our epoch as one in which the human and nonhuman are 

inextricably linked in tentacular practices.12 When the environment we live in is 

continually being destroyed, designers cannot just solve problems based on the Earth’s 

trauma. I think that design fiction solves problems and can provide different suggestions 

and values for the model of future survival. Dunne and Raby also stated that:  

 
8  “What is Speculative Design? ” Optimal Workshop Ltd, accessed November 1, 2020, 

http://www.blog.optimalworkshop.com/what-is-speculative-design/. 
9  Anthony Dunne and Fiona Raby, Speculative Everything: Design, Fiction, and Social Dreaming (The MIT Press, 

2013). 
10  “What on earth are we doing to our planet,” The Scotsman, accessed November 1, 2020, 

http://www.scotsman.com/futurescotland/tech/what-on-earth-are-we-doing-to-our-planet-1-705435. 
11  “Symbiotic Collectives,” Symbiotic Collectives, accessed November 1, 2020, http://www.symbiotic-

collectives.net/subproject-1/. 
12  Donna Haraway, Staying with trouble: Making Kin in the Chthulucene (Durham: Duke University Press, 2016), 30.  
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“We are more interested in using fictional designs to suggest things can be very different 

indeed, consequently our fictions are glitchy, strange, disruptive, and hint at other places, times, 

and values.” 13 

 

Designers’ environmental change is also important for design fiction. As the world is 

globalising, it is also integrating. Designers’ identity and discourse can easily cause 

confusion and misunderstanding resulting from environmental change. When a designer 

enters a new environment and is exposed to a new awareness and context, they may 

experience cognitive misunderstandings between different contexts. For example, when a 

designer is in a new environment with a different context such as cultural backgrounds, 

cognitive styles, or perspectives, design fiction facilitates communication between 

different environment.  

 

I believe that design fiction plays different and significant roles in two situations regarding 

environmental change: environmental changes and designers’ migration. These two 

situations can effectively urge designers to use design fiction to create future visions. 

2 Design Fiction and the Future 

In the previous chapter, academic literature reflected the relationship between 

environmental change and design fiction. This chapter will present the future of design 

fiction and combine it with design fiction cases to show that design fiction plays important 

roles in future design. 

 
“Dreams are powerful. They are repositories of our desire. They animate the entertainment industry and 

drive consumption. They can blind people to reality and provide cover for political horror. But they can 

also inspire us to imagine that things could be radically different than they are today, and they believe we 

can progress toward that imaginary world.”14  

 

In contemporary design, more daring and imaginative design fiction projects have 

emerged. I have discussed with many designers about how to apply design fiction in 

reality. Most of the time, designers think that when faced with consumerist design, design 

 
13  Anthony Dunne and Fiona Raby, Speculative Everything: Design, Fiction, and Social Dreaming (The MIT Press, 

2013), 100. 
14  Anthony Dunne and Fiona Raby, “Beyond Radical Design,” Speculative Everything: Design, Fiction, and  Social 

Dreaming (MIT Press, 2013), 1. 
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fiction implies non-mainstream ideas that are impractical and difficult to apply in reality, 

or ones that are not currently necessary to apply. History has already provided us with a 

satisfying answer to address these doubts. From ancient times, people have imagined 

themselves being able to fly. In Ji Gong, as recorded in Shan Hai Jing, a classic Chinese 

text and compilation of mythical geography, people travel long distances by riding on 

windmills, which were a type of flying machine. The fantasy of flying dates back 

thousands of years. Moreover, during that time, people have created many varieties of 

flying-related fiction, and this goal was finally achieved in modern times.15 

 

As early as the 19th century, the idea of gene-editing has appeared in many works of 

science fiction. Although most people may not consider it as an ethical and moral practice, 

continuous scientific and technological developments have made it a current reality. For 

instance, an AP News article mentioned that He Jiankui, a researcher from the Chinese city 

of Shenzhen had “altered embryos for seven couples during fertility treatments, with one 

pregnancy resulting thus far.”16 

 

These two examples demonstrate that imaginative vision is important for realising the 

future. I think that design fiction is closely related to the future and can be considered as a 

concept related to my vision for the future. However, design needs reforms and more 

connections with other fields. 

 

2.1 Design Needs Reform in the Future 
I currently believe that most design demand is based on consumerism. This kind of design 

separates current needs and future needs into a state of duality. Design based on 

consumerism uses human psychology and preferences to incite the public’s curiosity to 

induce them to consume. As designers and consumers, we may not consider the 

environment of design production, manufacturing, transportation, material transformation, 

or waste. We also do not need to wonder about how our current behavior will affect our 

future. When consumers ignore the environmental changes that result from consumerist 

 
15  Charles Dollfus, “Histoire de l’aviation, Chinese vision” The Associated Press, accessed November 1, 2020, 

http://www.sohu.com/a/382578541_260616. 
16  Marilynn Marchione, “Chinese Researcher Claims First Gene-edited Babies,” The Associated Press, accessed 

November 1, 2020, http://www.apnews.com/4997bb7aa36c45449b488e19ac83e86d. 
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design, design fiction can reduce problems due to current environmental changes by 

constructing future design needs and providing more possibilities for future consumerism. 

 

In my first year in the MA Design Programme at the Iceland University of the Arts, I 

worked on a design fiction project called 80mg Vitamin C, which was a tracing-mapping 

exercise that traced an avocado’s journey from its origins to local consumers in Iceland. 

Avocado is regarded as a superfood throughout the world, and increasingly more people 

are attracted by its nutritional and ethical value. However, when buying an avocado in the 

supermarket, we do not know the full story behind its consumerist system. For example, 

the global import and export of avocados relies on carbon-heavy maritime shipping that 

produces air pollution. As the global demand for avocados increases, avocado farmers 

living in the tropics destroy the eco-system to use its land to grow avocado trees, but these 

trees consume far more natural resources than the surrounding forests.17 

Consumers usually prefer to eat the avocado pulp and discard the seed, ignoring its value. 

It is important to note that the weight of an avocado seed that we discard accounts for 

about a quarter of an avocado’s total weight and contains a lot of nutritional value. This is 

a tough decision for Iceland. Its remote geographical location means that it has to import 

most of its food, which uses many resources. Therefore, I proposed two fictional solutions: 

a seedless avocado18 and an avocado seed vitamin C supplement. 19 The chart in the article 

Are avocado pits nutritious (refer to image 23) 20  shows that an avocado seed contains a 

large amount of vitamin C. According to the 2012 guide for the European Commission, 

Health and Consumers Directorate-General21, an adult’s optimal per day intake of vitamin 

C is 80 mg, which can satisfy an adult’s need for three days of vitamin support. I used 30 

avocado seeds to make powder and then mixed flour and honey to make an avocado seed 

supplement. Then I designed a fictional avocado seed product that can eventually become a 

consumer product that incorporates Vitamin C. 

 
17 Lorenzo Brenna, “Avocado, how hunger for guacamole is causing deforestation in Mexico,” LIFEGATE, accessed 

November 1, 2020, https://www.lifegate.com/avocado-mexico-deforestation. 
18 Lu Li, “Seedless Avocado,” accessed November 1, 2020, http://www.luliworks.com/80MG-VC. 
19 Lu Li, “80mg VC,” accessed November 1, 2020, http://www.luliworks.com/80MG-VC. 
20  Monica Reinagel, MS, LDN, “Are avocado pits nutritious?” Nutritionover Easy, accessed November 1, 2020, 

http://www.nutritionovereasy.com/2016/02/are-avocado-pits-nutritious/. 
21  “Guidance Document for Competent Authorities for the Control of Compliance with Eu Legislation On,” accessed 

November 1, 2020, http://www.ec.europa.eu/food/sites/food/files/safety/docs/labelling_nutrition-vitamins_minerals-
guidance_tolerances_1212_en.pdf. 
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Figure 1: Seedless Avocado  

 

 

Figure 2: Nutrition Information for Avocado Seeds 
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Figure 3: 80mg Vitamin C Product 

If we compare current consumerist design with design fiction, design fiction seems more 

concerned about consumerism’s future design needs. Design fiction provides the direction 

necessary for constructing a future consumerist vision. 

 

2.2 Design Fiction and Other Fields 
Design fiction forms subtle feelings and dreams without being restrictive. Achieving a 

dream may include reflecting on history, technological innovation, or biological evolution. 

A fiction design project requires one to master a wide range of knowledge related to 

different fields. Design fiction is usually not limited to a single type of media. Based on its 

context, it can be created based on photography, film, props, products, or music, and is 

equivalent to expanding the medium of a design narrative. 

 

During my studies at Iceland University of the Arts, I completed many design fiction 

projects. These projects focused on different fields, so the positions they expressed, 

different types of media they used, and other aspects often required me to establish 

connections with other fields. For example, for my Ocean Colonizer project I completed in 

2019, its context is global warming, rising sea levels, and food shortages. These problems 

are alarming aspects of our living environment, and awareness of them can urge us to take 

action to influence the future. During this project, I considered the lifestyle changes we 

must adapt to if humans are forced to survive in the ocean. The Ocean Colonizer project 
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transformed the human body based on three directions to help humans adapt to ocean life. 

The first was to manufacture tools to help people get food, breathe, and move in the ocean 

by simulating the symbiotic relationship between suckerfish22 and large marine life. This 

type of fish has an organ on the top of their head that uses movable slats to create suction 

that helps it firmly attach to other sea creatures. The second was to transform human 

organs by separating the respiratory tract and oesophagus to obtain a better quality of life. 

The third is to implant fish-like lateral line organs in the human body to enable people to 

more effectively sense water flow.23 As a part of my project, I made props for future 

submarine survival and hypothetical scenarios. This project also involved knowledge about 

many other subjects, including biology, medicine, ethics, etc. 

 

 

Figure 4: Ocean Colonizer 

 
22  Wikipedia, “Remora,” Wikipedia, accessed November 1, 2020, http://www.en.wikipedia.org/wiki/Remora. 
23  Lu Li, “Ocean Colonizer,” accessed November 1, 2020, http://www.luliworks.com/OCEAN-COLONIZER. 
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3. Design Fiction and Environmental Change 

This chapter will present design fiction cases showing that design fiction plays important 

roles in two kinds of environmental change. The first part of this chapter focuses on two 

cases about environmental change in nature. The second part focuses on designers’ 

response to the misunderstanding of different contexts when faced with environmental 

change that occurs due to migration. The third part is my graduation project from Iceland 

University of the Arts. The project applies design fiction in situations related to local 

environmental change, and it is an experimental project about the potential of design 

fiction. 

 

3.1 Design Fiction and Environmental Change in the Nature 

Thomas Thwaites is a British designer who graduated from the Royal College of Art in 

2011. He created a fictional Toaster Project, and mentioned that it was based on Douglas 

Adams’ book Mostly Harmless, the fifth book in the The Hitchhiker’s Guide to the Galaxy 

series. This book describes the protagonist Arthur Dent, a man living on a lonely planet, 

who, “left to his own devices, couldn’t build a toaster”, but “could just about make a 

sandwich, and that was it.” Inspired by this situation, Thwaites attempted to make a toaster 

by himself. 
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Figure 5: Toaster Project 

During his project, Thwaites found that in the UK, it is complicated to make a toaster 

because most of them are made in China. Hence, he extracted raw materials to make a 

toaster in the UK and assembled raw materials to replicate a mass-produced toaster 

purchased from a store. The toaster he ultimately made looked fictional, even unusable, but 

prompted people to think about changes in local contexts. For example, when searching for 

iron, Thwaites consulted a miner named Rey. He mentioned that while visiting an iron 

mine, drastic environmental changes had caused this mine to close and become a tourist 

attraction: it had been unable to remain a competitive business. Local environmental 

changes made it extremely difficult for him to obtain materials. Hence, when local people 

would see this toaster in a store, they may ask questions related to whether the designer 

made it or if its materials could be found in the UK. Locals would then realise that this 

type of product might be concealing environmental changes. This toaster inspired people to 

consider our situation and future crisis that has resulted from environmental changes.24 

 

 
24  Ibid. 
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The sheep Barbara is a fictional character from The Barbara Project in 2018. In this 

project, the designer Garðar Eyjólfsson uses Barbara to tell the story of a speculative future 

based on the Icelandic environment. Barbara represents hybrid transhumanism, revealing 

the relationship between humans and the environment. As Garðar explains: “Barbara is a 

tale of transformation, an attempt to explore future realities. To speculate and embrace the 

beautiful intertwining possibilities between humans, technology, culture, and the 

environment.”25  

 

The Barbara Project is based on the designer's experience of his home country of Iceland. 

In a lecture at Iceland University of the Arts in 2019, Garðar mentioned that Iceland has 

around 330,000 people with around 800,000 sheep. It was interesting to observe and trace 

how this collective decision that transformed large parts of Iceland for agricultural use has 

utilised its resources, energy, and materials with all its systematic and logistical aspects. 

Garðar found himself trapped between two worlds: the romantic ideas of the farmer who 

had to decide whether to go back to basics to seek harmony with nature or to embrace a 

capitalist narrative and become immersed in industry, commerce, products, synthetic 

materials, and simulacra. This dilemma also represents the situation we face in modern 

society. On one hand, humans are eager to embrace and respect nature, but on the other 

hand, continually acquire resources from it.26 

 

 

Figure 6: Barbara, a Tale of Transformation 

 
25  Barbara, a Tale of Transformation, instruction by Garðar Eyjólfsson, Þverholti Lecture Hall at Iceland University of 

the Arts, Reykjavik, March 2019, accessed November 1, 2020, 
http://www.player.vimeo.com/video/335152475?title=1&byline=1&portait=0. 

26 Ibid. 
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These two design projects demonstrate that when designers face environmental changes, 

they use design fiction to combine it with the natural environment to show the public how 

neglected environmental changes influence human decisions. I think that this type of 

design fiction that questions environmental changes has also increased awareness of 

continuous global environmental changes. Design fiction reflects the connection between 

problems related to current and future environmental changes and issues. Metaphors 

related to current environmental changes present possibilities for the future, while 

metaphors related to the future forecast an eventual environmental crisis. 

 

3.2 Design Fiction and Environmental Migration 
Tulip Pyramids is a graduation project from the Chinese designer Jing He's graduation 

project at Eindhoven School of Design in 2018. She made two tulip pyramids that explore 

the relationship between copying and identity. She mentioned in her MA thesis that as a 

Chinese designer, she is frequently asked whether her work reflects Chinese identity. 

Similar to many designers, she questions Chinese designers’ identity. In China, the 

production of counterfeit Western designs is widely criticised for its illegitimate profits 

related to copyright infringement and its damaging effects on creating a unique ‘Chinese 

identity’. Due to her interest in the complicated relationship between copying and identity, 

when examining the history of the Rijksmuseum's tulip pyramids, she found new meaning 

and value in copying, a new design approach based on the cultural translation process, as 

well as creative possibilities within the act of copying.27 

 
27 Jing He, “Tulip Pyramids,” accessed November 1, 2020, http://www.he-jing.com/TulipPyramid. 
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Figure 7: Tulip Pyramids 

Bluebird Messenger is a design fiction project from 2019. Students from the MA Design 

Programme at Iceland University of Arts participated in a project proposal for Vatnsmýrin, 

a nature reserve that the Icelandic government established in 1981 to protect birds. It is 

located within the 101 postal code of Reykjavík, Iceland’s capital city. Icelanders are 

proud of protecting birds and Vatnsmýrin is considered a bird utopia.28 

 

During the project, most designers’ proposals used design to envision Vatnsmýrin as a 

perfect bird habitat. When local designers viewed it as a beautiful environment and a 

model for a better futuristic habitat, Yifan and I considered it only as a temporary bird 

utopia because some birds are migratory. Yifan Hu and I are Chinese, and our cultural 

backgrounds and sensitivities differ from Icelanders. Combined with globalisation and 

migration, we believe that birds are in the same situation as us: we both have different 

identities and perspectives while in a different environment. When we consider 

environmental change in Iceland, we cannot ignore the situation in China. For example, 

many of Iceland’s household items were made in China. China is regarded as the world’s 

 
28  Yifan Hu and Lu Li, “Bluebird Messenger,” accessed November 1, 2020, http://www.luliworks.com/Qing-Ni-o-Sh. 
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factory that provides the world with low-cost material and labor. However, this has 

severely impacted China’s environment. For example, as mentioned in the article Trade 

growth, global production, and environmental degradation, the extent of Chinese trade and 

pollution has exploded since the late 20th century. However, this article demonstrated that 

trade is not necessarily to blame for environmental damage and pollution, as exports are 

gradually becoming less polluting.29 Despite this, I think that it is impossible to solve many 

of the environmental problems that have resulted from the impact of export-based trade. 

 

Hence, this project questioned the regional limitations of protecting these birds and 

encouraged people to think about the neglected problem of global pollution that 

necessitated the existence of Vatnsmýrin. Moreover, this project expressed a divergent 

discourse that was based on a different context. This project’s fictional bluebird was made 

of materials produced in China. It is based on a character from the Chinese literary work 

Shan Hai Jing and represents a bird messenger that informs others about global pollution. 

 

 

Figure 8: Bluebird Messenger 

There are two reasons why I listed Tulip Pyramids and Bluebird Messenger as design 

fiction cases. First, I gained inspiration from design fiction while working on these two 

 
29  Judith Dean and Mary Lovely, “Trade growth, global production, and environmental degradation,” VOXEU, accessed 

November 1, 2020, http://www.voxeu.org/article/chinese-trade-and-environmental-degradation. 
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projects. As mentioned at the beginning of this chapter, when designers face a new context 

because of migration, they tend to experience confusion due to misunderstandings in 

different contexts. For example, in China, copying is the process of continually learning 

from other cultures or experiences to find innovative possibilities that can benefit China. 

However, it is considered as unethical behavior in different contexts. Similarly, in Iceland, 

a beautiful environment for birds is considered a utopia, but from Chinese designers’ 

perspective, this approach ignores its global connections. The second reason is that this 

project inspired me in relation to design fiction’s function as a design approach. Tulip 

pyramids and bluebird messenger, they contribute towards diverse discourse based on 

different environment. During the discourse generation process, design fiction constructs 

possibilities for design approaches. 

 

3.3 Living in the Fake Faith  

Living in the Fake Faith30 is an experimental design fiction within my graduation project at 

MA Programme in which I hope to create future vision through design fiction to challenge 

time restriction, space separation, and lack of companionship. 

 

This project is mainly divided into two stages, the first stage is the imaginary vision of the 

future caused by time constraints, it is rooted in the 8-hour jet lag I suffered when I moved 

from China to Iceland. Due to the environmental change of jet lag and space separation, I 

must find special moments to communicate with people living in China on the internet. I 

often say good morning to the people living in China when I prepare to go to sleep at night 

in Iceland and say good night after school. Environmental change is a fuse that led to time 

restriction, space separation, identity conflict, and lack of companionship. In response to 

deal with these questions, I conceived naive ideas hope to simulate my imaginary vision. In 

the beginning of this project I found a tool from the article Analogy and metaphors in 

creative design from 2008 which states: Metaphors as a tool for problem framing and 

 
30  Lu Li, “Living in the Fake Faith,” accessed November 1, 2020, http://www.luliworks.com/ LIVING-IN-THE-FAKE-

FAITH. 
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solution generation. Other than affecting our high-level understanding of the design 

process, metaphors are a commonly touted design tool.31  
 

The first imaginary vision is about time restriction; the image shows that humans become 

extremely demanding about observing the rules of time in the future. The metaphor of this 

vision is manifested in two human clocks, showing how humans are controlled by time, 

and the timekeeping system controls humans' behavior and activities. The first clock shows 

the clock system controls humans. The pointers of clocks are humans. Most of the time, 

humans need to follow the chock as a time standard. The second clock means that I was 

controlled by the standard time between Iceland and China. The eight-hour jet lag 

separated my mind and body; the pointer metaphors myself living in different time zone. 

Sometimes, I keep in touch with Chinese people by the mind, but my body exists in 

Iceland. Sometimes it’s the opposite. The environmental change has caused the fear that I 

cannot balance the time in Iceland and China. I feel anxiety and have questions about 

whether the current time system is going to an extreme future. 

 

 

 

 

 
31  Julie Linsey, Kristin Lee Wood and Alice Merner Agogino, “Analogy and Metaphors in Creative Design,” 

International Journal of Engineering Education 24, No. 2 (January 2008): 283-294, accessed November 1, 2020, 
https://www.researchgate.net/publication/228349219. 
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Figure 9: Human Clocks 

The second metaphor of my imaginary vision is time torture from time restriction in the 

future; the inspiration comes from my experience in Chinese society. China's population is 

enormous, and competition pressure is also coming one after another. When people are 

becoming older, Chinese people face increasing stress from the education system, and after 

they graduate, the job market, the marriage market, mortgage, education for their children. 

The weight of time is more pressing. In the image, I create a vision of humans' time stress 

in the future. I made various weight time torture for children and adults to express 

increasing pressure and torment. When humans are babies, the perception of time is 

naturally instinctual and unconscious; they cannot feel the weight of time. But as we get 

older, in the process of continuously adapting to society and rules, humans gain cognition 

of the time stress; humans can feel the weight of time. 
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Figure 10: Time Torture  

The third metaphor is leftover women on sale. In China, leftover women is a term used to 

refer to single women aged 27 and over. Most of these women live in cities and work 

white-collar jobs with higher incomes.32 In 2007, the Ministry of Education (China) added 

leftover women to the official vocabulary.33 I chose this metaphor as I now live in Iceland, 

where people don't care about age, which is completely different from the Chinese context. 

In Chinese tradition, when single women pass over a certain age, they feel pressure from 

all directions, including the urgent urging of parents and the concerned questions from 

friends and relatives. For example, when will you get married, or when will you find a 

stable job? These pressures made me start to have a sense of age crisis that make single 

women feel they are expiring because of the artificial rule, which means the best choice for 

a single woman is to cater to the artificial time rule. Otherwise, “leftover women” will be 

devalued. 

 
32  Shosh Shlam and Hilla Medalia, "Where Being a Single Woman Is Not OK," The New York Times, accessed 

November 1, 2020, http://www.cn.nytimes.com/opinion/20200214/china-marriage-leftover-women/en-us/. 
33  Hannah Feldshuh,“Gender, media, and myth-making: constructing China’s leftover women Gender, media, and myth-

making: constructing China’s leftover women,” Asian Journal of Communication 28, No. 1 (June 2017): 38-54, 
accessed November 1, 2020, http://www.doi.org/10.1080/01292986.2017.1339721. 
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Figure 11: She is Expiring  

The fourth metaphor is Horse-human, how to gain more non-sleeping time while reducing 

the impact of standard time. In the future, humans will change the biological clock to 

simulate the horse’s biological clock. Research shows that horses only need to sleep 

approximately three hours per day.34 The metaphorical vision shows the Horse-human that 

obtains more non-sleeping time by modifying the human gene. With the development of 

science and technologies, humans can avoid diseases by rewriting human genes.35 

 
34  The International Society for Equitation Science, “Sleep Deprivation in Horses,” HORSES AND PEOPLE, accessed 

November 1, 2020, http://www.horsesandpeople.com.au/sleep-deprivation-in-horses/. 
35  Marilynn Marchione, “Chinese Researcher Claims First Gene-edited Babies,” The Associated Press, accessed 

November 1, 2020, http://www.ap- news.com/4997bb7aa36c45449b488e19ac83e86d. 
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Figure 12: Horse-human 

The next stage is the imaginary vision of space separation in my living environment. In 

addition to the separation between China and Iceland, during this project period, the 

emergence of Covid-19, the school was forced to close, and offline teaching was changed 

to online teaching made me feel more deeply about the space separation. Although the 

internet can solve much trouble in communication, space separation still leads to lacked 

physical companionship. For example, the familiar sense of touch, taste, smell, hearing, 

etc. I decided to copy familiar senses from my memories. On how to construct and 

replicate memories, I found useful information from the book Faith in Fakes: Travels in 

Hyperreality, written by Umberto Eco. This book mentioned an excellent example of 

memories copy, which is the Superman Museum. For superman, everything and memories 

of superman’s adventures life have happened are recorded in this museum. The museum is 

a perfect copies or preserved in a miniaturized form of the original.36 

 
36  Umberto Eco, “Travels in Hyperreality,” Faith in Fakes: Travels in Hyperreality (London: Vintage, 1998), 5. 
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Figure 13: Experiments of Living in the Fake Faith 

This project is experimental, and its general exploration has a strong subjective awareness 

and unpredictability. Constructing a fictional future or finding problems through fictional 

ideas. For instance, if we are limited to space, how can we build the life we want? How to 

fight against artificial restrictions? Is the connection brought by the network and 

technologies effective in healing the limitation? Are they the best solution? How to deal 

with environmental change by design fiction? How to reconstruct humans’ faith?  For 

myself, I think design fiction is a tool to examine humans desires. In my design process, I 

constantly questioned the impact of environmental changes on my emotions and life. By 

continually questioning myself, I try to use design fiction to construct a vision that I would 

not be able to accomplish in reality, which inspires my inner truth. I have tried to 

encourage myself to be cheerful and good at public speaking, but it is very painful for me 

as well as I have a slight social phobia.  

 

Design fiction is not only a design approach but also a way to realize designers desire. 

When design fiction is used with designers’ desire to inspire themselves, we can think of 

design fiction as a tool for self-examination in addition to being a design and tool. 

Designers can examine their desires and to understand the relationship between design and 

self-desire more clearly with design fiction. So, in the process of continuous reflection and 

self-recognition in design fiction, designers should clarify the potential risks of the 
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imaginary vision. Because when people ignore the meaning of design fiction as a self-

examination tool and are keen on an imaginary vision, it is easy to resonate with similar 

groups. When the desire for an imaginary vision is enlarged infinitely, it is easy to go to 

extremes. For example, I am worried that this design fiction project is similar to Umberto 

Eco described the movie Casablanca has cult quality in Faith in Fakes: Travels in 

Hyperreality, 37 those qualities of rituals in the project make the group who have similar 

feelings like me go to a cult future.  

 

Besides, as a designer, I can’t even judge whether the imaginary vision I have conceived is 

my real speculative future, or it is just an outlet of desire for venting? 

 

5.Final Remark  

We questioned environmental change and imaginative future through design fiction; the 

changes of environment and the future are also shaping us, but in shaping each other, if we 

do not keep reflecting and thinking, what kind of future awaits? 

 

In my design projects, I use design fiction as a tool to expand on an imaginary future. But 

in most cases, I cannot determine the boundary between utopia and dystopia. Perhaps a 

design fiction project questions the current environmental conditions and creates a 

dystopian example. In this thesis, a project on gene editing was discussed, in the 

developing environmental change of science technologies, baby gene-editing is achievable 

but it is an act that violates laws of nature, morals. Criticizing and imagining changes in the 

environment may become a contest for money and power in future life. 80mg VC has 

constructed a sample for future consumerism, whether this will lead to the emergence of a 

new superfood in the future, such as a waste utilization boom. It is impossible to estimate 

whether it will cause more serious consequences than wasting avocado seed, such as the 

replacement of vitamin products. The ocean colonizer project hopes to arouse people’s 

attention to environmental change (ocean pollution, rising sea levels) through the 

symbiosis of humans and large marine organisms in the future, but there is still a 

phenomenon that humans use animals. Bluebird messenger explained the Chinese 

 
37 Umberto Eco, “Travels in Hyperreality,” Faith in Fakes: Travels in Hyperreality (London: Vintage, 1998), 181. 
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designers’ discourse; however, it may deepen the contradictions between different regions. 

Living in the fake faith is about the mode of future living possibilities, but the designer's 

desire may develop to an extreme future. 

 

Design fiction provides opportunities and challenges for the future. Designers can use 

design fiction to question environmental change, however, if we are too bold and ignore 

the principles, or designers cannot pay corresponding responsibilities for their work, the 

consequences could be immeasurable. Perhaps, in the future, the vigilance and questioning 

of design fiction will become part of the design discipline's expansion. As a designer, we 

need to maintain constant thinking, have a questioning spirit with environmental change to 

explore a broader future and improve it. 
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