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A Critical Toolkit
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In the following pages is a critical toolkit to explore the space of 
participation in speculative design. 

It has been created to support designers in combining 
participation and speculative design by providing a set of 
questions for reflection about the process. 

The toolkit is composed by 3 overarching challenge cards and 36 
issue cards with questions used to descontruct the challenges and 
navigate the space.

This toolkit is the result of a 6 month research project about 
Participation in Speculative Design.

Overview
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The starting point for exploring space of participation in 
speculative design are three overarching challenges. These are 
the three coloured cards:

 Stuck in the Singular View  relates to the challenge of dealing 
with plurality and nuance when creating or discussing alternative 
futures/scenarios and engaging a diverse set of views.

 Stuck in the Context  refers to the process of engaging 
participants in reflexive behaviour and facilitate self- critical 
perspectives beyond their own biases.

 Stuck in the Now  describes the challenge of distancing oneself 
from how the world looks today and imagine how things could be 
different. 

Challenges
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The Issue cards represent specific issues in the space of participation 
in speculative design. They can be used to reflect on particular 
moments of the process and help deconstruct the overarching 
challenges. 

Each of the Issue cards has a short title, a provocative question and a 
short description to help give more context. Each Issue card is colour 
coded by the challenge it relates to. One issue can be related to more 
than one challenge.

Issues
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Additionally, the overall set of questions is divided in four levels 
relating to different aspects of the process of participation in 
speculative design: 

Context  level relates to the project’s preconditions that might 
influence the participatory efforts. This includes the initial intentions, 
the framing of the project and the issues it deals with.

 Participants  concerns itself with who is included in the participatory 
moments and how that might influence the critical aspects of the 
project.

 Engagement  refers to the participatory moments themselves and 
how the process of engagement is curated and the discussion 
moderated.

 Outcomes  relates to the different outputs and ways a participatory 
speculative design project can develop.

Issues
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While each issue can be approached individually, they can be 

used in a structured way to navigate the space:

1. Select one of the three challenge and place it on the table/wall

2. Start with the context level, which issue might be interesting to 

explore? Select a context issue corresponding with the challenge 

you’re exploring.

HOW: Navigating the Space
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3. You can then continue to the next level, participants, or keep 

exploring the context level. 
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4. You can only explore issues that relate to the challenge 

selected at the start. HOWEVER, if the card selected is related 

to more than one challenge, you can start to explore the issues 

corresponding to these other challenges.
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5. In the end, you have constructed a board representing your 

exploration through the participation in speculative design space 

and the reflection paths you’ve taken.



The Cards
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Challenge Cards
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C1: Controversial issue

C2: Over-Framing

C3: Nature of the Question

C4: Openness of Brief

C5: Openness to Critique

C6: Predefined Goals

C7: Short Term Goals

C8: Urgency of the issue 

P1: Different Perspectives

P2: Conflicting Interests

P3: Conflicting Voices

P4: Background Knowledge

P5: Imposing Views

P6: Interests and Agendas

P7: Plurality of Voices

P8: Reflecting Different Views

P9: Reflexive Criticality

P10: Underrepresented

E1: Generative Artefact

E2: Refined Artefact

E3: Attention Space

E4: Coming as an outsider

E5: Moderating the Debate

E6: Designer as Mediator

E6: Different Stages

E7: Difficult Questions

E8: Divergent Perspectives

E9: Level of Control

E10: Background Knowledge

E11: Setting the Stage

E12: Problematise the Process

O1: Considered a Prediction

O2: Plural Outcomes

O3: Project’s Afterlife

O4: Reaching Consensus

O5: Part of a Larger Process

O6: Dissemination

Issue Cards
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CONTEXT
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PARTICIPANTS
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ENGAGEMENT
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OUTCOMES
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