
Envisioning future scenarios
with more-than-human actors



Summary
In this activity, students will generate future 
scenarios to imagine and analyse potential 
widespread consequences, long-term effects and 
ecological and societal impacts of a design beyond 
human contexts. The activity will lead them to
envision at least one use or future scenario 
involving more-than-human actors that goes 
beyond what they would normally describe as the 
intended use of a design. 

By applying an understanding of potential 
consequences, effects and impact on more-than-
humans, students may rethink a design and their 
design decisions.

Learning outcomes
After the teaching activity students should be able 
to:

● Generate future scenarios involving more-than-

human actors to imagine and analyse potential 

widespread consequences, long-term effects 

and ecological and societal impacts of their own 

or others’ designs,

● Apply their understanding of potential 
widespread consequences and long-term effects 

on more-than-human actors to rethink their 

designs and design decisions.



Content

▪ Envisioning

▪ Future scenarios

▪ Envisioning prompts for developing future scenarios
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Envisioning

▪ Envisioning is intended to provide perspectives and focus for considering widespread 
consequences, long-term effects and ecological and societal impacts of current and future
designs.

▪ One way to do so is by creating a future scenario.

▪ This scenario can be positive or negative, a utopia or dystopia.

▪ By envisioning a future scenario, you may gain an understanding of potential 
consequences, effects and impacts of your design, which may make you rethink your
design and design decisions.

▪ Future scenarios may provoke discussions and dialogues about the future and 
technological evolution.

▪ Creating scenarios can be an important tool for proactively thinking about and acting in a 
way that anticipates things-to-come.



Envisioning

▪ Our imaginations are key to social, cultural, and technological development, but have also
contributed to the challenges we face today.

▪ Our capacity to imagine can also help us find our way through these challenges.



“Stories are powerful things: they create

our reality as much as they explain it. The 

futures we envision, be they positive or 

futures of collapse, make us much more

likely to respond to events in the world

in a way that helps create that future.”

Evans, Alex (2023), researcher at New York University’s Center on International 
Cooperation (CIC), The Myth Gap: What happens when evidence and arguments 
aren’t enough?. http://mythgap.org/

http://mythgap.org/
http://mythgap.org/
http://mythgap.org/


In popular culture, 
we have seen many
dystopian scenarios unfold.

These are a few examples of
films and books where
technological advancements
have become materialised
resulting in societal or 
individual consequences.

Note to teacher: use examples
that are relevant to your
context and make sure that
the example materials are
free to use and correctly
referenced.



A Trip to the Moon (Le Voyage dans la lune) 
https://www.youtube.com/watch?v=mPrfuDVGUW4&t=599s (Accessed on 2024-12-06)

https://www.youtube.com/watch?v=mPrfuDVGUW4&t=599s


The film A Trip to the Moon (Le Voyage dans la lune) is one of the first science 
fiction movies, first screened in 1902. This French adventure short film, directed by 
Georges Méliès, was inspired by Jules Verne's novels From the Earth to the Moon
(year 1865) and Around the Moon (year 1870).

The film is about a group of astronomers who travel to the moon in a cannon-
propelled capsule. They explored the moon's surface, which is inhabitet.  
Eventually have to escape from the lunar inhabitants called the Selenites and 
return to Earth with a captive Selenite.

At this time, in 1902, it must have seemed almost impossible to develop
technology to travel to the moon, yet we did, 67 years later.

Most of the future scenario depicted in popular culture tend to be dystopian. 
Utopian future scenarios are more challening to find.



In comparison to popular culture, in the field of urban planning, architecture and design, utopian
scenarios are more common and used as a tools to communicate visions and alternative futures.

Ecotopia is an example of utopian future scenarios which illustrates how different cities from
around the world can transform into Green Utopias by the year 2121. The project sets out to
predict the super ecofriendly futures of 100 real world cities across the globe.

https://www.ecotopia2121.com

https://www.ecotopia2121.com/
https://www.ecotopia2121.com


BIG – Bjarke Ingels Group, Oceanix City, 2019

Stefano Boeri Architetti, Urban Forestry Frank Lloyd Wright, Broadacre City, 1932

Other examples of future urban scenarios

https://big.dk/projects/oceanix-city-6399
https://www.stefanoboeriarchitetti.net/
https://nextcity.org/urbanist-news/frank-lloyd-wrights-utopian-dystopia


Envisioning future scenarios

How to envision future scenarios for your designs – dystopian or utopian?

This teaching activity will lead you to envision use or user scenarios that go beyond what you
would normally describe as the intended use of your design.

By applying such an understanding of potential and maybe unwanted consequences, effects and 
impact, you may rethink your designs and design decisions.

Envisioning criteria are used as a tool for developing future scenario, to analyze and explain a 
use or user situation based on four criteria: actors, values, time, pervasiveness.

Each envisioning criteria will draw your attention to a particular socio-ecological-technical issue
that is important yet easily overlooked.



Envisioning future scenarios

Criteria to think about in a scenario are:

Ethical criteria

▪ More-than-human and human Actors: both direct and indirect

▪ Values and needs: which are supported, which are at risk? 

Future criteria

▪ Time: 3, 5, 10+ years

▪ Pervasiveness: e.g., culture, geographic region, context of use

(Friedman and Hendry, 2012)



Envisioning future scenario exercise

▪ Use the envisioning criteria: Actors (human, more-than-humans, direct, indirect), Values and 
needs, Time, Pervasiveness, to think about a future scenario. (See the Envisioning Cards for 
more information about the criteria.)

▪ Based on the outcome, develop one or several written future scenarios for your design, 
preferably one utopian and one dystopian scenario. 

▪ An alternative to a written scenario is to develop a video scenario or a visual collage (e.g., in 
Miro, Padlet) accompanied by some clarifying words.



Envisioning future scenarios

You may use the envisioning cards when developing your future scenarios.

Envisioning cards, Retrieved 2024-04-23 from https://www.envisioningcards.com/

Note: these cards are developed from a human-centred point of view. 
Your challenge is to add more-than-human actors.

https://www.envisioningcards.com/


An example of a user scenario illustrating
how a design (NaturLink) can be put into play. 



A user scenario for the NatureLink design concept 

It’s Monday morning, Lisa wakes up early and goes out on the balcony of her apartment located on the 34th 

floor. She is greeted by a city that has embraced nature in ways that were perceived as impossible just a 

decade back. Trees have taken over buildings, forming urban forests. Birds and butterflies flutter around 

freely, adding a touch of colour to the concrete landscape.

In this city, people have developed a deep respect for more-than-humans and recognize the importance of 

their role in maintaining ecological balance. To foster a symbiotic relationship between humans and 

nonhumans, a service called "Nature's Network" was developed consisting of a wearable device that 

connects humans to the natural world around them. This device, called "NatureLink", allows humans to 

communicate with nonhumans through a combination of biofeedback and neural interface technology.

Equipped with the NatureLink, Lisa starts her journey to work located just a few blocks away. As she passes 

by a group of bees, she feels a gentle vibration through the device, signaling that the bees are close and that 

she should move gently.

The NatureLink can also alert Lisa about environmental changes and enable her to take immediate action if 

needed. For example, if she comes across an injured bird, the device provides her with a step-by-step 

instructions on how to administer first aid. 

Lisa arrives at work in a good mood and is eager to start working on her project. She might ask her 

colleagues to join her for a walk during the lunch break to see if they can spot the fox family and the 

newborn cubs that they met last week.



Envision a future scenario for NatureLink – use the envisioning criteria: Actors

Identify direct actors. In what key roles will individuals interact directly with 
the system? 
• Humans moving through the city

• Nonhumans inhabiting a specific area of the city

Identify non-targeted use. Who might use the design for nefarious or unplanned purposes? In what 
ways? Identify three possibilities (or more).
• Hunters (both human and nonhumans)

• Criminals, distracting actions

• AI, more-than-human things

Identify indirect stakeholders. What roles will be affected by the interactive system but will not directly interact 
with it? Create a list.
• Threatened animals that risk extinction

• Documentary filmmakers

• Real estate agents

Consider Stakeholder Benefits and Harms. For each role from above, what are the anticipated 
benefits of interacting with the system? What are the potential harms or downsides?
• Benefits: safety, survival, enhanced abilities to experience nature and other species, 

• Harms: surveillance, data security, AI, false “trust” in communication technologies, vulnerability, counterproductive technology, locking our 
abilities to communicate directly with nonhumans.



Envision a future scenario for NatureLink – use the envisioning criteria: 

Values and needs

Choose desired values and needs (based on research). 

Create a list of values and needs the design should ideally support.
▪ Communication on equal terms

▪ Respect

▪ Safety

▪ Inclusion

▪ Equality

Consider values and needs at stake. Create a list of values and needs that are implicated by the 
design under consideration.  
▪ Security

▪ Trust

▪ Community

▪ Inclusion

▪ Equality



Envision a future scenario for NatureLink – use the envisioning criteria: Time

Reflect on Future Trends.  Imagine twenty years (or more of fewer years) into the future. The

design that you are working on has been widely adopted and is part of daily life for both direct

and indirect stakeholders, both human and more-than-humans.  

Consider the implications for: 

▪ How humans do their work

▪ How more-than-humans are affected

▪ How humans make and maintain friendships and family relationships

▪ Physical health and well-being among both humans and more-than-humans 

▪ Those who cannot afford the technology  

▪ Norms and social expectations

▪ Habits and lifestyles

▪ Etc.



Envision a future scenario for NatureLink – use the envisioning criteria:

Pervasiveness

▪ Consider masses of actors, direct.  Imagine 10 stakeholders interacting with the system.  Then 
100, then 1,000.  What new interactions emerge from widespread use?

▪ Consider masses of actors, direct.. Imagine 100 to 1,000 interacting with the system.  What 
systemic interactions emerge now? 

▪ Identify implications of widespread use. Imagine the interactive system in use in a particular 
place (e.g., a department in a university).  Then imagine the system in use in five such places 
(e.g., five university departments).  Then 100 such places.  How might interactions change as 
the use spreads?

▪ Consider widespread geographic locations.  Imagine interactive system use across regional 
geographies (e.g., rural areas within a state). 



Develop a future scenario based on the

outcome of the envisioning activities using

the envisioning criteria. 



Future scenario 1

Lisa has left the apartment in the city and nowadays lives in a suburb with her family. One day 
she gets a call from her former neighbour Alan. Lisa was the one who introduced him to the 
NatureLink device, which he now uses frequently on his daily walks. Allan tells Lisa that he will be 
forced to leave his apartment within shortly since the municipality is planning to demolish the 
whole apartment building. 

The data collected by the Nature's Network system indicate that the area where Alan’s home is 
located has become a very important reproduction site for monarch butterflies and needs to be 
protected.

According to Alan, the authorities claim that human needs cannot be prioritised before more-
than-human needs and now it is time for humans to step back.

Alan suspects that the data captured from the network has been manipulated by real estate 
investors. As soon as the building has been demolished, they will force the municipality to change 
the plans and then exploit the area and build exclusive housing. 

Actors (direct) = Alan and monarch butterflies
Actors (indirect) = Real estate agents and the municipality
Time = 9 years later
Pervasiveness = NatureLink is widely used and the data capture is used for research
Values and needs = security, equality, trust, 



Future scenario 2
Lisa has decided to take her grandchildren Love and Peter for a full-day trip to the forest. She prepares a 
delicious lunch, also including some sweets for whatever animal they might get in touch with via NatureLink. 
Love and Peter are very much looking forward to spending a day with their grandmother. 

They jump into the self-driving car and insert the coordinates to the specific site they are to visit. The car 
takes off and about an hour later they arrive at the forest. 

Lisa finds a nice and calm spot for a picnic under a tree and starts to prepare lunch. Nils asks her for the 
NatureLink so he can start his excursion. She reaches out for the device in her pocket but finds it empty. She 
realises that she has lost her NatureLink device. Love gets furious and Peter starts screaming. Lisa suggests 
that they can still do the excursion and look for birds, butterflies and bees. 

After a while Love and Peter get up, walk for 10 meters and look up in a tree. After a minute or two they 
give up and say that there is nothing there. Lisa thinks about her childhood when she went out with her 
aunt to pick mushrooms. They were out for hours and sometimes even came home without any mushrooms 
at all, but with their minds full of unfiltered natural experiences. She looks at her grandchildren, now lying 
down on the blanket under the tree looking at a film on Love’s phone. She gets scared. 

Actors (direct) = Lisa and her grandchildren
Actors (indirect) = Lisa’s greatgrandchildren 
Time =  30 years later
Pervasiveness = NatureLink is widely used and has become an integrated part of all interactions with nature 
Values and needs = independence, knowledge, communication



Assignment: Envision future scenarios for your design

▪ Use the envisioning criteria: Actors, direct and indirect (also including more-than-humans), 
Values and needs, Time, Pervasiveness, to think about a future scenario. (See the Envisioning 
Cards for more information about the criteria.)

▪ Based on the outcome, develop one or several written future scenarios for your design, 
preferably one utopian and one dystopian scenario. 

▪ Reflect on the potential consequences for your design, and whether you need to rethink the 
design and your design decisions. 

▪ An alternative to a written scenario is to develop a video scenario or a visual collage (e.g., in 
Miro, Padlet) accompanied by some clarifying words.



This teaching activity was developed as part of the MOVA project co-funded by the European Union. 
https://mova.uni.mau.se/

Disclaimer: Funded by the European Union. Views and opinions expressed are however those of the author(s) only and do not necessarily reflect those of the European Union or 
the European Education and Culture Executive Agency (EACEA). Neither the European Union nor EACEA can be held responsible for them.

https://mova.uni.mau.se/
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