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Today’s entertainment

Self Introduction (5mins)

Opening （5mins) 

Part I : Design Narrative Worldmaking (30 mins)

［Break ］（10 mins)

Part II : Relational Continuity across Life and Death (75 mins: 30 mins +45 mins works )

［Break ］（15 mins)

Part III : Future Generations and Long-term Design (75 mins: 30 mins +45 mins works)

Interactive Polls (10mins)

Closing Reflection & Questions (15 mins)
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Somethings about me…

3

Kyushu University, Faculty of Design, 

Assistant Professor

PhD in Design, Politecnico di Milano, Italy

Researcher @ Design plus strategies Lab, 

Polimi

Strategic Design, Service Design,

 Product Service System Design, Transition 

Design
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1.  Opening (5 mins)
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Opening

Today, we will explore how narratives shape our ways of perceiving the world and how 
these perceptions continue over time.
Behind design, research, and practice, there are always narratives—worldviews—that we 
rely on, often without noticing.

Where do these worldviews come from?
How do they persist, transform, and leave traces for the future?

In this lecture, we will open a gateway to thinking about continuity and future generations 
through the lens of narrative.

本日は「Narrative（物語）」を通して、世界の捉え方とその継続性について考えます。

デザインや研究、実践の背景には、自分たちが依拠している“物語＝世界観”があります。

その世界観がどこから来て、どのように続き、未来に何を残すのか。

今日の講義では、その視点から「連続性」や「未来世代」を考える入口を共有します。
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Topics of today

1. Narrative Worldmaking

   物語が世界観や行為、価値観を形づくるプロセス

2. Relational Continuity across Life and Death

   個人の生死を超えて続く関係性・価値・実践

3. Future Generations and Long-term Design

   未来世代に残されるものを考える視点
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Why Narrative?

1. We approach narrative as a structuring lens for understanding, acting in, 
and making choices about the world.

2. Such a perspective reveals continuities that link personal experience, 
institutions, cultural practices, memory, death, and future generations.

Narrativeを、世界を理解し、行為し、選択するための枠組みとして捉えま
す。

この視点により、個人経験・社会制度・文化・記憶・死・未来の間に「連
続性」が見えてきます。
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Part I. Design Narrative Worldmaking (30 mins)
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The paradigm of the narrator and the narratee

語り手と語り手のパラダイム

Photo : Project over the phone (Ref. Fondazione Vico Magistretti) 
https://vicomagistretti.it/en/activities/exhibitions/projects-over-phone

“I have passed on plenty of 

my projects over the phone”..

「私は電話で多くのプロジェクトをパスし

てきた」...。 (Vico Magistretti)

“The paradigm of the narrator 

(…) and the narratee (…) 

is completely adaptable to the 

relationship between the company 

and the designer in innovation 

development processes.”

「語り手（...）と聞き手（...）の

パラダイムは、イノベーション

開発プロセスにおける企業とデ

ザイナーの関係に完全に適応す

る。」(Zurlo and Cautela, 2014)

PARADIGMATIC VIEW

パラダイム観

Project over the phone

Vico Magistretti
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「物語は人間の創造物であり、
デザインもまた同様である」

「語りは語り手と聞き手が自分たちの世界に
意味を構築することを可能にし、

これにはその中で起こる対象を理解することも
含まれる」

(Krippendorff, K. 2005)。

(Krippendorff, K. 2005. The semantic turn: A new foundation for design. crc Press.)
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“Narratives are human creations 

and so is design.”

“Narratives enable their narrators and 

listeners to make sense of their worlds and 

this includes making sense of the objects that 

occur in them.”

(Krippendorff, K. 2005. The semantic turn: A new foundation for design. crc Press.)
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Premise :
Users are not buying a product simply for its features, but for the story it tells.
To understand what kind of stories and values users want, we need to 
understand their socio-cultural backgrounds, as well as the technology it self.

Story / Narrative creation approach: Designers are storytellers.

Inventing stories and taking them as true
This is the difference between humankind and other animals 

(Jonathan Gottschall, 2012)

HOMO FABULANS (or NARRANS)

Jonathan Gottschall, The Story telling Animal:How Stories Make Us H uman ( Houghton Mif flin,  2012)

Breitenberg,  Mark.  “Designing innovat ion”.Temes de Disseny, [online], 2006, Num. 23, pp. 110-9,
182024  Yasuyuki Hayama
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How do “Design Narratives” impact the 

coevolution of problems and solutions

 in the early stage of the innovation process? （
CRQ）

「デザイン・ナラティブ」は、
イノベーション・プロセスの初期段階における

問題と解決策の共進化に
どのような影響を与えるのか？
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Hayama, Y. (2023). Design narratives as worldmaking for innovation: the discursive mechanism of interpretation and 

sensemaking for the coevolution of problem and solution. PhD dissertation. Politecnico di Milano.

Design Narratives as Worldmaking 

(DNW) for Innovation
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PhD research @ Polimi PhD in Design

A theoretical 

Model of 

Design 

Narrative 

Worldmaking 
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THEORETICAL BACKGROUND

TWO THEORETICAL ASSUMPTIONS

２つの理論的な仮定How to Define…

Narratives

Design activities

Herman (2013):

A two-sided approach to narrative worldmaking

 1. narrative as a target of interpretation

       –worlding the story 

2. narrative as a resource for sensemaking

       – storying the world.

(Conceptual component 1):

DNs as worldmaking: 

1) Interpretative 

narratives

2) Sensemaking 

narratives
世界創造としてのデザインナラティブ 

1）解釈的ナラティブ
2)  意味創造ナラティブ

Dorst (2006):

Design as a problem-solving paradigm,

 it describes the design as the resolution 

of paradoxes between discourses in a 

design paradox.

(Conceptual component 2): 

The design innovation process 

as coevolution of problem and 

solution

(Dorst and Cross, 2001) 
デザイン・イノベーションのプロセス 
問題と解決策の共進化として (Dorst and Cross, 

2001) 

Premise 1 : 

Narrative as 

worldmaking
世界創造としての
ナラティブ

Premise 2 : 

Design as 

discursive 

activity
言説的活動としての

デザイン
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THREE RESEARCH FOCUS

3つのリサーチフォーカス

Specifically, 

three different aspects were 

constructed as research 

focuses

to explore their 

fundamental traits.

具体的には、3つの異なる側面
を研究の焦点として設定し、
その基本的な特徴を探った。

PART I | INTRODUCTION

Theoretical Construction

類型 機能

要素
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3.  Relational Continuity across Life and Death 
(75 mins)
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“Cabelllos de Vida”, 2009
Fuente: Angie Vanessita

Somos seres-tierra,
pluriverso

Relationality: 

a new way of understanding 

reality (radical 

interdependence)

Arturo Escobar, PhD Program in Design, International Doctoral School

Politecnico di Milano, June 22, 2020
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Design with/in crisis: 
world-sustaining, 
world-destroying.

In Designs for the Pluriverse Arturo Escobar presents a 
new vision of design theory and practice aimed at 

channeling design's world-making capacity toward 

ways of being and doing that are deeply attuned to 
justice and the Earth. Noting that most design—from 

consumer goods and digital technologies to built 

environments—currently serves capitalist ends, 
Escobar argues for the development of an 

“autonomous design” that eschews commercial and 

modernizing aims in favor of more collaborative and 
placed-based approaches. 
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Relational Continuity: 
across Life and Death

• We live in interaction with 
others—inheriting, entrusting, 
and renewing.

• Where do we come from, and 
where does our existence 
lead?"

• 私たちは、他者と交わりなが
ら、受け継ぎ・託し・更新し
ながら生きています。

• 自分はどこから来て、どこへ
続く存在なのか。
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The ”speculative” research topic :

Human Responsibility on the world ecosystems

↓

How can we make more aware of human 
responsibility on the world ecosystems? 
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Speculative Design Research Approach for Human being.
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44

MORE-THAN-DEATH

“More-than-death” is a conceptual prototyping keyword that I 

originally created, inspired by the term “more-than-human”, according 

to our previous research topic and theoretical framework our team 

focused on.

"More-than-death" is a concept comprehends primaeval relationship 

between life and death, reversing the idea of death exceptionalism, if 

we refer the conceptual origin of the term “more-than-human”. To 

conceptualize this

"more-than-death", I will explain the term “more-than-human”, as 

following.

DESIGN PHD 2020 SUMMER SCHOOL | June 22-26, 2020
DESIGNING IN TRANSITIONAL TIMES, Experiments for future(s) imagination 
Organized by | PhD programme in Design, Politecnico di Milano

Speculative Essay 
Yasuyuki Hayama

More-than-human is a concept which embraces 

primordial relationality and interdependence of all living 

beings,debunking the idea of human exceptionalism. 

This concept tries to reconstruct the boundaries 

between the familiar binaries of human and nonhuman, 

culture and nature, and human and animal that have 

dominated

Western thinking since at least the Enlightenment 

(Forlano,2016; Akama, Light, Kamihira,2020)
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Reinterpreting Life and Death
生と死の再解釈

• From a More-than-Death perspective:
• Death is a threshold where meanings, values, habits, and 

relationships remain.
• It is not a rupture, but a shift in the mode of continuation.
• Even after a person’s death, relations continue to be updated.

• More-than-death の観点：死は意味・価値・習慣・関係が残る
節目

• 断絶ではなく継続のモード切替

• 人の死後も“関係”は更新され続ける。
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From the Individual to Relations: A Shift in Worldview
個から関係へ：世界観の転換

• Yourself = a node of relations (co-becoming).
• The self does not begin and end with itself alone.
• Others shape who I am, and I, in turn, shape others.

•自分＝関係の結節点（co-becoming）

•自分は、自分だけで始まり自分だけで終わる存在ではない。

•他者が私を形づくり、私も他者を形づくる。
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The Self as “Trace”
“痕跡”としての自己

• Values, attitudes, actions, narratives, habits, aesthetic 
sensibilities, gestures

• Traces / imprints
• Resonance that continues from others → me → others

• 価値観・態度・行動・語り・癖・美意識・仕草

• 痕跡（trace）／ imprint

• 他者 → 私 → 他者 へと続く残響
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Examples: What remains after you are gone? 
（あなたが去った後に残るものは？）

● Cultural DNA（文化的な遺伝子）
Habits & Words（仕草や口癖）
Recipes & Tastes（家庭の味・美意識）

● Spiritual Legacy（精神的な遺産）

Values & Ethics（倫理観・正義感）

Attitude toward Truth（真理への姿勢）

● Existence in Nature（自然の中の自己）

Returning to the Soil（土に還る身体）

The Trees You Planted（残した木々や庭）
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Relational Continuityの骨格

•受け継ぎ → 更新 → 託し → 未来世代 → デザイン倫理

•受け継ぐことは、未来を開く責任である。
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Exercise:

Your spirit scenario after 100-150 years future (1/5）
Explanation 

These exercises invite you to reflect on how your identity is shaped across time and space by 

the relationships you form with places, people, and things. Through short, personal narratives, 

you will connect past experiences, present conditions, and imagined futures, using concrete 

elements to anchor abstract ideas of change and continuity. By linking memories and projections 

to environments, objects, technologies, and relationships, the exercise helps you become more 

aware of how everyday contexts influence who you are—and who you might become.

x

past

x

now

x

near future

x

far future
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Exercise 1:

Your timespace narratives (2/5） 

Write a sentence about yourself referring to the indicated time period.

1. How far ahead in the future do you want to talk about? 50 years after? 100 years after

2. Briefly describe the place where you “were /are/ will be” - in terms of city, region, state, or type of environment     

(urban area, countryside, seaside, or mountain area).

3.Associate yourself with three relational elements (e.g. Natural elements, Artificial elements, historical heritages, 

families, people, etc)

1. Elements of nature, more-than-human objects,

2. Elements of specific places

3. Elements of tradition

4. Elements of specific objects and technologies
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Exercise 1:

Your time-space narratives (3/5）

Example 
Past

30 years ago… when you were born… (a. stone, b. grandmother’s house, c. film camera)
I was born in Ibaraki, Japan. As the first son in my family, I was deeply loved by my parents. They placed a small stone in my mouth 

as a symbol of good health, and took a photograph with a Fuji film camera.

10 years ago…(a. global friends, b. beer garden, c. beer server)
I was in Milan, and I studied very hard in Strategic design with my friends from all over the world. It was an unbelievable experience for 

me to explore my points of view with my global friends.

5 years ago…(a. alone, b. park, c. smartphone)
When I was in Milan as a PhD student, I lived alone, away from my family. I associate this time with the park near my apartment and 

nearby technological elements—such as my smartphone, headphones, and Google Maps—because I walked there every day while 
listening to podcasts, navigating the city.

Current

Now (a. family, b. lab. c. tech)
I live close to my family, which grounds my daily life. Most of my time is spent in the lab, where research and teaching converge.

This period is defined by digital technologies—collaborative platforms and AI tools—that shape how I think, work, and connect.
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Exercise 1:

Your timespace narratives (4/5）

Worksheet 
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Exercise 1:

Your timespace 

narratives (5/5）

Hint cards
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［Break］（15mins)
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4.  Part III : Future Generations and 
Long-term Design (75 mins)
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Future Generations /
 未来世代と良き祖先

• Extending Narrative beyond our lifetime / 
物語を「自分の死後」へ拡張する
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Short-termism vs. Long-termism / 
短期主義 vs 長期主義

• - The Marshmallow Brain /
 マシュマロ・ブレイン

• - Colonization of the Future / 
未来の植民地化

• - Our society is hacked by 
'Now'. / 私たちの社会は「
今」にハックされている
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Interactive Question / 問い
• How far into the future do you feel responsible for?

• あなたは、どのくらい先の未来まで責任を感じますか？

明日〜数年後
自分の子供・孫の世代（50年後）
会うことのない未来世代（100年後〜）
Tomorrow to a few years ahead
The generation of our children and grandchildren (around 50 
years from now)
Future generations we will never meet (100 years ahead and 
beyond)
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Becoming a Good Ancestor / 
良き祖先になる

• The Good Ancestor'

• "We are the ancestors of our future."

「私たちは、未来の祖先である。」 
 Roman Krznaric

• Intergenerational Justice / 世代間の正義
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The Seventh Generation Principle / 第七世代
の原則
• [Image Placeholder: Forest, river, spiral symbol]

• Indigenous Wisdom (Iroquois Confederacy)

•先住民（イロコイ連邦）の知恵

• "Make decisions considering the impact on the 7th generation."

•「どんな決定も、7代先（約200年後）の子孫への影響を考えて
行う」
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Design for the Future / 
未来のためのデザイン

• Probable（ありそうな） → Plausible（ありえる） → Preferable（
望ましい）

• Source: Speculative Everything (Dunne & Raby)
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Introduction 

70

“The future is already here –

 it's just not evenly distributed.”

The Economist, December 4, 2003”

William Gibson

https:/ /www.go odreads. com/quo tes /681-the-future-is-already-here-it-s-jus t-not-even ly



Copyright © 2024 Yasuyuki Hayama – all rights reserved
Future Corn  (Joseph Voros, 2000)  71

The future is not 
one thing.

Ready, Set, 
Future! 

Preferable（望ましい未来）
を自分たちで描く！！

未来は一つではない。
準備はいいか、未来！

あり得る

もっともらしい

可能性が高い

望ましい
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デザインフューチャーズ
社会変革を促す体験
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Narrative Switch / 
物語（ナラティブ）の転換

• Before: Present → Future 
(Predicting) / 現在から未来を見
る（予測）

• After: Future → Present 
(Backcasting) / 未来から現在を見
る（逆算）

• Key Message:

• "By acting as 'Future People', the 
'Present' becomes 'History'."

• 「未来人」を演じることで、「
現在」は「変えられる歴史」に
なる。
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Cathedral Thinking / カテドラル思考

• Starting a project you will 
never see finished.

• 完成を見ることのないプロ
ジェクトに着手する。

• Finite Games vs. Infinite 
Games

• 有限のゲーム（勝敗）と 
無限のゲーム（継続）
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Confidential
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Design is more than creating solutions.
It is an act of imagining, sharing, and shaping the worlds we want to live in.
Through narratives, we can connect different cultures, values, and ways of 
being—and open space for many possible futures.

Let us keep designing stories that empower, inspire, and bring new worlds into 
being!!

Summary message: 
Designing Narratives for Better Worlds
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Exercise 2:

Your spirit scenario after 100-150 years future (1/4）
Explanation 

Please describe and draw a future scenario of “100-150 years”, associating “your spirit” with the 
three elements. (Focus on showing how the chosen object exists, is used, or matters in that future 

world. The drawing should communicate atmosphere, relationships, and everyday life in your scenario.)

•Three relational elements
• Elements of nature, more-than-human objects,

• Elements of specific places

• Elements of specific objects and technologies
• Select a context of a human’s life (e.g., eating, traveling)

x

past

x

now

x

near future

x

far future

One condition! “Try to consider giving value to the public!” (Your spirit can not be selfish!)
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Exercise 2:

Your spirit scenario after 100-150 years future (2/4）

Example 

Future In 2126.

I will be 139 years old.

My body will no longer exist, but my spirit will be connected to a bird in a forest in Fukuoka. 

The bird will carry seeds in its beak and nutrients on its wings, moving quietly between trees, 

linking soil, plants, and time. It will not know that I was once human. It will only follow light, 

wind, and instinct. Yet through its flight, the forest will slowly regenerate. I will no longer 

create plans or ideas. I will contribute by being part of the circulation—

becoming movement, becoming care.

In that distant future, my existence will continue as a small, essential gesture within the living 

ecosystem.
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Make your narrative into a visual scenario. You 

may: 1. Draw it by hand, or 2. Create it with the 

help of AI tools.

Focus on showing how the chosen object exists, 

is used, or matters in that future world. The 
drawing should communicate atmosphere, 

relationships, and everyday life in your scenario. Source: https://designwanted.com/ai-tools-creative-process-transformation/

Exercise 1:

Your time-space 

narratives (3/4）

Visualize the Future Scenario
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Exercise 2:

Your spirit scenario after 100-150 years future (4/4）

Worksheet
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Exercise 2:

Your spirit scenario after 100-150 years future Hint cards 
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Interactive Polls（10mins)
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Time Capsule for 2126

"If you could put just ONE human 

virtue in a Time Capsule for 100 

years later, what would it be?"

「100年後の未来へ送る
『タイムカプセル』に、
たった一つだけ『人間の美徳（良い
ところ）』を入れるなら、
何を入れますか？」
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Closing Reflection & Questions (15 mins)
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謝謝 
ありがとう
Grazie 
Thank you 

Yasuyuki HAYAMA 

hayama@design.kyushu-u.ac.jp

PhD in Design

Assistant Professor,

Faculty of Design, Kyushu University

mailto:hayama@design.kyushu-u.ac.jp
mailto:hayama@design.kyushu-u.ac.jp
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