DIRECTED RESEARCH PROJECT CEPT UNIVERSITY

UNELATTENING

Design Futures inindian
Science Fiction

a study in the application of speculative futures as a
critical medium for changemaking.




Website

- Peter Medawar




Contents

How to Read this Book Designers as Diagnostic

A Note on Al
Brief’s Anatomy

Introduction

Formulation

Imagine...
Testing

Three Worlds

Conclusion

How Design Designs
Acknowledgements
Appendix

A Note on Al (Partl) Bibliography & List of Figures



How to Read This Book e T IP——

#flattenw,
/nflattenin
This research is long, theory - heavy and asks a lot in terms of attention and dnﬂatten!“E
cognition from the reader. To alleviate some of this cognitive burden and mak- "'Wﬂatte'!mﬁ"
. . . . . . . wiatterns
ing the reading experience a little more manageable, this research is written T g

in three voices, with each occupying a distinct tonal and visual space.

- truth - speaks on the white page. This is the primary voice for ac- e ”l\l"llll'llllllllll'"
ademic reasoning, discussing evidence and introducing theory. Most of
what you will read will be Sat. All white pages chain to each other and
can be read as a continuous argument. Sat is always

Fig X.1.1: Read - along
playlist

Spotify

- consciousness - speaks on the black page at the start of each
chapter (on the left) in orange text. Chit introduces the chapter and ori-
ents you, the reader, on why and what is going to be discussed and how Speculative & Critical Design
it fits into the overall picture of the research. There are times where Chit : :
speaks in other places occasionally, but always as

- fulfilment - speaks on the black pages with diagrams and fig-
ures (on the right). Anand is my voice as the author. It covers tangents,
background details and other thoughts. Anand is always

Together, the three voices make up the Sanskrit compound concept of Sac-
cidananda, a formulation from Vedic philosophy that describes the ultimate
reality of the world (Brahman). Here, they describe the three ways of knowing
a piece of research: through the argument (Sat), through its structure (Chit)
and through the perspective of its author (Anand).
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Fig X.1.1 shows what each kind of spread looks like. .

Ursula K. Le Guin's
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A Note on Al

The recent and meteoric rise in Al use in the zeitgeist since public access to
LLMs in 2022 needs no introduction.

We, as a society are past the point of looking at using Al tools like LLMSs, im-
age generation etc. as ‘optional’. The better question to ask then, is how might
we harness such tools to extract the most possible value from them and give
ourselves the most possible benefit without giving up authorship, autonomy
and without losing the opportunities that are provided in education to think
critically, and more importantly, to fail.

In this research, there has been use of Al. But this use has been very inten-
tionally moderated, calibrated and restricted. One of my personal tenets
as an author, and a concept that is in fact covered in this very research is
that our tools shape us. Writing as an action shapes us and how we think.
Because of this, no writing in this document has been done by Al.

There are, however, places where LLMs prove immensely useful, especially
when it comes to parsing large amounts of data in structured tranches. The
use of Al in this research can be broadly broken down into 3 domains, from
highest to lowest volume of use:

Claude has been used to rapidly review and manually it-
erate sections of writing, mostly looking for typos, and identifying areas
where | tend to repeat the same thing in different words or extend sen-
tences too long (a bad personal habit). There is some aspect of helping
manage structure as well.

The ultimate output of this research (as shall be explained in great
detail) has taken the form of a live website. Code is outside my area of
expertise so tools like Claude Code and Codex have been used to build
UI/UX from Figma (that | made) into code and eventually to the web.

Designing detailed visual logics for each story world was
unfortunately outside of the scope of this research. Despite this, an at-
tempt was made to document and detail visual logics, but in very rare
instances in this document, Al imagery has been used for supporting
visuals. Such visuals will be visually distinguished with a yellow border
demarcating Al use.

Beyond these three uses in visualisation/documentation, there has also been
use of LLMs within the actual framework output of this research. How and
why this was done will make more sense later, so there will be a part 2 to this
note when the framework itself is introduced (pg. 79).

Fig X.2.1: Claude Code and Codex in Visual Studio Code Own Work

Introduction
V0.1..md

MD

is this making sense as a first draft, this will expand, probably to twice the
length to develop some of the arguments and cite them probably

Good first pass. The arc is there and readable. Specific notes:
What's working:
 The Papanek opening earns beat 1 quickly and the Willis pivot to contextuality is clean

= The feedback loop / "design designs us back" lands well as a transition

» The research question and sub-questions D well-placed and the NS/RS declaration at
the end closes the Introduction properly

Write a message..

= Sonnet46 Adaptive il

Fig X.2.2: Claude proofreading a draft of the Introduction Own Work
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Fundamental to the human condition is the need to expend energy to bring
the chaos of one’s surroundings into order. This has taken many forms over
the course of our species’ history. One of the words we have come up with to
capture this endless need to organise, specifically in a meaning-making man-
neris ‘design’.

“All men are designers. All that we do, almost all the time, is design, for
design is basic to all human activity. The planning and patterning of any
act toward a desired, foreseeable end constitutes the design process. “
(Papanek, 1984, p. 03)

Design is therefore an intrinsic part of how we see the world, and further,
much like how we as humans are shaped and built by our experiences and
context, so is design fundamentally contextual.

This shaping of design by the world it is born in comes too with feedback, an
inescapable recoil that completes the feedback loop. Design designs us and
the world in return (Willis, 2006).

It is alarming then, in light of this relational ontology between us, our environ-
ment and design, that the unique and diverse contexts from which we as in-
dividuals, communities and societies develop are increasingly being flattened
by globalisation, aptly framed by Ashis Nandy (1983):

“.the nineteenth century dream of one world .. haunts us with the pros-
pect of a fully homogenized, technologically controlled, absolutely hier-
archized world, defined by polarities ... “ (Nandy, 1983, p. X)

This flattening creates a vicious downward spiral, where our context, and
therefore us, and therefore our design (which deepens the spiral by in turn
homogenising the context), gradually lose our nuance and individuality.

The 4 Mandates

Central to the Western worldview in the modern era, and driver to this flat-
tening of nuance is the goal of never-ending development at any cost (except
that to the individualised self). Most commonly seen as a feature of capitalism,
this drive further influences the way we design and in turn how we see the
world. Mark Fisher citing Frederick Jameson in his book Capitalist Realism
(2009) remarks on this deep rootedness of the notion of capitalism:

“it is now easier for us to imagine the end of the world than an alterna-
tive to capitalism” (Fisher, 2009, p. 06)

The nature of capitalism is for supply to fulfill demand in the most optimal way
by whichever entity or entities are able to do so. In this laissez-faire economy,
that which works is rewarded, and until a point of saturation is reached, that
most optimal way is copied however possible. Uniqueness is only important
insofar as it is profitable, and in every other scenario there is a strong trend
toward homogeneity.

This erasure of uniqueness is a comfortable thing, because it means less care
must be taken, less edge cases must be considered, and less searching has
to be done for a solution. In the quest for this short-cut, design often enters
the presupposition that all users, or rather that the ‘average’ user, is some ab-
stract entity and in doing so it creates a notion not based in reality. Famously
explicated by Todd Rose in his book The End of Average (2015), he recounts
the case of the U.S. Air Force facing a spike in fighter plane crashes. Thorough
investigation ruled out hardware malfunction and the pilots were of course of
the highest caliber. Later, the problem was isolated to be that the seats were
fitting very poorly. Though they were created for dimensions statistically av-
eraged across hundreds of individuals, the end result fit nobody properly.

With this average, neutral user who may or may not exist, the system of end-
less optimisation disincentivises retaining detail. When the entire ecosystem
is rooted fundamentally in each product and service vying for a piece of the
limited but necessarily increasing consumption base, engagement and com-
parative value gets rewarded over all else.

The import of the systems we work in and the societal models we validate
ourselves by and identify with has a downstream consequence. In importing
our present from somewhere else, so too do we indirectly shape our imag-
inations of what the future could be, based on the future that we aspire fon,
which is in turn based on the models we inspire our present from.




On the whole, the current design paradigm rests on what this research sum-
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Design processes increasingly pri-
oritize a universally legible, frictionless experience, systematically
erasing local particularity, cultural nuance and alternative ways of
knowing in the name of global scalability.

We operate under the myth of designing
for a generic “user”, a conceptual blank slate. This fiction invisibilizes
entrenched social architectures such as caste, class and gendered
hierarchies, which are not addressed by our systems but are instead
silently replicated and amplified within them, from recommendation
algorithms to urban infrastructure.

The prevailing economic logic demands
design in service of perpetual consumption and growth. Our work
thus becomes complicit in an extractive model, optimizing for en- A .
gagement and transaction while disregarding the stark ecological 5‘:‘%” of neutrai® O”’pf;o,-fg in extrao{\
limits and social inequities of our present.

Our collective vision of the future is
not cultivated but imported. It is sourced from the roadmaps of a
handful of global technology corporations, reducing our professional
role to that of executors of a predetermined, commercially-driven to-
morrow, rather than active authors of pluralistic possibilities.

crisis of
imagination

crisis of
relevance

crisis of
agency
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Fig O.1.1: The 4 Mandates and 3 Crises Own Work

This reality results in a dissonance of sorts felt in the practice of design, both
in pedagogy and in practitioners themselves navigating the landscape of the
industry today. These manifest as three crises (Fig O.1.1):

Our capacity to envision is colonized. We are
tasked with building futures conceived elsewhere, leaving us without
the tools or mandate to generate visions rooted in our own soil and
sensibilities.

Our methods, developed in different contexts,
often fail to grasp or engage with the specific, complex realities we
operate within. We apply universal templates to local complexities,
resulting in solutions that are technically proficient but culturally and
socially myopic.

The design profession has been largely corralled
into a service role for capital-refining interfaces, boosting compe-
tition, and branding products. This diminishes our potential role as
fundamental shapers of material culture, social systems and human
ways of being.




This project asserts that the resources to confront these crises are not
awaiting discovery in the Eurocentric design episteme. Contemporary de-
sign practice in the Global South is suffering from a fundamentally epistemic
dependency. The tools we use, the language we speak and the way we are
taught, the practices we espouse, the organisations that employ us, even the
aesthetic we aspire toward - are largely Western in origin.

The issue with this, as seen especially clearly in the lens of relational ontology,
is that when all the elements around us (the people of the Global South) are
Western, we are inescapably shaped by them - they shape how we perceive
problems, define users, and validate solutions. In this framework, indigenous
and local knowledge systems with their understandings of object agency,
ritual communication, cyclical time, and relational existence are consistently
marginalized.

This project works in response to this phenomenon as an exercise in epis-
temic relocation. What if we treated Indian science fiction not as a curiosi-
ty, but as a primary source of design theory? What practices, professions,
and principles would emerge if we used these narratives as the blueprint
for our futuring?

Science Fiction, Speculative
Design, and India

The tool through which this epistemic relocation will be attempted is Specu-
lative and Critical Design (SCD), which is the branch of design that utilises de-
sign methodology and thinking to critique the present and imagine alternate
futures. Where conventional design asks "How can | solve this problem now?”
SCD does not concern itself with the here and now, at least not directly. It asks
“*What problems might be faced in the future, and what do these potential fu-
ture problems tell us about our actions in the present, and those we should
take in the future?”. In the words of Dunne & Raby:

“Design speculations can act as a catalyst for collectively redefining our
relationship to reality.” (Dunne & Raby, 2013, p. 02)

SCD is also intrinsically linked to Science Fiction (abbreviated SF), as the
branch of fiction which most specifically deals with the imagination of the fu-
ture and alternative realities. SCD borrows its core principle from SF - Darko
Suvin’s technique of cognitive estrangement ',

Speculative design as a formal discipline, however, carries over the same
epistemic reliance as mentioned earlier, with an overwhelming proportion
of seminal texts, writers and practitioners and discussion being Western in
theme or origin. In order to move away from this Eurocentricity, there is the
need to look beyond the West for new epistemes to use as a basis.

Here is where India becomes a critical methodological resource. India’s lay-
ered colonial history displays the displacement of local epistemologies and
ways of knowing by Western colonisers, the effects of which are felt to this
day. This, combined with its remarkable cultural, linguistic and historic diver-
sity, means that Indian SF is uniquely positioned to produce the epistemically
alien design conditions this research requires. Suparno Banerjee in his book
Indian Science Fiction (2020) notes that India SF operates at this intersection
between inherited Western futures and locally rooted imaginaries, resulting
in a body of speculative work that neither wholly mirrors nor rejects Western
influence.

Indian SF, then, is not a variant of Western SF. This research explores Indian
SF as a distinct critical instrument because of this history of plurality, resis-
tance and displacement, and an invaluable source material for the epistemic
relocation this research concerns itself with.

The Research Question

The broad goal of this research may be phrased as such:

How can the within be
formalized into a reimagining the practice,
pedagogy, and purpose of design,

to its global, homogenized present?

This larger exploration will be guided more specifically by the following sub-
domains of inquiry:



How does “design” manifest within a narrative -- through
what specific objects, interfaces or systems? What does their cre-
ation imply about the world’s values and material practices?

What new forms of designer agency and expertise
are required for this world to function? What would be the profile of
its practitioner -- their education, tools, biases and professional time-
line?

How can a functional design brief be generated from with-
in this world's logic, using its own constraints (social, material, tempo-
ral) as creative parameters?

How can the core proposition of such a brief be materialized
- through prototype or scenario - to explore and critique its implica-
tions?
What does this process of speculative ex-
trapolation reveal about the limitations of current design frameworks
and the potential for more culturally specific practices?

These questions will be answered through a sequential investigation, working
on the basis of 3 foundation pillars which will be explicated in following chap-

ters: Science Fiction (SF), Speculative and Critical Design (SCD) and Ontologi-
cal Design (OD). This relationship can be seenin Fig 0.3.1.

Throughout this document, there will be an ongoing conversation between
the two broadest types of research and analysis that will be conducted (see
Fig 0.3.2 on the next page), namely inquiry in the space of the Narrative, where
we work, analyse and theorise specifically in and around the worlds of 3 se-
lected Science Fiction texts from the Indian subcontinent, and the Research
space, where we will ground and expand upon findings, theories and hypoth-

eses from the space of the Narrative in academic research in the fields of
Speculative and Critical Design.

The ultimate intention of this exploration is to create a framework which si-
multaneously performs two equally important functions:

Procedurally expands Indian science fiction narratives into sites for
critique through speculative design

Creates varied, unique and provocative contexts for designers, edu-
cators and students to develop the skill of inhabiting speculative real-

ities and designing for them through repetition and practise in varied
speculative scenarios.

With this, this research hopes to leave a re-traceable, well-reasoned path for

other, more talented designers to come to expand upon and contribute to the
corpus of native Indian SF and SCD.
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Partl Theory

Creating a framework to extend Indian SF narratives into design-
spaces for designers to practise SCD and contribute to the corpus
of Indian SCD starts with a solid theoretical foundation.

This first part, in the next 3 chapters, will speak to the 3 theoretical
cores to this framework:

1. Science Fiction
: 2. Speculative and Critical Design
Imaglne... 3. Ontological Design

Three Worlds This theoretical apparatus will be applied to a close reading and
. . breakdown of 3 Indian SF short stories to use as basis for developing
How Design Designs the world-inhabiting logic that will further be usedin the framework.



1.1 What is Science Fiction?

1.2 How Does it Work?

1.3 SF as a Critical Medium

1.4 Speculative and Critical Design
1.5 SFx SCD

1.6 The Indian Landscape

18
19
25
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w31
32

Chapter O1
Imagine...

Cognitive Estrangement and the
Speculative Lens

An exploration of Suvin's novum and Cognitive
Estrangement, and an introduction to Science Fiction
and Speculative and Critical Design as mediums of
changemaking.
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We are eternally driven to decrease that which we do not know and increase
the corpus of which we do, and part of this process of un-unknowing ! is a
stage of imagination, speculation, where we must, to various degrees de-
pending on the matter at hand, take a stab at anticipating what might be. As
Dunne & Raby (2013) so aptly put it:

“To be humanis to refuse to accept the given as given.”
(Dunne & Raby, 2013, p. 33)

Perhaps the biggest field of study that exists today, that concerns itself al-
most exclusively with this very need to reduce the unknown, to understand
the world in which we live, is science.

It is a little unnecessary to belabour the importance and ubiquity of science:
we see its effects all around us, in everything you see, touch and feel, that you
interact with throughout the day and indeed that you have interacted with
throughout your life no matter how old or young you may be.

The other piece of this puzzle that also requires mentioning but little in the
way of explaining, is fiction. Perhaps as ubiquitous in our everyday lives, and
arguably in mutual relationship with the aforementioned quest to discover
the unknown is the imagination of alternatives (at some level, to various de-
grees) to the history, present, future - our reality. Dunne & Raby (2013) re-
mark on this alternative-making aspect of fiction as

“not just for entertainment but for reflection, critique, provocation, and
inspiration ... we start with laws, ethics, political systems, social beliefs,
values, fears, and hopes .. these can be translated into material expres-
sions, embodied in material culture, becoming little bits of another world
that function as synecdoches.* (Dunne & Raby, 2013, p. 70)

1 as opposed to knowing, in that knowing is the positive increasing of what we know, where-
as here un-unknowing is very specifically the negative or decrease of that which we do not

know, which is very different.

What is Science Fiction?

Science Fiction, as one might imagine, is often considered the conceptual
marriage of these two great cornerstones of the human condition - the need
to understand more, and the need to imagine alternatives.

The term ‘Science Fiction’ likely conjures titles that have left their mark on
media and entertainment in the last century - most recent of which, as of the
time of writing - was Ryan Gosling’s hit Project Hail Mary (2026), based on the
book of the same name by Andy Weir (2021).

Though in terms of plain every day language, wherein most deliberation on
the genre occurs, this understanding of SF as science + fiction might prove
to be sufficient, it is not, in the academic sense, the full picture. The underlying
notion of technology, in settings and elements which (though fantastical and
more-than-now) at least appear to be grounded by reason (passed in the log-
ic of the narrative as science) is not entirely untrue. However, this idea misses
out on what the essence of the genre is, or why itis the way itis.

As such, prominent author Darko Suvin (1979) sees Science Fiction, which he
calls SF, as a more nuanced genre that necessarily provokes thought. As he
defines:

“SF is, then, a literary genre whose necessary and sufficient conditions
are the presence and interaction of estrangement and cognition, and
whose main formal device is an imaginative framework alternative to
the author’s empirical environment” (Suvin, 1979, p. 7-8)

An important difference to note between this and the notional understanding
of science + fiction, is that SF is inherently linked with the time of its creation.
This may also be true for other genres for other reasons, but in the case of SF
this has very particularly to do with estrangement, because what is consid-
ered strange is ultimately defined by what is considered normal.

A ‘science fiction’ story without any context of the time of it's creation, that
describes small handheld devices which allow instant communication all over
the world, this device facilitating a romance across the globe, would simulta-
neously be classified as a standard romance narrative in 2026, but some sort
of SF marvelin 1800.

This is simply because in 2026 we both know of romance and recognise the
mobile phone and we take it for granted. We see it as part of our ‘empirical




environment’ as Suvin says, and so it is looked past when viewing the nar-
rative. Viewers still recognise the phone as the medium of communi-
cation, the narrative device through which they observe the romance,
but unlike the 1800s, it is not at all estranging because it belongs to that
which is known, and ‘normal’.

Imagine now, how this same narrative may be perceived sitting in 1I800.
We are still familiar with romance, but we are not familiar with the de-
vice described in the narrative. A sort of magical device ~ that allows for
instant communication, even when the recipient is thousands of kilome-
tres away, as if they were face-to-face. Not just instant communication,
but voice (the former would be achieved to at least some degree later in
this century in the fax machine).

This element is not something we, as the 1800’s reader, can simply ig-
nore. What does the idea of such a device make us think of our reality?
We must wonder, how would our world look different if anyone could
talk to anyone, at any time, for little to no cost?

Returning to Suvin’s definition, from the perspective of the 1800s “, we
find all the necessary elements that constitute an SF narrative.

First, the ‘imaginative framework alternative to the author’s empirical
environment: The mobile instant communication device, that allows
for communication faster, cheaper and more directly than ever before
over long distances.

Second, the combination of ‘estrangement’ and ‘cognition”: the ques-
tions posed by the narrative that are almost unavoidable for the viewer
on their current condition.

How Does it Work?

We may therefore break down this formula for SF to two very important
terms for this research, both of which have been alluded to in the definition
above.

First is the novum - the ‘imaginative framework alternative’. As illustrated
above, the novum is a novelty, an event or element of a narrative that is nec-
essarily novel in effect from the perspective of reality at the time of creation,
specifically one that has a complete and inseparable impact on the world it is

Arthur C.Clarke’s Three
Laws of SF

2 Renowned British SF writer
Arthur C Clarke, known for
‘2001 A Space Odyssey’ and
‘Rendezvous with Rama’, came
up with ‘the 3 Laws of SF’'in his
essay “Hazards of Prophecy:
The Failure of Imagination”
(Clarke, 1973). They are:

1. When a distinguished but
elderly scientist states
that something is possible,
he is almost certainly
right. When he states that
something is impossible,
he is very probably wrong.
The only way of
discovering the limits of
the possible is to venture
a little way past them into
the impossible.

. Any sufficiently
advanced technology is
indistinguishable from
magic.

Fig 1.1.1 ‘Earthrise’. The Moon
Landing was contested as being
a hoax because people didn’t
believe it was possible.

The Author-Audience Relation

science.nasa.gov

8 As a note, simply because this will come up a few times this chapter, there is an inherent
relationship between author or creator and the audience they suppose at the time of their
creation. If | am writing a book in 1800, to be published in 1805, | am to the point of near-cer-
tainty writing with a certain demographic in mind (consciously or not so) present in 1805. It
is rare for a creator to explicitly create with future audiences in mind. Even cautionary tales,
tales for young audiences, are at most intended for the next generation — almost never for
those reading dozens, or even hundreds of years in the future. This is extremely import-
ant because that which is assumed to be known and that which is not is fundamentally de-
pendent on a specific delineation of knowledge of a reader, which thereby situates them in
some temporal and often even physical context.




placed in. As Suvin (1979) himself defines:

“A novum of cognitive innovation is a totalizing phenomenon or relation-
ship deviating from the author’s and implied reader’s norm of reality. “
(Suvin, 1979, p. 64)

Although Suvin popularized the term, it was originally adapted (in his words)
from Ernst Bloch (1959), who referred to the novum as the ‘unexpectedly
new’, a ‘not-yet-become’ (originally noch-nicht-sein) that is possible but not
yet realised, because the world is in a constant state of becoming.

Suvin's novum is similar in the sense that an SF novum is also a not-yet-be-
come. We must imagine the novum as a future which may or may not yet
come to pass, and as with all things that have not yet occurred there can nev-
er be a guarantee that the proposed novum shall never occur, only that the
degree of it yet existing at some future time may vary.

The second term to understand here is cognitive estrangement. Both parts
of the term here carry great weight towards the ultimate meaning of the ex-
pression. In Suvin's (1979) words:

“All cognition can become the subject matter of an estranged verbal
construction dealing with a particular quasi-human community treated

as an alternative history. " (Suvin, 1979, p. 44)

It is key to understand here that the underlying intention is to create distance
between the perceptor (the audience) and the perceived (the narrative). This
distance is created by making the perceived strange or un-ordinary to the
perceptor, and in doing so cognitive estrangement necessitates cognition, a
critical thinking or reflection on the part of the perceived perceptor (which
again, is in turn based on the time and intention of the narrative’s creation) of
their own reality.

This concept is situated in an intellectual lineage that begins with Victor Shk-
lovsky's (1917) concept of defamiliarization and Bertolt Brecht's (1936) Verfre-
mdungseffekt (alienation effect).

These earlier formulations, which coincide in their creation of critical distance
between the perceptor and the perceived, differ from estrangement in the
facet of cognition. In other words, Suvin (1979) insisted that estrangement
must be “cognitive”. It must allow for a rational comparison between the fic-
tional world and the reader’s normative assumptions. We may further under-
stand the totalising effect of the novum through a case study on the following
spread.

INFRASTRUCTURE
g
AFFECTS
AT
INTERFACE

Fig 1.2.1: The composition of a Novum

Own Work

22



23

Case Study

Ursula K. Le Guin’s

The Left Hand of
Darkness

This novel serves as an exemplary piece of SF literature in Suvin’s notion of
SF. Through a simple, compelling novum, which has a totalising effect on the
world of the narrative, there is a profound and unavailable estrangement per-
ceived cognitively.

Without delving much into the actual narrative, the story outlines a world,
Gethen, where the predominant beings do not have a fixed sex (ambisexual).
They remain in an androgynous state for most of the month, entering a brief
period of sexuality once a month, where each individual may adopt male or
female characteristics with no predisposition to eithen

With only this much information, and ignoring the rest of the conditions and
complexities of the narrative for simplicity’s sake, the questions that plague
the mind is this:

What would Earth in the modern time look like if humans were ambisex-
uals?

A second, derivative question would be:

Just how much is our world affected by sex (the gender type)?
Think for a second. Look around you. What objects, inventions, things would
not exist if humans were not overwhelming either male or female, and again
in the statistically typical sense, tended to stay that way from birth till death?
There are plenty of interesting tangents to go on here, but since those are not

strictly relevant for the research this reading will be sufficient only to illus-
trate the ‘totalising’ and ‘estranging’ effects of the novum.

modern society
A

r A

4l 1

r
P ——

] seX and Bﬁnder as concepts

=T’

Fig 1.2.2 Relevant XKCD Own Work

If humans were ambisexual as described in The Left Hand of Darkness, much of contempo-
rary society would be rendered unintelligible in its present form. With a little observation,
it becomes apparent that institutions that are traditionally structured in a gendered way
centered around reproductive asymmetry would require reconfiguration. These institu-
tions depend on the assumption that sex is stable across a lifespan. This stability and the
attributes ascribed to individuals on this basis has historically allowed for society to assign
predictable reproductive roles, distribute labour asymmetrically, organize filial structures
and encode authority through gendered hierarchies across generations, encoding what
was at once considered to be system optimisation into what has in modern times become
blind adherence to rules that were built for systems that no longer exist.

If this assumption of stable sex were to be withheld, long term role prediction and as a re-
sult stable gendered identity itself is impossible, and thus society must reorganize itself.
From this lens, we must acknowledge that the model of sex as a binary condition is beyond
biological distinction as a structuring condition for social intelligibility.

This entire process of reflection on our own reality is the essence of what a good cognitive-
ly estranging novum accomplishes.
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SF as a Critical Medium

Having understood what SF comprises, and the mechanism by which it oper-
ates, it becomes clear that SF is fundamentally a tool for critical reflection, to
the point of it being one of the genre’s reasons for existence. This argument
states that SF is fundamentally in seeking of an ideal, in the search for utopia.
This utopian orientation strikes at the critical heart of SF, for imagining a bet-
ter world is necessarily an indictment of the present.

“Beyond an undirected inquisitiveness .. this genre has always been
wedded to a hope of finding in the unknown the ideal environment, tribe,
state, intelligence, or other aspect of the Supreme Good (or to a fear of
and revulsion from its contrary).” (Suvin, 1979, p. 05)

The term for this not-yet-become more-than-now is utopia. Originally of
Thomas More (1518), the concept of utopia also speaks to the base drivers of
humankind. Notionally, utopia bridges the gap between some imperfect pres-
ent, and, in a casual relation to such a present, a more ideal future .

Just as SF has been determined to be deeply, fundamentally rooted in the
time and context of it's creation, so is utopia a specific commentary on the
reality it is conceived in. What is ideal, other than that which may be reasoned
from the first principles of human behaviour and drive, is very dependant on
perspective. Thus the idea of utopia, defined by Suvin (1979) as:

“Utopia is the verbal construction of a particular quasi human commu-
nity where sociopolitical institutions, norms, and individual relationships
are organized according to a more perfect principle than in the author’s
community” (Suvin, 1979, p. 49)

Key to this definition is the relationship between author and the context the
author is borne from; and the idea, which can only ever be defined in the neg-
ative of that context.
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Fig 1.3.1: Utopia and Dystopia through the Survivorship Bias Plane
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Case Study

Thomas More’s Gandhi’s

Swaraj

Utopia &

The aim of this comparison is to concretise the notion that utopia is a contex-
tual entity. The differences between the two utopias described here are be-
cause of the differences in the contexts from whence they arose as diagnos-
tic inversions of their respective societies.

At the time Thomas More wrote Utopia (1518), proto-capitalism had just be-
gun to organize the ownership of land in England. Private sheep pastures
displaced farmers, and these displaced, disgruntled individuals would turn
to petty crime, vagrancy and lawlessness. This is the motivation of Thomas
More'’s Utopia. The character Raphael Hytholdaeus famously comments that
where men measure all things by money,

“there it is scarcely possible for the commonwealth to have justice or
prosperity” (More, 1516, Book II)

This furthers More’s central premise, that private property is the origins of
all social evil. He refutes legal oppression, the idle nobility, and inhumane capi-
tal punishment - contrary to Tudor legislation, which idolised lawyers and the
nobility, and stood by hanging as a punishment for crime. In his paradise, the
Island of Utopia, private ownership is entirely abolished, collective labour is
regulated, differences in religion are tolerated and luxury and excess is elimi-
nated.

Over four centuries later, Gandhi proposed his utopia in the form of Hind
Swaraj (1909).

“Civilization is that mode of conduct which points out to man the path of
duty. Performance of duty and observance of morality are convertible
terms.. The Gujarati equivalent for civilization means ‘good conduct’”
(Gandhi, 1909, Ch.13)

For Gandhi, the enemy is the modern society that the British propagated as
the universal idea during the time of colonization. He refutes the railways as
a system despite their apparent upsides, claiming it was the railways which
also spread the bubonic plague. He also indicts the English legal system and
Western medicine with the core logic that the institutions that claimed to
cure were in fact only attempting to correct problems of their own creation.
On lawyers,

“‘My firm opinion is that the lawyers have enslaved India, have accentuat-
ed Hindu-Mahomedan dissensions and have confirmed English authori-
ty.” (Gandhi, 1909, Ch. 1)

Importantly, he notes that the English are mere carriers of the true evil, which
modern civilization itself carried by the railways all over India. This directly
mirrors More’s forgiveness of the criminals, instead indicting the rulers who
engineered the situation in the first place. His ideal world free of this evil is one
of self sufficiency, far away from the railways which bring the curse of mod-
ern civilisation. His ideals of independence and self-reliance that drive the po-
litical movements he is famous for themselves are utopic expressions.

Perhaps the biggest difference between the two imaginations is the form of
the ideal. More’s Utopia is an island — a physical Place. Gandhi’'s ideal, converse-
ly, is a Practice in Swaraij.

“It is Swaraj when we learn to rule ourselves. It is, therefore, in the palm
of our hands.” (Gandhi, 1909, Ch. 14)

This movement from utopia as a place to utopia as a set of ideals reflects
advancements in mass political agency in the four centuries that separate
the two, which only further cements the futuring of utopias as rooted in the
space-time of creation.

A utopia is always written in two parallel documents that lay over each other
- what is said, and what consequently is unsaid, and it is for the reader to dis-
tinguish the two. One is the vision of the good that is described, and the other,
the implicit, is the present tense that future critiques. The anchoring of space-
time is evident in More’s Island and its reflection of Tudor England, and Gand-
hi's Swaraj reflecting the burdens of colonial India. A utopia is only positive at
the highest level. Beyond that it is a work of critique above all else.
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Speculative & Critical Design

The aspect of speculation as it exists in SF can be applied in the same way to
other fields of practice. The principle of the thing, thatis to imagine what might
be and more specifically what is wanted to be is just as much something that
can be practiced through design as it may economics or theoretical physics.

In design, which to recall the words of Papanek (1985) is “basic to all human
activity”, speculation serves a crucial role, the intersection of the two in fact
creating a dedicated branch of practice called Speculative Design.

In their 2013 book Speculative Everything, Dunne & Raby outline the gener-
al boundaries for Speculative Design in what they call the A/B manifesto (Fig
1.4.1), a simple list of things that speculative design might aim for (column B)
versus what is ‘traditional’ (column A).

Alongside Speculative Design, which concerns itself with speculation, lay two
deeply affiliated sister streams of practice: Discursive Design, which aims to
invoke conversation and debate, to make a statement; and Critical Design,
which specially aims to challenge convention - not necessarily in a negative
sense as Dunne & Raby are quick to point out. As one might imagine, there
is noticeable overlap in these definitions, as seen in Fig 1.4.2. Although there
are differences in technicality, all three terms orbit around a central kernel of
truth-seeking, or the need to -- through design -- uncover what is real.

A key difference to note between the duo of discursive and critical design on
speculative design is that when speculating, the end result is not clear. In the
case of a counterfactual such as “What if Hitler won World War II?”, the an-
swer here is not known at the beginning of inquiry. As opposed to DD, where
the subject of discussion is known beforehand, the nuances of our reality that
SD may illuminate are not known at the time of genesis.

Because of the inherently critical nature of speculation, the combinatori-
al term SCD, referring to Speculative and Critical design is also gaining cre-
dence (Johannessen, 2018).

This research, when referring to design, shall be referring to these fields un-
less explicitly otherwise mentioned. This is important to note because central
to all three is an argument which goes against the basal tenet of feasibility
that much of modern production-related design holds in high esteem.

Most of what this research outlines can only be digested if the grip on feasibil-

A

Affirmative Problem solving
Provides answers Design for
production Design as solution
In the service of industry
Fictional functions For how the
world is Change the world to
suit us Science fiction Futures
The “real” real Narratives of
production Applications Fun
Innovation Concept design
Consumer Makes us buy
Ergonomics User-friendliness
Process

Fig 1.4.1: The A/B Manifesto
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ity and practicality is loosened - this does not mean that the work described
in this research is fantasy, only that in the opinion of this research the facts of
today should not limit the possibilities of tomorrow.

In Speculative Everything (2013), Dunne & Raby also outline some tools to op-
erationalise design in speculation. To summarise, they mention:

In the same line of thinking mentioned earlier, fic-
tional worlds are inherently speculative (how might this be) , and as
such have the potential to form sites for design. Of particular interest
in their estimation is the use of the ideas in the background, and not
so much the story or plot themselves.

Including Reductio Ad Absurdum (simplifica-
tion until the point of absurdity) and Counterfactuals (instead of that
what if this happened), thought experiments are abstractions that
allow speculation with one or few variables, typically meant to think
about particular issues in isolation.

Although related to counterfactuals (and by extension
thought experiments), “What-If"s are more forward looking, allowing
a narrative to be pared down to simply explore anidea. In their words,
“They unpick where, why, and how things could break down or go
wrong”

This projectin particular aims to expand upon the notion of the fictional narra-
tive as a site for design - using the world of the speculative SF as a launchpad
for designers to inhabit and produce SCD.

SF xSCD

There is a link to be made then, between the site of Science Fiction and the
methodology of Speculative and Critical Design. This research positions SF as
a critical medium for SCD.

Speculative worldbuilding inherently encodes perception of the world we live
in. Worldbuilding boils down to what is in essence a set of conditions and con-
straints in which the plot must take place. Effort is typically made to make this
new with the frame of reference of our present, and in doing so the systems
described must inherently resultin problems and causal loops that do not ex-
istin our reality, which in turn provides new sites for design.

It stands to reason that the perceptions of the world we live in upon which we
speculate are themselves a byproduct of our context, perhaps most import-

ant of which is our geography. Suparno Banerjee in his book Indian Science
Fiction (2019), furthers this claim:

“Space, as is plainly visible from these opening lines, is as important for
the author as time in its role in situating SF: colonial and postcolonial as
well as utopian and dystopian space. * (Banerjee, 2020, p. 129)

From this reasoning this research further posits Indian SF specifically as are-
flection of the unique empirical environment of the region, one of a post-colo-
nial, non-Western empirical environment, which means the design conditions
it reveals are structurally variegated when compared to those of Western
SCD. By inhabiting these narratives, we hope these native design logics will be
greater exposed and provide unique context for downstream designing.

The Indian Landscape

Language plays an integral role in our understanding of abstract concepts. In
India, the complexities of having these differences in lingual logic are made ap-
parent, even with the terms just established in this chapter. Suparno Baner-
jee comments on these difference in his book Indian Science Fiction (2020),
where he discusses the discourse around the definition of SF, which in ver-
nacular languages roughly translates to English as ‘stories of imagined sci-
ence’ (Banerjee, 2020).

He specifically mentions the debate around the translation of ‘science’ to ‘vi-
jnana’, where there are cultural nuances regarding what exactly is referred
to as science .

As Banerjee discusses citing Hans Harder, this friction is in part caused by
“the proximity of modern techno-science to the industrialised West

that invaded India, and the association of religion and philosophy to the
pre-colonial native culture .. the word ‘science’ becomes integral to the



conception of European colonisers and their technologies, while ‘vi-
jnana’ retains a looser association with a set of cognitive functions from
older Hindu-Buddhist philosophical traditions” {Banerjee, 2020, p. 06)

The structural differences Indian SF displays go beyond the hermeneutical
barrier of language. In Banerjee's (2020) estimation, Indian SF has emerged
from the collision of British colonial education and indigenous Vedic and Bud-
dhist science, philosophy and mythology. This relationship is still dynamic and
growing, in his words:

*an evolving relationship between Indian culture and modernity and sci-
ence will inevitably alter the way that SF is conceived in India “ (Banerjee,
2020, p. 07)

Banerjee (2020) identifies the first entry to the formal Indian SF canon as
Kylas Chunder Dutt’s ‘A Journal of Forty-Eight Hours of the Year 1945’ from
1835, which actually places the start of the Indian SF discussion 30 years be-
fore Jules Verne’s first novel, Five Weeks in a Balloon, published in 1863. The
Indian SF tradition, one of the oldest non-Western canons (Banerjee, 2020),
has had a colourful history since. In the modern era, Indian SF has created
such prominent writers as Vandana Singh and Anil Menon in the English-lan-
guage literature space. Tarun K. Saint’'s “The Gollancz Book of South Asian
SF”" (2019, 2021) brings over 60 local SF stories to the fore over two volumes.
There have been also forays into cinema, with Shah Rukh Khan’s Ra.One (2011),
Aamir Khan's PK (2014) and more recently the star-studded Kalki: 2898 AD
(2024). As with other popular “SF” titles as discussed early in this chapter,
these may extend more into fantasy with notionally SF elements than pure
SF work like the writings of Vandana Singh, however they still mark important
milestones in the gradual acceptance of SF into mass-appeal in India.

The Indian SCD scene is sparse in comparison. Arturo Escobar brings atten-
tion to the broader concern of sparse non-Western design epistemologies in
Designs for the Pluriverse (2018). He argues that design has operated as an
ontologically colonial practice assuming the Western canon as universal.

As aformalised design practice, SCD appears relatively underdeveloped in In-
dia, appearing in places through pockets of pedagogy. CEPT University offers
speculative design studios, architecture under Shikha Parmar (CEPT, n.d) and
product design under Ankita Trivedi (CEPT, n.d.) and smaller studios IIT IDC.
There also exist independent firms such as The Living Midnight (The Living
Midnight, n.d.), Superflux (Indian founder, based in the UK) (Superflux, n.d.).

Overall, there exists not as consolidated disciplinary discourse as seen in the
West. This project aims to contribute to this consolidation of Indian SCD.
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One of the foundational understandings of this research is that we must at-
tempt to retain the variety in our imaginations of what is referred to in the
first chapter as what might come to be.

It would be against our collective interests to homogenize our imaginations,
and one of the ways we can, in the present day, try to understand and retain
this texture of plurality is by looking more specifically at those visions or imag-
inations of the future have been produced within the locality of this research,
i.e. within the Indian subcontinent.

In this research, the SF narrative is being considered the source for these
imaginations of the future. Beside the analytical effects of SF as a genre, it
is further noted that by nature a narrative defines an environment, the out-
side-of-characten, and this environment is what is actually being explored in
this section.

The details that are necessary to define the environment of a narrative involve
innumerable ‘design decisions’ — whether knowingly or not so the author is
deciding fashion, culture, language, tradition, society. In doing so, no matter
how unknowingly, the author is referring to their worldview, of what is con-
sidered normal and how they perceive the world to operate. One of the lar-
get factors that impacts this worldview is geography — which affects climate,
food, fashion, culture, social structures, religion. The regional context of the
author is thus integral in understanding their narrative, and this information
should carry over to the design done in their story-worlds.

Corpus Selection

The Indian SF landscape is one which has only recently begun to be seriously
mapped. This means there is not, as of yet, as comprehensive a genealogy
as is available for Western SF. There have been attempts, such as Banerjee
(2020) in Indian Science Fiction, but in his own words, it is a process that is still
underway.

Selecting the few stories this research has the scope to cover from the en-
tire field of Indian SF literature was a large task, one made simpler by the con-
sideration of 3 anthologies specifically:

The Gollancz Book of South Asian Science Fiction, Vol. 1 (2019) and
Vol. 2 (2021)

2. The Blaft Book of Anti Caste SF (2024)

3. Multispecies Cities: Solarpuk Urban Futures (2021)

All three anthologies were read comprehensively, but there was a clear dis-
tinction in terms of which should be used for this research.

The Blaft Book of Anti Caste SF (2024) is a collection which explicitly pre-fil-
ters on works that address caste and anti-caste voice as an act of political
correction. This precludes it from this research because the selection crite-
ria is not formal but ideological. The stories are not chosen because of their
quality as SF, but rather in terms of what they argue. In their words:

“South Asian futurism can be a hugely flattening term that doesn’t en-
gage with the realities of social structures in the subcontinent * (Samuel,
2024,p.01)

Multispecies Cities (2021) suffers from much of the same concern of overly
ideological framing. The specific editorial focus is on narratives that discuss
more-than-human kinship in the solarpunk urban setting.

With both of these collections, the strong thematic focus means they are not
representative but more niche or nuanced. For the purposes of this frame-
work, where the formal elements of the narratives being thematically varied
is important, these collections were not ideal.

Tarun K. Saint’s The Gollancz Book of South Asian Science Fiction, Volume 1
(2019) and Volume 2 (2021) on the other hand, fulfill this criterion. Between
the two they cover 60 short stories by authors from the Indian subcontinent.




According to Saint, the anthologies were created as a critical act, in specific
response to

*a sense of disturbance with the situation in contemporary South Asia”
(Saint, 2019, p. 25)

Their selection criteria strikes a good balance of being genre-faithful, as in
Saint’s words

“not including retold mythology, mytho-fantasy and out-and-out fanta-
sy..Those that used science fiction as a prop in genres such as romance
or mystery were left out” (Saint, 2019, p. 25)

While at the same time not imposing any thematic restriction within SF. Tarun
explicitly frames these anthologies as a mapping exercise for the field, which
for the purpose of this research makes it the most methodologically appro-
priate corpus available from which to draw narratives for analysis.

Analysis & Assessment

There are two layers of refinement we must go through in order to define our
particular three sites of inquiry for the purposes of research.

First, we must define a framework or topology for the three final narratives,
whatever they may be. They must exist in some relation to each other, sit in
different positions across some spectrum so as to capture the widest possi-
ble gamut in our further explorations.

The Futures Cone, first proposed by Voros (2003), offers such a taxonomy
for us to use (Fig. 2.2.1). The aim of this model is to categorise all possible fu-
ture events in terms of how likely they are to come to fruition. It operates on
three broad levels, moving from most to least likely:

The futures that WILL come to pass, ceteris paribus. Eg:

“The next elected PM of India will almost definitely be an Indian citi-

zen”,

These futures have a high likelihood of occurring, but their

occurrence can only be said with confidence, not certainty. Eg: “The
next elected PM of India will quite likely be a male”.,

The futures may come to pass, but are not very likely. Eg:

“The next elected PM of India may be a woman”.

Now
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Fig 2.2.1: The Futures Cone
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The futures which on paper are technically able-to-happen,
but the odds range from unlikely to staggeringly improbable (but still
possible). Eg: “The next elected PM of India CAN be non-binary”.

The hidden cone, the one where changemaking operates, is a cone of pref-
erable futures, or the futures that we wish to bring into existence. The exact
placement of this cone is one of some debate. In Dunne & Raby's (2013) esti-
mation, the preferable exists overlapping with probable and plausible. How-
evern, there is the argument that this cone of futures we as a species will to
come to pass should also extend past the plausible into the possible =, i.e. the
cone of the preferable should overlap with the probable, encompass the plau-
sible, and finally overlap with the possible. This difference is major in that it tells
us, in a sense, how much we dare hope for.

This structure can be useful for to compare the futures portrayed in the se-
lected narratives. One for the probable, the plausible and the possible indicate
the widest possible spread of imagination within our selection.

Second, there must be, based on the spectrum the narratives are situated
on, a way to empirically assess the corpus of selected narratives (60+ across
Gollancz’s books 1&62) to determine those that best suit our needs.

The first step here is to categorise the narratives in three large groups. We
can do this by mapping them to the PPP model. We can then assess all three
groups within themselves, and pick the highest score for each. This can be
seeninFig22.2-.

For a given group, each narrative must then be assessed to determine the
most suitable candidate. To give an overview of the scoring process:

How distinct, compelling and powerful are the network
of nova of the story?

PROBABLE

A Visit teo Partition
Horld The Other Side The
Last Tiger The Narrative
of Naushirwan Shavaksha
Sheikh Chilli Looking Up
Reunion The Zoo

Almost Human Looney ka
labadla The Crossing
Confessor Malini The
Arrival of the New World

INCREASING ESTRANGEMENT

PLAUSIBLE

Stealing the Sea The Sea
Sings at Night The Man
Who Turned into Gandhi
MIrror-rorriM Flexi-Time
15004 The Goddess
Project And Now His
Lordship is Laughing The
Maker of Memorials The
Glow-1in-the-Dark-Girls
Dimensions of Life Under
Fascism Goodbye is the

POSSIBLE

Planet of Terror

70 Years Atter 70
Years After Partition
Dreaming of the Cool
Green River Why the War
Ended The Beneficient
Brahma A Night with the
Joking Clown Ananda We
Were Never Here Ihe
Traveler The Pain
Merchant The Song of Ice

Shape of a Palnm Paley's Watch Gift of
Elsewhere The List A the Angels A Different
Species of Least Concern Sea Champollion's Foot
The Diamond Library Resurruction Points

Biryani Bagh The Midas
Touch Bring Your Own
Spoon

Fig 2.2.2: Sorting stories into PPP groups Own Work

Preferred Goes Beyond Plausible

2 On December 08, 1903, The New York Times declared flight to be impossible (The New
York Times, 1903), and that humanity is millenia away from achieving freedom from gravity.
It can summarily be agreed that from this perspective, the general consensus would have
been that human flight was firmly excluded from the cone of the plausible, in fact argument
could be made that until it was done most thought it was impossible, not simply implausible.
Yet flight was achieved not 9 days later, on the 17th of December, 1903 by the Wright broth-
ers (Smithsonian Institution, n.d.). So what is preferred (for a more modern example take
the goal to prevent global warming from worsening) should not be precluded because of it
potentially being implausible.
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How directly are designed systems or arti-
facts implicated in the speculation itself?
How fleshed out are the interplay of systems that
make the world immersive and real?
In what ways is society set up differently,
and to what end does it critique our reality?

The scoring was implemented as a weighted sum where each eligible story
was attributed “High”, “Medium” or “Low" (and attributed 3,2,1 respectively) in
each scoring category.

The scoring was also done taking into account that SF is inherently linked to
the space-time of its creation -- the description of man on the moon will be
considered an estranging novum if the story is from 1900 vs. from 2000 “.

The scoring reveals some interesting observation. Note the category with the
highest score is “Social Architecture” with an average of ~2 out of 3, while the
lowest average is Degree of Design with ~0.8 out of 3. This speaks to Supar-
no Banerjee’s (2020) observation that the focus of Indian SF is on the social
commentary.

After looking at each bucket through the lens of these criteria, there were
three that prevailed (Fig 2.2.3). Within each of these story worlds, there will

be a breakdown of novum and plot in two parts, one in this chapter and one in
the next.

1. The Ministry of Relevance by Arjun R. Gaind as the Probable - set in a
near future Mumbai (~2039), MoR describes an near-dictatorial gov-
ernment that uncannily resembles the behaviour we see in news head-
lines today.

Shit Flower by Anil Menon as the Plausible - also set in Mumbai, but in a
further, much more optimistic future (~2089). SF introduces far more
outlandish technology, that technically could come to pass, though un-
likely.

The Diamond Library by Navin Weeraratne as the Possible - Vaguely
setin the Deccan region of India but tens of thousands of years in the fu-
ture, TDL provides a vision of the future that is entirely untethered from
reality (but again, it is impossible to define the possible with such a long
timeframe).

For the visualisation of the three story worlds, one of the first steps of the
process was to extricate each world's visual logic. The process for this can
be seen in the Appendix (pg. 183).

TWe sy Nowm  Degeeofdeion  Molbudng  SeclAchiecuwre  sum

Planet of Terror Plausible 1 1 1 0 9
Inspector Matadeen on the Moon Probable 1 1 1 3 12
The Sea Sings at Night Possible 2 0 1 1 11
The 22nd Century Probable 2 1 2 1 16
Shit Flower Plausible 3 3 3 2 29
The Man Who Turned into Gandhi Possible 2 0 2 2 14
70 Years After 70 Years After Partition Plausible 1 0 1 1 7
A Visit to Partition World Probable 2 2 1 2 18
Dreaming of the Cool Green River Plausible 2 2 2 2 20
Mirror-rorriM Possible 3 1 2 1 20
Flexi-Time Possible 2 1 2 2 17
The Other Side Probable 0 0 2 3 7
Why the War Ended Plausible 2 1) 1 1 1
The Beneficient Brahma Plausible 2 l 0 0 1
The Goddess Project Possible 2 1 2 3 18
The Last Tiger Probable 1 1] 1 2 8
A Night with the Joking Clown Plausible 2 1 1 1 14
Ananda Plausible 2 1 2 1 16
We Were Never Here Plausible 1 0 1 3 9
The Narrative of Naushirwan Shavaksha Probable 1 0 2 2 10
Looking Up Probable 1 1 1 2 11
Reunion Probable il 0 2 3 11
And Now His Lordship is Laughing Possible 1 0 1 2 8
The Traveler Plausible 1 0 2 2 10
The Maker of Memorials Possible 2 0 2 2 14
The Glow-in-the-Dark-Girls Possible 3 1 2 3 22
The Pain Merchant Plausible 2 1 1 2 15
The Ministry of Relevance Probable 3 3 2 2 27
Dimensions of Life Under Fascism Possible 2 0 1 3 13
The Song of Ice Plausible 2 0 2 2 14
Goodbye is the Shape of a Palm Possible 2 3 2 1 22
Almost Human Probable 1 2 2 2 16
Looney ka Tabadla Probable 1 0 1 2 8
Paley's Watch Plausible 2 1 1 1 14
Elsewhere Possible 2 1 2 3 18
Gift of the Angels Plausible 2 1 2 2 17
A Different Sea Plausible 1 1 3 3 16
The List Possible 2 1 3 2 19
The Crossing Probable 1 0 2 3 11
A Species of Least Concern Possible 2 1 2 2 17
Champollion's Foot Plausible 2 1 2 2 17
Resurruction Points Plausible 2 0 2 3 15
Confessor Probable 1 1 1 3 12
Biryani Bagh Plausible 1 0 1 3 9
Malini Probable 2 1 1 3 16
The Midas Touch Plausible 1 0 1 2 8
The Diamond Library Possible al g & 2 29
Bring Your Own Spoon Plausible 2 1 3 2 19
Fig 2.2.3: Tabulated Results [Abridged] Own Work

4 This was not done in a precise manner, but by subjectively understand the intention of the
novum. For example, ‘Why the War Ended’ describes an alternate timeline where Martians
use bioweapons to eradicate humanity during World War II. This is considered ‘plausible’
because the novum is taken irrespective of the timeframe of the story (that WWII already
happened) -- it is plausible that alien life exists and for interstellar life capable of travelling
planets, eradicating humanity using bioweapons (which we can already do to ourselves) is
not hard to imagine.
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2.3 The Ministry of
Relevance

Arjun R. Gaind

2.3.1Plot Summary

Mumbai Prime, ~2039

A near-future Mumbai ruled by a nigh-dictatorial autocrat, to whom compli-
ance is the measure of virtue. To mark his rule, he erected a 900 story tower
called The Locus, which watches over the city as a symbol of the oppressive
government. Recent amongst the anti-public government measures is the
‘Relevance Score’, a comprehensive battery of tests which measure a citi-
zen’s purported ‘relevance to society’ through a combination of pseudoscien-
tific assessments.

The protagonist, an unremarkable author-turned-gossip blog writer called
Bhaskar, is summoned to The Locus for his Relevance Score Assessment. He
undergoes a battery of tests which unbeknownst to him he was doomed to
fail, only to find that he is grossly under the minimum allowed score. Those
with Relevance Scores too low (Bhaskar no exception), are whisked away to
internment camps, where Bhaskar makes a narrow escape due to the gal-
lant self-sacrifice of another inmate. He returns hope worried for his wife and
child, only to find it was his wife who reported him to the Government.

2.3.2 Plot &§ Novum Analysis

It becomes apparent, reading the narrative, that the flow of events in the sto-
ry is not so much a rollercoaster with ups and downs as they are a sled down
a steep hill. As seen in Fig 2.3.1, the world is almost deterministic after Bhas-
kar elects to go to The Locus. This is not a literary analysis, but this feeling of
helplessness that the narrative conveys is supported by, and relates with the
world set in the backdrop of the narrative.
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The way in which MoR elects to elicit this feeling of a calculative, merciless sys-
tem is through the primary novum of the Relevance Score and by extension
the governing body itself. Repeatedly over the course of the story, the reader
is told that all that is happening is in accordance with the wishes of ‘The Great
Leader’, The Relevance Score is just one of the various manifestations of this
autocratic will (the other being the Locus). The criteria described in the story
are barely rational, and it becomes apparent that the entire system, including
the Relevance Score, is simply a way for the ‘Great Leader’ to force the sto-
ry-world to submit to his inclinations. MoR is a world where individuality and
democracy are fundamentally refuted.

The other important symbol of autocratic will seen in the story is The Locus,
A 900 story tower, the Locus is a symbol more than a building that can even
be pictured (for reference, the Burj Khalifa is 163 stories). It is even described
to have what is essentially a Panopticon effect - the feeling it exudes to all citi-
zens is that they are being watched at all times.

The Locus is further described to be made possible by the elimination of slow,
expensive, inefficient human workers, which have instead been replaced by
automatons, screen-faced robots which carry out testing, manage the citi-
zens and maintain order.

There is another novum however, which operates in the backdrop. ‘The Vir-
tuality’, as it is described, is a virtual internet driven entirely through a neural
interface. It is described to have eliminated the need for books at its incep-
tion, and how it has how become the de facto method of communication and
home of the second-self, much as the regular internet is today.

2.3.3 Worid as a Design
Environment

The story world of the Ministry of Relevance is bleak but, as fitting for the sto-
ry in the ‘probable’ future, it is not immersion breaking in its unreality. There
are technological advancements, but nothing which cannot be envisioned as
achievable in the next 15 years.

The decision-maker of MoR is clearly stated to be the ‘Great Leader’. All that
happens is so in accordance with his will, and those who do not submit will be
made to do so forcibly. The physicality of the world is deeply impacted by this.
The infrastructure we see is all state-owned, though corporates are alluded
to as profiteers of The Virtuality. Even there, the government pulls records
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and surveils citizens. Nothing in this world is outside of the sphere of influence
of the Great Leaden.

Socially, the world of MoR is described to be even more cutthroat than the
world of today. Because the Great Leader has engineered daily life to be a
test, citizens are geared to look at life as a structured examination, and act
accordingly in ways that will advance them. The Relevance Score is totalising
in this aspect that it becomes a placeholder for any and all social standing.

Epistemologically, what counts as knowledge is also in the hands of the ‘Great
Leader’. A good outcome is that which advances his will, and is even consid-
ered progress is also decided by him. This is most clearly seen in the nar-
rative when Bhaskar gets his education evaluated, only to learn his degree
from Yale will be considered inadmissible because it was obtained outside the
Great Leader’s canon and sphere of control.

As a design environment then, MoR seems to be entirely located around the
wills and wishes of The Great Leader and his idea of development which re-
wards conformity and punishes deviation from the norm,
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2.4 Shit Flower

Anil Menon

2.4.1 Plot Summary

Mumbai, 2089

Further in the future now, the Mumbai of Shit Flower is fundamentally shaped
by its theocratic ‘Temple City’ structure and more importantly by the devel-
opment of immortality and the resultant invention of the Sensorium, a sort
of brain-machine-interface that allows citizens to undergo identity swaps and
much more. This undying population is supported by an army of machines,
which are all conscious due to advancements in security technology granting
them a sense of self and humour.

Here the protagonist, Simon, is called upon by the municipal commissioner to
fix the conscious Sewer Gate Controller machines he invented 50 years ago
(called God of Shit or G.O.S, inf. GOOSE, pl. GEESE) that malfunctioned due to
a software version of an autoimmune disease. Through nonlinear storytelling,
he recounts his dead wife, Radha, who worked on the immortality project and
who he misses very much. Over the course of the story, he grows close to
the municipal governor, a woman named Ada who reminds him of his wife be-
fore she died. The story ends with the eventual resolution of the G.O.S failure
situation, and with him reconciling with the death of his wife.

2.4.2 Plot & Novum Analysis

Shit Flower is defined by the narrative switching through which the story
is told. Though this is itself a literary device, it sequences the events of the
story-world in a way where changes to the environment (and by extension
design environment) are clear. Fig 2.4.1 shows this structure by placing the
chronologies of the past and present side by side, allowing for the switches
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that take place over the course of the narrative to be made more apparent.

The nonlinear and unorthodox storytelling further makes its way into the sto-
ry itself. Perhaps the greatest of the nova in the story is that of immortality, if
only for its immense repercussions on the story-world.

Although the exact causal relationship is uncertain, immortality does seem
to be linked to the next totalising novum, the Sensorium. A brain-computer
interface a bit like MoR Virtuality, the Sensorium differentiates itself in that it
appears to be much more integrated with the stream of human conscious-
ness. Apart from being a conduit from the brain to the internet, it also acts
as a control centre for both the human body and the devices that surround
us, a bit like plugging a smart thermostat to the central cooling system. Con-
sequently, the Sensorium also helps mediate interhuman conflict and resolve
religious differences, meaning religious plurality as a concept is born. This in
turn informs the organisation of the city. The Mumbai of 2089 Shit Flower de-
scribes is a “Temple City’, where the administrative unit is a central religious
institution taking care of the surrounding area.

Also downstream of the Sensorium’s effects is the question the immortal hu-
man asks of themselves - is it necessary to be the same person eternally?
The solution in the story world is simple, people may elect to transition into
new identities, to take new personas and to free themselves of the burdens
of their old life. From an external perspective, this looks remarkably similar to
dying, because the memories of the past life are not carried forward.

Precursor to the identity swapping of humans, however, was the develop-
ment of ‘consciousness’ for the nonhuman entities supporting the burgeon-
ing population. Advancements in security necessitates systems to have their
own sense of self and of humour. This can be seen as a form of Artificial Intelli-
gence (and perhaps it should), but there is an ill-defined more human qualia to
the consciousness described in the story.

2.4.3 World as a Design
Environment

As opposed to MoR, Shit Flower requires far greater suspension of disbelief
to make sense of. The timeframe is long enough that the changes described
don’t seem impossible, but nevertheless they seem alien to the world of to-
day, and unimaginable to occur in the near future.
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Materially, the story-world here is much more plural and democratic in terms

of physicality. Although the defining events of the world are set into motion by s* ] ? FLO[/\]EP piae - -
‘ . . . . . . [ ] Menon
the 'novum cascade’ following Immortality, there is no notion that Antakrish
(the company which invented the Immortality Procedure) is in control of ev-
erything. Physical space themselves are not described much in the story, ——— e e
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2.5 The Diamond
Library

Navin Weeraratne

2.5.1Plot Summary

The Library, ~30,000 CE

Far in the future, Earth has been scarred by a global war sparked by a dev-
astating climate crisis. As a result, humanity has had to burrow into under-
ground settlements (an event called ‘the Great Retreat’) where environmen-
tal carbon has been sequestered to create ‘Libraries’ where the corpus of
human knowledge has been stored, alongside humanity themselves.

The protagonist in this story is a nameless ‘Enforcer’, part of ‘Enforcement
and Returns’ which is the policing force of The Library. The story starts with
him chasing down a ‘storyteller’ who spreads misinformation amongst the
common people in the slums of The Library. He takes a book from him, which
he dismisses to be blasphemy. Reading it, however, left an impression on him,
and he submits it to the Library, only for it to disappear from the records. He
investigates, only to find out the leader of the library, Grand Librarian Guha,
was the one taking the books away. He confronts Guha, only to learn the ulti-
mate truth - that the reality he was living in is a simulation - the Great Retreat
was a failure and instead humanity was ensnared into a Matrix-like simulation
in large bacterial growths underground, and watched over by now inscruta-
ble entities called the Transcendents (of which Guha was one). The story ends
with him being kicked out of the simulation.

2.5.2 Plot & Novum Analysis

For The Diamond Library, the narrative is in the macro sense a series of nest-
ing loops of the truth, with the reader discovering the world and understand-
ing the setting as the protagonist zeroes in on the truth of his existence and
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world, visible in Fig 2.5.1. This journey is not necessarily intended or conscious,
but The Enforcer find himself on it, unable to stop going deeper and deeper
until it is too late.

Picking out nova for TDL is different than with the other two stories. This is
primarily because of how much further in the future the story-world is set,
in such alien a setting that individual nova muddle together to create a larg-
er and deeper estranging force than possible from an individual novum. The
sequence of events in the story-world history which resulted in the forma-
tion of The Library, in conjunction with the Library itself as a solution to the
climate crisis are perhaps the first novum cluster that bear unpacking. A cru-
cial detail mentioned in the narrative is that the environment of The Library,
and in fact even the simulation it was revealed to be, were not constructed
for the timeframe they ended up existing for. This is an interesting qualia of a
designed object far outliving its intended operating period.

There are, of course, several smaller nova that exist as a result of the Library,
such as the terminal system used to interface with the Library Catalogue, the
technologies used to manufacture using the sequestered carbon, as well as
an ill-defined fabrication technology called the manufactorum.

Another from this central node novum is the Transcendents that manage the
simulation. Because of the longer-than expected timeframe, the Transcen-
dents, which were originally created as orchestrators of the simulation, grew
to evolve beyond their original form, just as The Library itself had.

2.5.3 World as a Design
Environment

The Diamond Library is one of the most speculative works in the entirety of
the Gollancz anthology. The several thousands of years that exist as a buffer
between our present and the story-world remove all assumptive powers the
reader may typically possess. At this time period, finding recognisable things
is more surprising than unfamiliar — at least that is what would be expected.

However, in the story-world, though not resembling the present in any sense,
there is not the degree of unfamiliarity the reasoning above might predict.
This is explained in the story — the simulation is not a knowledge seeking and
forward-looking civilisation like our own. It is, by virtue of being a simulation, a
very carefully controlled environment of sustainment — one which only aims
to persist, not grow. That this is surprising is perhaps itself an indictment of
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our internalised perma-growth mindset.

The fact that the story-world is this controlled simulation also explains the
physicality of what we see described in the narrative.

Despite being such a speculative material as sequestered environmental car-
bon, all descriptions portray the touchpoints of the world as we would expect
them to be (in the tactile sense) the same as our current reality. Perhaps the
sole exception to this is the diamond statue of the Buddha described, simply
because so much as such a rare mineral may be hard to imagine probable
(though it is clearly possible).

Socially, the world of TDL is, within the simulation, closer to the city of today
than one might expect. The Library Slums hold society’s undesirables, a con-
trolled area of unrest manufactured to keep the people obedient and cater
to the desires of the aristocracy, and a defined policing system, administra-
tion etc. Not much is described of a social order, but there is no evidence the
social order is any different in the story-world than one would expect of any
human civilization. The existence of other civilisations outside the Library is
debated (as it is in reality).

Epistemologically, the world of TDL is far stricter and more defined. The can-
on of the story-world is, officially speaking, strictly defined by The Library. In-
formation from outside the Library is considered incorrect and treasonous
to possess. The informal knowledge systems of the world live in the Slums,
where storytellers and dancers attempt to spread the word of life outside the
library, and of falsehoods in the history they believe Guha's Library is propa-
gating.

The design environment of TDL is one that focuses around managing worl-
dview as an instrument of control, and specifically focuses on truth and un-
truth.
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2.6 Reflection

| loved reading the stories, but | quite dislike representation, so it was a bit of
a slog to get through in the limited time we had for this part of the process.
Despite this, it must be said that the act of coming up with a visual form for
each plot is a process which necessitates understanding the gestalt of each
story, which is a level of understanding of the narrative structure | would've
been lucky to reach otherwise. This sort of understanding through designiis a
method quite starkly disparate from typical literary analysis. Rather than un-
derstanding the nature of a thing by seeing in what order and of what type
words are placed in sentences and phrases, an understanding is gained by
visualizing the entire form of the narrative, almost leaning in the act of trans-
lating from textual to visual. It's important to note that by visual | do not mean
vivid illustrations and complex iconography (although those would also
achieve this same effect). There is a great deal of difference between the cor-
pus of information and how it is represented. The representation of a thing is
in a sense always a subset of that thing, but in the act of representation the
subset it takes is itself transformed into something new.

You may notice some of the plot diagrams have several chunks or smaller
bits of text, many of which you may not be bothered to read. Even if you don’t,
the arrangement of text elements in space itself conveys at least part of the
message of the story, giving you the feeling or the essence of what | drew
from each plot. This goes in tandem with the more traditional literary under-
standing of the story, and it's important to note that both are required - there
is a large gap when it comes to understand fine detail and nuance in the visu-
al representation, while as mentioned before larger overarching themes and
essence is easy to miss when staring at a wall of text.

this 1s an orange ball, placed 1n the top
right of the frame. the rest of the frame 1is
pure black, this negative space directs the
eye first to the ball, even though 1t 1is
only a small portion of the entire image.
the ball 1s off centre, but still feels
right somehow. it Tlooks 1ike an orange, or
like the sun about to set

ball

Fig 2.6.1: Textual vs Visual vs Spatial representation
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Almost nothing exists in isolation. Things exist in relation to other things, not
only so far as there must be at least one thing in a closed system to define a
thing as a subset of the closed system itself (here the thing exists in relation to
the system it is placed within).

It is out of the scope of this work to go into the Heideggeran spiral of what a
thing is and is not, so for the purpose of this explanation we may simply agree
that the world, as with most if not all if its subsystems, is relational, in that any-
thing may only be defined in relation with other things.

However it is not enough to simply define that there exist relations between
the elements and entities around us, ourselves included. We must further de-
fine and agree upon the influence that things have on and by the other things
they relate with.

What is Ontological Design?

Think of any thing, say a common iron. An iron exists because there is cloth
to be flattened - at the simplest level the object exists to carry out a purpose,
and therefore exists in relation to, and influenced by, the objects and problems
that define the system of which it is part in the form of a solution.

This principle, called ontological design and spoken of in far clearer words by
Willis (2006), Fry (2009) and Escobar (2018), and before them by Winograd
and Flores (1986), tells us, in three simple steps, how design relates all things:

All things are designed, either directly or indirectly

. The creator of a thing (designer) influences its creation (designs it)

. The design of a thing in turn influences, designs, all downstream interac-
tion, beyond even the intent of the creator

As it follows, the next thing that is designed is therefore in a world where its
creator has already been influenced and designed by what came before, and
so oninan eternal cycle.

As Willis (2006) states, there is a delineation further between ontology the
term, ontological and the ontic. This is not strictly relevant for our analysis
here, but it is worth mentioning for a greater understanding of terms we will
be dealing with heavily in this chapten

The ontic, as the basis of this branch of design philosophy, is what is, ontolo-
gy is the inquiry of what is, and ontological is the condition/behaviour of what
is. Another Heideggerian term worth mentioning at this juncture is that of
dasein. Dasein is the human being, but more specifically an aspect of the hu-
man being - the fact that its own being is a matter of consideration for it. As
such, dasein is also translated as ‘being-in-the-world' (Willis, 2006; Heidegger,
1950). Dasein tells us why ontology is in fact even something to bring up. It sit-
uates the context as the understanding of our own being.

The way in which our being-in-the-world perceives the relationality around it
is not inherent, in fact it is a fundamental aspect of worldview. Yuk Hui in his
2021 book Art and the Cosmotechnic isolates Heidegger’s wording for the
Western tendency to perceive the object in isolation as an aspect of Carte-
sian intelligence (Hui, 2021). The term for this tendency he attributed was Vor-
handene or ‘present at hand'’. This is opposed in philosopher Hubert Dreyfus’s
opinion by Heidegger’s term Zuhandene or ‘ready to hand’ in his book ‘What
Computers Can't Do’. This concept looks at an object beyond simply the bear-




er of its own qualia to a larger mode of being which is conditioned by the world
it is in (Dreyfus, 1972). The object in its form embeds function which is car-
ried on to the user regardless of intent, as part of the design of the thing. This
phenomenon is constituted by history and the intuition it builds., Willis (2006)
gives the example of the common kitchen knife. A knife is for cutting, and in
her words is

“a designed thing that directs itself towards cutting .. The knife as a de-
signed object with a history also carries with it culturally specific em-
bedded intentions ... The * we are designed’ aspect in this example is the
inseparability of cutting and knife - functions are so embedded in objects
that it becomes impossible to prise them apart * (Willis, 2006, p. 83)

The design of the thing is therefore constituted only partly by the design-
er intent. Beyond and perhaps behind that is the larger, less-defined corpus
of worldly context that formulates itself in the thingly aspect of a thing. Fry
(2009) furthers this argument to say that design does not actually exist
apart from this thinging aspect, in his words

“‘Design as such cannot actually be disaggregated from the world
around us and presented as a thing-in-itself .. Rather, design is deeply
embedded in our worlds and in us .. we are surrounded by things de-
signed to function in ways that go unquestioned and absolutely taken
for granted.” (Fry, 2009, p. 29)

We may further understand this ontological embodiment of the designed ob-
ject through a case study (see next spread).

The 4 Mandates Ontologically

Now that we are aware that we live in a society, a system of systems where
each element is designed and in turn designs, we can take a better look at
the four mandates with which this research was introduced, and examine
the systems of which they themselves are designed. This is a reading that
attempts to understand how and why the world around us has resulted in
these problems, that is to say in designing what things have these problems
inadvertently been designed.

A lot of what is to be described can be attributed to a relatively simple base
cause: that the context in which design is designed is inherent to it and cannot
be separated from the thing itself. As Fry (2009) comments,

“‘we come to be what we are not just genetically prefigured but equally
prefigured by the particular designing character of the artificially fabri-
cated world into which we arrive. We are de facto the product of con-
verging biological, social and artefactual structural forces” (Fry, 2009,
p. 24)

In lieu of the failure of the current landscape to recognise this fundamental
fact, there is a sense as to why we as a race and more narrowly as designers
face these issues.

There has been a notion, perhaps even a mis-
conception, that the advancement of technology should predominantly be
put to increasing convenience in our lives. This is reflected in our capitalistic
markets, where the idea of designing for everyone as originally a motto forin-
clusion and accessibility becomes misconstrued to mean one size fits all. This
is designed from a designer who thinks one thing being legible to all people
means it is accessible, when in reality what it means is that all nuance has had
to be erased in order to make such a thing universally legible.

Part and parcel of the Cartesian view of the individ-
ual as anisolated unit, a Vorhandene in the vocabulary of Heidegger, is the no-
tion that the average is representative of the norm or even of the whole. This
caricaturing and oversimplification of the nuanced, dynamic, variable user
into a static, constant neutral user is the result of a designer who sees the
user as a consumer of product rather than as dasein. This misapprehension
that the fundamental aspect of the user is that of a consumer is the root of
the neutrality issue.

Additional to the notion of the user as a consum-
en, in conjunction with the way modern capitalistic society is structured is the
need for eternal growth. When growth targets are seen as the bare mini-
mum, the system self corrects and optimises for success to the preclusion of
morals or scruples. Naturally, the resultant model is extractive and optimises
for retention and growth at any cost, most costly of which is that to our envi-
ronment and ecology.

The Westernification of the free world men-
tioned earlier by Nandy (1983) has led in turn to a Westernification of the
imaginations of the future, further deepened by the extreme dilution of eco-
nomic and political power in the hands of the top handful of corporations,
which in their scale influence the entire country. Their vision of the future that
aligns with their own worldview and motivations drives all others to it, to the
exclusion of the designerly need to pluralise the imagined future, and have
our vision of it adhere to the context of its operation.
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Case Study
Heidegger’s

Jug & Juicebox

Perhaps the best way of understanding the ontology of design is an example
both Fry (2009) and Willis (2008) cover, so | shall try and bring my own spin
onit.

Consider a jug and a juice box. At their very simplest, both may be described
as ‘liquid receptacles’. But in their form and formly affordances, there is the
inscription of a lot more context and nuance than we may even be able to ar-
ticulate. For of course, nobody reading this would say jugs and juice boxes are
the same thing, despite both being in essence ‘liquid receptacles’.

The jugis a vessel of sharing. In its open mouth, its size and shape, and the po-
sitioning of its handle, a jug is a thing to be poured, and more specifically to be
poured for more than one glass (or serving). The jug is a thing that is kept for
use in a relatively short timespan, because it is open, and so the thing inside
won't stay cool or warm for too long. You may even be able to tell what geog-
raphy a jug is from, because an insulating-looking jug with thick walls means
you want to keep the liquid cool or warm for the duration in which it will be
served.

In contrast, the juice box is decidedly not a thing to be shared. The volume is
barely enough for one, and it comes hermetically sealed. A juice box is a thing
to be opened once, used immediately, and then thrown away. Nothing about
a box makes you want to keep it a minute after it has fulfilled its duty in dis-
pensing the liquid. The straw is plastic and comes in flimsy, crinkly wrapping.
There is no way to reseal the box of the juicebox once opened. The juicebox is
also a thing that is not meant to be had in the place it is given to you. It is small,
sealed and easy to carry. Once you have put the straw in, you can walk and
drink from it, using only one hand.

So, there is evidently meaning that the jug and the juice box convey to us that
exceeds their function in the most abstract sense. We designed the jug and
the juice box, but in turn they design us back. With or without our knowing it,
they tell us how to use them and where.

S\ W 21D

g

) R

-

Fig 3.2.1: Heidegger’s Jug [A] and Willis’s Juicebox [B], and
the contexts they indicate.
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Defuturing and Design

As with other aspects of modern behaviour and therein modern design, there
is a downstream consequence to incomplete ontology which Fry (2009) calls
defuturing. In the opening line of his book Design Futuring, he has this to say
on the topic of defuturing:

‘we are now at a point when it can no longer be assumed that we, en
masse, have a future. If we do, it can only be by design against the still
accelerating defuturing condition of unsustainability ... as it acts to take
futures away from ourselves and other living species...” (Fry, 2009, p. 1)

In essence, de-futuring happens in every action that is taken, the elimination
of possible futures that may have come to pass if a different action had been
taken. This, but at the scale of our civilisation, where our collective actions and
priorities as a species actively banish potential futures from the probable to
the plausible and eventually the merely possible.

From the introduction of ontology in this chapter, we know now that things
are defined in their relations to other things. A design practice that emanates
from this understanding, one that is cognisant of the subject as a nexus of the
relationships that constitute it, is one that cannot treat the world as a neu-
tral resource. Futuring and de-futuring are one aspect of the design that de-
sign designs, and therefore it follows that knowing this, that design designs,
unlocks layers of analyses which empowers design (and thereby designers
both formal and informal).

Ontology in the Indian Context

The other lens that is important to keep in mind is that of the Global South,
and as mentioned earlier, the perspective of India specifically. Escobar (2018)
talks deeply more specifically about the perspectives of South America, the
Zapatista of Chiapas among others.

There are mentions of the notion of relationality in the sense we have de-
scribed it in the Indian context by theologian Raimon Panikkar (2010), in his
concept of the cosmotheandric, a vision of reality which unifies, in his words:

“ The “trinity” of cosmic matter, human consciousness, and divine pres-
ence in co-constitutive relationality .. interpenetrate one another and

exist only in relation to one another .. There is a kind of perichoresis,
“dwelling within one another,” of these three dimensions .. There is no
matter without spirit and no spirit without matter, no World without
Man, no God without the universe, etc.” (Panikkar, 2010, p. 15)

There is further also the necessary and perhaps eternal complication when
talking about the demography of India in colonialism, which Ashis Nandy
(1983) calls a two stage process, the first being the physical presence of the
colonisers, and in his words the second:

“the second form of colonization ... colonizes minds in addition to bodies
and it releases forces within the colonized societies to alter their cultur-
al priorities ... it helps generalize the concept of the modern West from
a geographical and temporal entity to a psychological category. The
West is now everywhere, within the West and outside; in structures and
minds.” (Nandy, 1983, xi)

This, of course, deeply affects the Indian ontological condition, and shall for
the foreseeable future. A fact he himself points out in a perhaps unwittingly
but beautifully relational sense:

“The West has not merely produced modern colonialism, it informs
most interpretations of colonialism. It colours even this interpretation of
interpretation.” (Nandy, 1983, p. xii)

For the purpose of this research, this is more a note on a large factor that
cannot fail to be considered in the sense of Indian ontology and (as estab-
lished previously as necessarily related), Indian design ontology.

Design Beyond Practice

Recall earlier in this very chapter, where Fry, Escobar and Willis all speak to
each other through time to give us the neat three step process which tells us
how the world influences design, and design itself further designs. What does
this now tell us of the designer?

It must be said that design in the sense referred to in the act of “design design-
ing” is NOT limited to the formal practice of design as we know it today. In fact
quite the opposite, the entire point of understanding that ‘design designs’ is
for us as practitioners to try and grasp the consequences and downstream
effects that we might not intend, but that our design nevertheless has.



But in fact, design is not restricted to those formally educated or practicing as
such. Fry (2009) has this to say about the democratisation of design:

“‘consider the deregulated pluralization of design activity .. called ‘de-
sign democracy’ by some .. driven by a growing mass of free or cheap
design software .. allowing anyone to practise as a designer .. at a su-
perficial level .. this activity takes design decisions away from designers
. problem here is not simply that more people are ‘designing’ but that
design becomes increasingly trivialized and reduced to appearance ..
renderling] invisible more and more of the designing of the materiality
or operability of things .. while design actually embraces the totality of
what something is and doesl] it gets seen to be purely appearance and
performance. Design thus not only gets materially ‘gutted’ but actually
acts to conceal the material nature of objects.” (Fry, 2009, p. 6)

He indicates that in the disenfranchisement of the professional designer,
there exists a suite of downstream consequence that may arise from the
adulteration of the designerly act, not in the sense of maintaining some spiri-
tual sanctity of the practice, rather as a caution of the capability the role holds.
As Uncle Ben said,

“With great power there must also come—great responsibility” (Lee &
Ditko, 1962, p. 13).

While this issue is in itself a deep rabbit hole with great scope for deliberation
and discussion, it will at this juncture serve to indicate to us this, that design
is indeed a ‘redirective practice’ as Fry puts it, one capable of futuring and in
turn defuturing — and further that design is a responsibility we all bear in our
roles as dasein and as designers.

In the realm of speculation that we are working within, we are therefore hand-
ed a diagnostic for the worldly condition. The designer the world produces,
and that in turn shapes the world, with this recursive spiral continuing across
the narrative timeline, and stretching far back beyond and ahead of what even
the author originally may have imagined.

the world the designer
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Fig 3.3.1: At any given time, the world and the designer Own Work

contain the influence of all that has happened until that time.
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Partli

A Note on Al (Part )
Designers as Diagnostic
Brief’s Anatomy
Formulation

Testing

Practice

The ultimate aim of this research is to architect a system which
may be used to:

1. Convert narratives into story worlds and
2. Invite designers to design for these story worlds.

As opposed to the earlier chapters, where there was specific
focus on building a base of academic argument and exploration
of the narrative space, Chapters 4 and 5 will concern themselves
with part {1) of this two stage plan. Chapter 6 will describe the final
framework, and part (2) of this two step plan.



A Note on Al (Partl)

Earlier in this document, there has been some discussion of how Al, or more
specifically LLMs, have been used for proofreading, coding and some light im-
age generation. All of these use cases have to do with presentation, which is
how this research is perceived and interpreted.

However, in the process of this research, there has also been a deeper use
of LLMs within the actual framework itself. The first three diamonds of the
4 diamond structure of this research (see Fig 6.1.2) are specifically ‘proce-
dural. There is a task to be achieved in each: world expansion, profile making
and briefmaking. This task can of course be executed by a sufficiently moti-
vated human being, at the end of the day there are a set of rules which have
to be followed, and a degree of freedom with which they may be executed.

It is noted that taking the time to immerse in a story world, and laboriously
fulfil each step to some required standard is a large and daunting task. In the
‘productification’ of this framework, there appears to be no incentive for any-
one other than the SF worldbuilder themselves to undergo this process. This
would mean the functioning of the framework depends entirely on having
sufficient SF Worldbuilders motivated enough to participate in the platform.

There is, however, a solution for this. By using LLMs to execute the same se-
quences of steps, the world expansion process becomes near autonomous.
This saves on labour and allows for a larger volume of SF stories to be utilised
as design sites (with all requisite permission of course).

As such, the documentation of instructions for each step of the world-expan-
sion process is created in such a way that, if required, an LLM model with ac-
cess to these documents as context could autonomously perform the entire
world expansion process. This dual-purpose has also affected the documents
themselves.

After every step, there is an assessment check for sanity (eg. brief assess-
ment and profile assessment). All aspects of creation are sufficiently con-
strained, like the timeline having fixed areas of focus. The idea is to allow for
interpretation but not re-imagination of the story world.

‘\\\
GENERATLLN ANALYSIS GERERATION ANALYSIS GENERATION J\Nﬁ} GERERATION REFLECTION
WORLDBUILDING DESIGN GENERATION

Fig 6.1.2: Framework Overview Own Work
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Chapter 04
Desighers as

Diagnostic

What can we learn of a world through the
designers it produces?

As an extension of relational ontology, understanding how
the world shapes its designers, and therefore how the
designer of a world may be positioned as an artefact of it.



To understand the concept of worlding at a deeper level, let us return to
Heidegger and Willis for a moment. Recalling dasein as a being-in-world,
there is a fundamental relation to consider between the being and the world
they ‘be’ in.

Worldbuilding

Everything that has happened has had an effect on the things that have come
after =, It can be said then that the point of reference of observation is of criti-
cal importance, because in the timeline of a narrative (or any timeline for that
matter), the question is always ‘what has happened until now’, since in the mo-
ment of observation that is obviously all that can be considered.

In Willis's (2006) interpretation of Heidegger's Being and Time (1927), dasein
is mentioned more specifically to not exist outside of its worlded state. Here
world does not mean Earth, rather something more plural, in Willis’s words:

“ World is not equivalent to ‘planet earth’ nor to ‘all that exists, whether
known or not by human beings’ (the term ‘ontic’ fits more closely with
this latter idea); instead world, or rather, worlds, are always circum-
scribed, situated, and multiple. * (Willis, 20086, p. 74)

The result of this, for a given frame of reference in world-time or temporality,
is an episteme, a system of epistemological conditions, which are mapped in
the world in relation to the stakeholders (beings-in-world). For the given con-
text, there will be a web of entities, each with their own incentives, worldview
and history, which itself acts the corpus, which when viewed through the lens

Understanding this interpretation of worlding necessitates the rejection of . . . e
d P d J of a given entity (stakeholder) reveals their heuristic framework.

‘humans’ and ‘worlds’ as separate constructs that can exist independently.

The world clings to dasein just as dasein can only exist in a worldly state. . . . .
9 J y y There will also, as a part of this web of entities, be those of the designers of

the world. In the same manner a fossil may be analysed for its composition,
from which we glean the environment and behaviour in which they were cre-
ated, so can a designer as an emitter of changemaking be seen as an artefact
of the world which created it at a given moment in world-time. This argument
can equally be made for other world artefacts, but the specific focus on de-
signers here is in their emittive ‘redirective’ nature. Thus, it is important to
note that for any given story-world, when seen as a potential site for specula-
tive design is a product of three things

For the purpose of this section, we will then treat the word ‘designer’ to mean
‘generator-of-design’ or ‘that who designs’. The existence of the formal pro-
fession in the way we think of designers today cannot be guaranteed in any
given speculative narrative, thus the definition of designer here is taken to the
most abstract, to allow for comparison across any given human-acting nar-
rative 1. Not to mention, many ‘inventions’ and creations in the current world
are in fact attributed to those who are not considered ‘designers’ in the for-
mal sense.

1. What has happened until the point of reference
2. The resulting episteme
3. Influential entities (stakeholders)

If the world produces the designer, then in the reciprocal ontological relation-
ship that exists between the two ,the designer-artefact in return reveals the
world. By looking at the designen, and observing the story-world they are sit-
uated within, we can discern and construct details which may not be explicitly

mentioned. This is the basis for designer profiling as a diagnostic instrument.
1 Inescapable to human-intelligible narratives are human-acting characters, One can make

a story about dolphins in society but in order for a reader to find this engaging the dolphins
must act like humans in some way, this anthropomorphisation is inescapable (Suvin, 1979).
One might write human-actors who are always cold and stuck up and call them elves, but
the characters will always act in recognisable or at least palatable ways. This section wiill
notionally be considering designers to be humans, but with this context consider that it is
equally applicable to non-humans (as characters and such) so long as they retain this innate
anthropomorphic essence). This is what Suvin referred to in the earlier chapters as ‘qua-
si-human communities’.




Frameworkification

In order for the designer to be read as diagnostic, we must first formalize
what a world-snapshot consists of, for which there is need to further develop
the idea of a world-activity-log, the resulting episteme and further identifying
the story-world's stakeholders.

To create a set of rules or guidelines which may be used for this procedural
generation, the initial concern is to create a general set of constraints - the
things a thing is not far outnumber the things a thing is.

First, as an extension of the narrative itself is the World Timeline.

This is a complete record of world-related events and happenings — anything
which may have a noticeable effect on the actions, environment or context of
the stakeholders (beings-in-world). This list of general domains which affect
the world and in turn the design in it after much iteration, was narrowed down
to the 12 seenin Fig 4.2.1.

This is a tall ask, and for many story-worlds which have been written to suf-
ficient depth, this would be an extremely long and arduous document - not
to mention many narratives have a more focused worldbuilding that may
not cover all these bases. There is also the fear that if every story-world was
forced to flesh out the exact same things, there will be a sameness to each
design-site.

To minimize the extra-information creation and retain the unique perspective
of each narrative, we introduce the concept of Center of Gravity for each sto-
ry-world. The Center of Gravity is the subselection of 2 or 3 ‘lanes’ of the 10
mentioned in the list above to focus on in the creation of the World Timeline.
This selection is made on the basis of the amount of information and the the-
matic focus of the narrative. To exemplify this, Fig. 4.2.2 shows the CoG break-
down for the 3 story-worlds from earlier.

With these criteria in mind, the entire timeline of the story world may be ex-
panded to create a design canon which comprehensively describes the sto-
ry-world-environment in the suitable frame of reference.

Second is the evaluation of the story-world episteme. This is important be-
cause it determines how knowledge is produced in the world, where it is
stored and to whom it is available. This in turn influences what and how things
can be designed in the given story-world context. Unlike a timeling, there is no
set sequence or structure to adhere to. At the same time, a lengthy essay or
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Fig 4.2.1: Domains of World-Information Own Work
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prose establishing the pedagogy and epistemology of a story-world would be
inaccessible both in creation and as a reference material.

A better way to create a referable corpus of information is in the form of
questions. These questions do not all need to be answered like some sort of
test, rather they act as lodestones to understand what kind of information will
be useful downstream for the design environment.

These questions can be seen in Fig 4.2.3 to be loosely grouped into 7 catego-
ries that cover all aspects of how a thing can be known, and the conditions the
story-world imposes on the knowing of a thing based on the conditions of the
knower, the context of knowing and the thing to be known.

Third, there is the task of identifying all relevant influential beings-in-world, the
stakeholders. According to the Actor-Network Theory (Latour, 1999), this
definition need not refer to human entities necessarily, nor even individuals.
As he defines it, an ‘actor’ is:

“something that acts or to which activity is granted by others” (Latour,
1999,p.7)

He further states that the actor (stakeholder) does not need to differentiate
between the micro and macro scale, i.e. an individual (eg. human) and a col-

lective (eg. a corporation) can be members of the same network at the same
level. There must further be the delineation that a ‘stakeholder’ must have
agency (hold stake).

The approach to stakeholder mapping is twofold:

1. Enumerating all relevant stakeholders
2. Defining the relationships/sentiments between these stakeholders

There must first, then, be consideration to determine whether a mentioned
story-entity can be considered a stakeholder or not. This is done on the basis
of two simple criteria.

First, the entity must have a basis. Here basis is defined as relevance in the
story-world, either in terms of number - a body making up a large chunk of
the population is almost certain to be considered relevant in relation to a
world as a design site, or in terms of influence. Influence-ability, both in terms
of emission and reception, is then the next criteria for stakeholder selection.
Either is acceptable, so long as the entity exists in close enough connection
with the rest of the elements of the story-world that events of the world af-
fect it and/or it affects the story world.

Legitimacy

Institutional
Architecture

Displacement

Transmission

Error

The Body of
Knowers

Residue

Fig 4.2.3: World Epistemology Questions
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. What makes a claim avthoritative i1n this world? Who holds

the power to confer that avthority?

. What forms of knowing are treated as pre-rational,

informal, or illegible? Does anyone expertise without
holding legitimacy?

. What do you have to surrender (practically or

ideologically) te enter the formal knowledge system?

. Does any knowledge exist only outside institutions, and

why can it not be formalized?

. What knowledge system was made obsolete to produce the

current epistemic order? Is that displacement natural?

. How does knowledge actually travel in this world?

Credentialing, apprenticeship, inheritance, or sgmething
glse entirely?

. Who is permitted to teach? Who is permitted to learn? Is

anyone allowed neither?

. What happens when a practitioner 1s wrong? Is error

correctable, punishable, or 1mpossible by definition? \lho
bears the cost?

. Is access to knowledge tied to caste, gender, class,

species, or some world-specific condition of personhood?
What does occupying the knower positicn do to the person
over time?

13. Where does suppressed knowledge survive? In practice, in

language, 1in bodies, 1in informal economies? What form
does it take?

Own Work
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It may be noted at this stage that stakeholders need not be directly men-
tioned in the narrative, especially considering the para-canon extension to the
story world through the World Timeline and Epistemology. Following the ex-
tractive nature, of these documents, they may be further tagged as:

Directly mentioned - canon

Implied (this is mentioned -> therefore this stakeholder must exist) -
may or may not be canon based on circumstance

Derivative (this is mentioned -> therefore this must exist -> therefore
this stakeholder may exist) - not canon

Node A ¢ edgetype > Node B

Then comes the categorisation process. All stakeholders must be of a certain Dad < Spouse0f > Mom

typology seen in 4.2.5. From the information compiled earlier regarding the 1] [ PPN O — L )|
each stakeholder must then be detailed out in terms of: Dad Parent0f ChildF
Mom —— Parent0f —— ChildM

1. Theirincentive: What is the entity’s drive? Why do they act? .
Y y y Mom —— Parent0f — ChildF

. .
stakeholders’ mention or cause for existing stemming from the story-world, l l
. .

2. Their position: When did they act in world-time?
ChildM <—— Sibling0f —— ChildF
Following these steps results in a list of stakeholders, but in order for such a
list to be useful downstream, there must additionally be consideration of how

) o Fig 4.2.4: A relational graph for a family of 4 Own Work
these stakeholders relate to one another. To do so, it would be efficient to use
the data structure of a graph, which allows us to map the relationship (edges)
between the various stakeholders (nodes), visible in Fig 4.2.4.
This requires a list of allowed relationship types (edge types) seen in Fig 4.2.5. Entity Types  Irerttvbion Dependentr Edge Types
It may be noted here the edges may be unidirectional (A->B means A acts on Collective ExtractsFrom
B but B does not act on A), or directional (A<->B means both A and B act on _
Intrastructure Regulates
each other).
Non-Human Entity Resists/Opposes
Answering these at a broad level, in conjunction with the World Timeline and Bl DL REAnfOre s/ SUpHo s
Epistemology, is the first step from speculative narrative to a fleshed out de- _
sign-site. With this information, we are now able to create the world-snapshot. bt
Seeing as the world-snapshot dictates the being and not-being of the sto-
ry-world, within it we are able to imagine the designer a world-artefact. Fig 4.2.5: Stakeholder Mapping Entity and Edge types Own Work

The Designer, Artefactually

Recalling the definition of designer as ‘generator-of-design’ and design itself
as ‘fundamental to human activity' (Papanek, 1985), we will now turn to the
formation of these native designer-entities of the extended story-world.




The designer is a composite, as are all humans, but more specifically in the
aspect of their creation-ability. Broadly, a designer may be seen as greater-
than-the-sum of these parts:

What they know (context) -> World Timeline + Stakeholder Mapping +

Epistemology
What they hope to accomplish (incentive) -> Stakeholder Mapping + fime
World Epistemology 3
3. How they see the world (worldview) -> Timeline + Epistemology nfluences
In the same manner that designers are artefacts of the story-world and re- extracted from

ciprocally the world can be determined from the designer it creates and vice . .
versa, it follows that a designed artefact and the designer share this same re- D1 D@Sgﬂﬁr ) »> D2 Df?‘:‘algﬂﬁr

lationship. It may be argued it is the same relationship . \

Within each story-world, there are a consistent set of designed artefacts in )

the nova. The first degree of designers, we may refer to them as D1, (degree /
NOVUM

in terms of adherence to story canon) can then be seen to be as the designers
PAST FUTURE

of the nova seen in the story-world. Since these are directly extractive from
the story rather than generative in the story, they form the most grounded

sort of designer. PRESENT
Fig 4.3.1: L1and L2 designers Own Work
Following the D1designer, there may further be extrapolated to be D2 design-
ers, which are born of the designed story world that has been altered by the
creations of D1designers.
. o . . Context 1. What crisis ar problem were 6. What qid they sacrifice to Design Logic
The important distinction to note between D1 and D2 designers can be seen they responding to? make it work at scals?
. . . . . 2. Who cemmissioned or enabled 7. What would they have called
in Fig 4.3.1, where we note that D1designers are extracted from their creation this? What context made it success? On what timeline?
i : ossible?
(the nova), whereas D2 designers are constructed in the story-world and 3%, Wiio, was the! dnagines User! of .
then may be speculated to create further =, .’*'““J'““L”f s e o . nE;ak;\TsUFJE:;:\29;121[ Human Cost
was excluded: require of the designer?
9.What kind of person does
Specific to the extractive nature of D1 designers is that the relationship be- Belief System . What did they consciously inhabiting this design
. . ) ) believe about human nature, produce?
tween the creation (the novum) and the creator is also being described, not society, and time?
. . . , . . i 5. What did th ? } .
just the designer in isolation. In order to better detail this process, a ‘Pre Pro- e SR TN PrestpRese 10. What can no longer exist Foreclosure

. . . . L . . L because they existed?
file Designer Diagnostic’ was developed, as visible in Fig 4.3.2. Similar to the
World Epistemological Framework, this diagnostic presents itself as a set of Consequences If they lived to see consequences: If they didn’t live to see consequences:

. . . . 1. 11a. What was the first unintended 1. 11a. What does the gap between design
questions to ask in the designer-creation process. conseguence they became aware of? intent and present reality reveal about
2. 11b. Was it labelled as a problem, or their original assumptions?

absorbed into the logic of the system? 2. 11b. What were they right about? What did

+hau micsiudna?

Fig 4.3.2: Pre Profile Designer Diagnostic

Own Work
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Finally, it must be agreed upon that when it is said that a profile of a designer
will be created, what exactly does this entail? What details must be decided
upon in order for a designer to be considered ‘created?

To answer this, there must then be a sort of ‘template’ of all the requisite in-
formation for a designer-being, to ensure the minimum output is met for all
possible created designer-profiles. This ‘Designer Profile Template'is visible in
Fig 4.3.3, and can be mainly broken down into 6 aspects:

This represents the worldview of the designer, espe-
cially what they feel they need to achieve and what they prioritize
both in terms of what they think design is and how they think it should
be used to shape the world.

One guaranteed touchpoint between the designer and
the world-pedagogy (at least a subset of it) is through education. This
tells us what information (and from whom) the designer has access
to. It also helps inform incentive and mindset.

This is what situates the designer in the formal context
of the world. It dictates to the greatest extent what kind of projects or
work the designer might undertake, and what they would be expect-
ed to do there.

Similar to education, skills are a direct interface with the sto-
ry-world. From the general context of the real-world where the skills
professionals possess and more importantly that they advertise are
those that are demanded by the industry - the skills become an ar-
tefact of the market conditions. They tell us what the story-world val-
ues and prioritises.

Apart from this core that centres around the abstraction or generalization of
the designer, it was found to be helpful to additionally envision in more speci-
ficity:

More an exercise, imagining a day from the perspec-
tive of the designer offers an opportunity to develop the story-world

EXPERIENCE

DEGREE
fimel

Fig 4.3.3: Designer Profile Template

SKILLS

SKILL e
SKILL e

SKTLL e

DAY IN THE LIFE




through the interfaces and affordances necessary to picture a daily
routine (residence, workplace, urban or geographical context etc.)

In the form of images or other schematic representation,
simple visualisations of key moments in the day in the life journey cre-
ate significant depth to a designer profile.

Note that this information is over and above the actual designed artefact that
the profile is linked towards i.e. the Novum (in the case of D1 designers). Addi-
tionally, it is observed that the presentation of the designer profile in the tem-
plate form resembles that of a CV or one-pager one would expect to see of a
real-world designer or industry professional.

The CV as a formatis inherently an indictment of the market “ and context be-
cause it focuses specifically more on perception than on reality, which offers
an extra datapoint to glean information from. Just as explained with the ‘Skills’
section in the template, what information makes it to the Designer Profile and
how it is presented itself becomes an aspect of the designer as an artefact of
the story-world.

The CV as a format allows for two more dimensions of worldbuilding that are
not formally evaluated but bear mentioning:

As typical with designer CVs, the provision for a ‘headshot’
image provides an opportunity to further develop the visual register of
the story-world. Implicit from this photograph can be fashion choices,
body modification, personal accessories - all sorts of artefacts of the
environment the designer belongs to.

Although lower signal and less direct than a directly visual
photo, the naming conventions of a story-world are also world-arte-
facts, and can make or break immersion in terms of speculation-ability “.

The criteria for the ‘content’ of the designer profile does not change from D1
to D2, because only the source changes between D1 and D2 (sourced from
novum vs. sourced from speculation), not the end result of what is sourced
(the content for the template).

The Tiffany Problem

4 On the subject of names and immersion, there is a popular socio-historical effect called
The Tiffany Effect, coined as such by Jo Walton in a 2009 blog post (Watson, 2015). It refers
to the phenomenon of readers incorrectly temporally anchoring certain details of the mod-
ern world to the current era. As an example, readers may find ‘Tiffany’ too modern a name
and immersion-breaking if used in a narrative set in say 1700, even though the actual name
Tiffany was used in English as early as 1600.

This mismatch between historical accuracy and perceived historical accuracy is worth
bearing in mind when deciding details both for the extended story-world at large and within
the specific context of the designer-profiles.

This phenomenon typically refers to perceptors falsely attributing modernity to old things,
but the reverse may also be true in cases, where something possible at the time of sto-
ry-canon may be seen as futuristic when described in a certain way.

An example of this can be seen in Shit Flower, where there is mention of artificial rain being
administered to clean the city. This sounds futuristic and more-than-now, but artificial rain
and cloud seeding has existed for several decades.
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Designer Assessment Matrix

The creation of the designer profile is only complete when it can be validated
and tested. Such an assessment is required to prevent gaps in the created
profiles from causing further downstream impact. Seen in Fig 4.4.1, the De-
signer Assessment Matrix develops further 6 criteria for evaluation. In line
with what this literature has emphasised as important in SF literature and
SCD, the criteria revolve around evaluating the designer profile not in how
comprehensive it is or descriptive — but how the information conveyed allows
the designerly entity to be considered as a ‘formulator’ and as the ‘formulat-
ed’ of the story-world of which they are dasein.

The 6 criteria © are also weighted to account for their relative importance. It
must be noted that these weights may be adjusted depending on the nature
of the story world and the intent of the original narrative.

Is it evident that the designer has been de-
signed by what they designed? Does their creation inform their out-
look? Does the designer bear the mark of being designed by the sto-
ry-world?

Are there futures that this designer eliminated in
their practice? Is this intentional or unintentional?
Does the designer exist in a complex
web of entities, systems, obligations, and relationships?

Does the designer in their design practice
inform, develop or engage with the social fabric of the story-world? Is
their practice transformative?

To what extent does this designer re-
quire conditions that do not yet exist? What does this designer ‘make
strange’, and to what end?

How well integrated is the design-
er with their world epistemology? How has their education impacted
their blind spots, priorities and outlook?

Designer Profile Assessment Matrix

DRP Assignmaent 2A — Phase 2A Last updated: March 2028

Purpose

Questions to Ask During Creation

A=
Dimensions

| o1 — Ontological Loop
Willis — ortological designing

Diagnostic question:

oz — Defuturing
Fru = design futuring

Diagnostic question: Whit futures doss t

o3 — Relational Constitution
Escobar — designing for the pluriverse

Diagnostic question: V!

o4 — Social Architecture as Design Material

Escobar — pluriverse [ DRF background

Diagnostic question: I tha d

| of — Estrongement Effect
Buvin — novum | cognitive estrangement

Diagnostic question:

oh — Epistemological Formati
DRP background — eplstembc relocation

Diagnostic question: loes the d

strong on at leas
* Cutoff Score is 14/20

03 and 08 are |
on 0¥ [ont

Application Notes

before drafting 1o se the tar

ion

t 4 of 6 dimensions.

the education and training s=ction of the

1, and atter deafting 1o disg)

: 01 and 06 — the designe

Fig 4.4.1: Designer Assessment Matrix

Claude
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4.5 Demonstration

The profile creation framework, once established, was executed on the 3 sto-
ry-worlds from Chapter 2 to obtain example outputs. These outputs were
used to further refine the procedural framework itself, but this process was
not as rigorous as seen with the briefs later on.

For profiles, the main source of improvement could be boiled down to:

1. Voice: The first test for every generation of profiles was the ability
to immerse the reader in-world. The first encounter of this was the
voice used in the bio and ‘Day in the Life’ section. Vocabulary and sen-
tence structure were the biggest factors to this, especially in things
like job titles -- can these really be expected to be the same dozens or
thousands of years from now?

2. Details: Naming convention, and even the fashion and aesthetic of
the designer-photo were the other big hurdles to immersion. They
cannot look too similar to the present, and yet they cannot look too
estranging, especially in the absence of direct authorial references to
image or appearance.

A good example on both accounts are the designer-profiles from TDL. The
naming convention was chosen with the presupposition that information in-
the world of TDL is a limited resource, so hames and designations would be
shortened to prevent waste of data. As mentioned earlier in this section,
there was an attempt at decoding the visual language of each story world,
and in the case of TDL this was visible in the fashion in the designer-photos as
well.
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L1 Designer Profiles

Ishaan Kulkarni
Rhea Joshi
Myra Deshpande
Vansh Patil

Amaira Khare

Meenakshi Rajan
Simen Josda
Inaara Contractor
Pradeep

Prakash Deshpande

Hemant Shah

The Diamond Library
Name
Vara
Heln
VEK
C14
AMA
PRA

Chief Legibility Architect
Synaptic Worldbuilder
Monumentalist

Mechanoid Designer

Meural Intimacy Theorist

Integration Designer

Nonhuman Security Systems Consultant
Tdentity Architect

Chief Scientist

Principal Architect

Kinetic Designer

Designation

Equilibrium Architect
Sequestration Qptimiser
Vocabularist
Cataloguist

Reader

Teller

Fig 4.5.0.1: List of D1 Designers of the 3 story worlds

The Relevance Score
The Virtuality
Locus

Avtomatons

Synapsafax

Sensorium

The Virtuality
Tdentity Transplant
Immortality Procedure
Temple City

WalkSate

Associated Novum

The Transcendent

The Library
Enforcement & Returns
The Censors
Storytelling

Population Quota/Library Slums

Claude
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4.5.1 The Ministry of Relevance
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Fig 4.5.1.1: MoR’s D1Designer Profiles
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4.5.2 Shit Flower
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Fig 4.5.2.1: Shit Flower’s D1Designers
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4.5.3 The Diamond Library
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Chapter O5
Brief’s
Anatomy

What is a design brief? What does it tell us
about its origin?

Dissecting the design brief and understanding its
typologies and constituent elements to understand how
it may be deployed as a diegetic protoype of the world it
originates from.



In order to act as a designer, the designer must be directed towards that
which must be designed. The information of what must be/should be de-
signed exists in the story-world, in various industries, scenarios and local en-
vironments. To be imbued with this information and direct their designerly
focus, the Diagnostic Designer must engage with the story-world through
some interface. This interface would act as the medium of interaction be-
tween the story-world and the designer in their official or professional capac-
ity, allowing for a unilateral exchange of information through which the delin-
eation of that which is to-be-designed is outlined.

The design brief is what such an interface looks like in the world of today.
Through it, in our current world, the world tells the Designer what is required
of them. In this section, the design brief will be examined in greater detail as a
diegetic prototype.

109

What is a Diegetic Prototype?

Diegesis refers to being-in-world, therefore an object being diegetic means
it is natively “part of “every day life” in the diegesis [of the film.]* (Kirby, 2010).
Originally a literary term, the narrative concept of diegesis was extended in
the field of cinema to objects designed within the narrative world, called “di-
egetic prototypes” by David Kirby. In his words:

‘I introduce the term ‘diegetic prototypes’ to account for the ways in
which cinematic depictions of future technologies demonstrate to large
public audiences a technology’s need, viability and benevolence .. These
technologies only exist in the fictional world- what film scholars call the
diegesis but they exist as fully functioning objects in that world. *

(Kirby, 2010, p. 41)

That is to say, the diegetic prototype is an artefact of the story-world (be it
cinema or any other medium), one which belongs wholly to the world and en-
codes its logic in the same manner objects in reality encode the logic of our
world. This fact makes them an indicator of the story-world, more so than a
facsimile or prototype made outside the story-world. In his words:

“Diegetic prototypes have a major rhetorical advantage even over true
prototypes: in the fictional world- what film scholars refer to as the die-
gesis- these technologies exist as ‘real’ objects that function properly
and which people actually use. * (Kirby, 2010, p. 41)

These objects, besides simply being artefacts of the story-world, further
comment on the story world by virtue of their belongingness to it. Willis’s
(2006) ontological loop - that we design things, and those things design us
back —is visible in the diegetic prototype because it encodes the world's logic
and further shapes what is imaginable in it.

The diegetic prototype also plays a part in the estranging effect by defining to
the user what the notion of reality or normalcy is in the story-world. In Julian
Bleecker’s words:

“the prototype enlivens the narrative, moving the story forward while
at the same time subtly working through the details of itself” (Bleecker,
2009,p.39)

It may be further noted that the diegetic prototype here is differentiated from
an object, in that the prototype is a ‘performative artefact’ that ‘establishes




viability and social necessity’ (Kirby, 2010). Kirby theorizes the diegetic proto-
type specifically in cinema, where that which is conceptually in-world is ren-
dered visible and functional.

This project applies this same concept to a different artefact of the sto-
ry-world: the design brief. Unlike an object which communicates itself in its
form, shape and materiality (refer to Heidegger's Jug from CH 3), a brief is
a communicative document. However, it retains the nature and function of a
diegetic prototype: it exists entirely within the story-world’'s native logic and
through its demands it makes this world-logic visible and legible .

The Brief as a Diegetic
Instrument

To understand the brief as a diegetic prototype, we must first establish what
a design brief actually is. Gavin Ambrose and Paul Harris (2008) define it as
simply as

“A design brief presents the client’s requirements for a job. These may
be verbal or written, simple or complex. A brief contains a specific goal
that is to be met by the design but it may also be couched in terms that
have varying interpretations. “ (Ambrose & Harris, 2008, p. 12)

This definition seems to indicate the goal-defining as the primary intention of
the design brief. Additionally, we can see from the definition of the brief that it
relates to the client. The client, or the issuing body, is the primary stakeholder
of the brief, and alongside them the target audience (which may be separate
from themselves).

This is, of course, true in the most general sense, especially within the context
of the real world. Peter Philips (2004) corroborates, defining the design brief
as, in essence

“a written description of a project that requires some form of design.”
(Philips, 2004, p.1)

Similar to Ambrose and Harris, this definition also seems to highlight the fact
that a design-site is being described, and that is what a brief does.

There is, however, another interpretation of this. A brief, by this very defini-
tion, can also be seen as the communication of intention. This is an import-
ant distinction to make, because this interpretation does not treat the brief
as gospel. It is understood that what is being said carries an underlying cur-
rent of what is being meant, and that undercurrent is the true meaning of the
communication. In other words, a brief states explicit requirements but also
reveals implicit worldview.

Whichever interpretation is taken, it is agreed that there is no specific or op-
timal format for a design brief (Peter Philips + Ambrose), because of the vari-
ance in scope, intent, tone and other variables.

What, then, makes a good design brief? The importance of having one is clean.
In the opinion of Peter Philips (2004),

“A well-crafted design brief can function as a contract, an easy-to-follow
road map for the entire design process, and an invaluable tool for secur-
ing project approval at the end of the process. * (Philips, 2004, p.15)

At this stage, it is worth clarifying that the brief in the real-world and the brief
as a diegetic instrument do not necessarily coincide in their evaluation crite-
ria since they do not necessarily coincide in their goal.

For conventional design briefs, in the estimation of Ambrose and Harris
(2008), there is a checklist one might ask themselves to ascertain this. It asks
the 5 Ws + H: who, what, when, where, why and how. If the brief can answer all
questions it is satisfactory. This focus on ‘completeness’ for the conventional
design brief speaks to the meaning-making function it has, as posited by the
definitions enlisted earlier.

The diegetic brief, on the other hand, relates more to the aspect of intention
and integrity, because it is that intention which is exposed as critical informa-
tion within the story-world.



The ability to convey not only the stated intention of the issuing entity but also
their unstated, unsaid intention is the true strength of the design brief as a
diegetic prototype.

Briefs work as diegetic prototypes because of this aspect of being an im-
pression of the issuer. This means that the brief should ideally propagate the
blind-spots and biases of the institution through to the designed product.
Take for example the concept of preventative policing, explored in such titles
as Minority Report (2002). Framed within its native world-logic, the concept
may be seen as natural solution to a deep rooted crime problem, one that has
the potential to save countless people. The moral question: “Is it really OK to
arrest someone over something that has not happened yet?” is NOT asked
by the brief because it is not considered by the issuing authority. This is what
this research calls the ‘Institution Sincerity Principle’. Any ethical friction, re-
flection or pause is produced by the reader or world-inhabitor in their own
perception, and is completely ignored in the document itself because it is a
reflection of a world that is ignoring such questions.

With this established, the question then becomes: how do we generate briefs
procedurally that maintain this diegetic integrity?

Generating Design Briefs

Inherent to the concept of the design brief, both as a diegetic prototype and in
the conventional sense, is the delineation of a goal. There is something which
has to be accomplished, which is what the brief outlines. In the real world,
these goals are linked to problems that are being faced in the world, because
these problems invite opportunities for solutions.

The first step, therefore, in the process of creating a design brief in the sto-
ry-world is to identify or extract prevalent problems in the society described
by the World Timeline, Epistemology and Stakeholder Maps.

The ‘problem’ is in itself a relational term, because what is a problem for one
may not be a problem for anothenr. For example, a problem with the hardware
of the latest generation of iPhones only affects the users that bought them. It
does not affect anyone else, not even old iPhone users. The ‘problem’ there-
fore can only be seen through the lens of the stakeholder for which it is a con-
cern.

In the same manner seen with the creation of the designer profile, the cre-

-

Fig 5.2.1: The Diegetic Prototype and World
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ation of briefs will also follow a diamond (the two together forming a dou-
ble-diamond), where the first stage is expansionary, generative and explor-
atory, and the second half is analytical, constrained and narrowing.

As part of the generative half of the diamond, there are two phases: first,
problem extraction and two, briefcraft (Fig 5.3.1).

The problem extraction framework operates on 6 diagnostic lenses, from
which problems may be revealed in the story-canon:

For any given stakeholder, what prevents the
stakeholder from achieving their core goal? Are there any impedi-
ments or obstructions to this end goal?

For any given stakeholden, do the relationships
with other stakeholders create stress, vulnerability or breakdown?

For any given stakeholder, do problems arise
from what they naturalise or take for granted?

For any given stakeholder, do the systems
or infrastructure they are placed within constrain their operational
space in an obtrusive manner?

For any given stakeholder,
what is needed or wanted but cannot be stated openly?
Problems, as consequence of world-events,
are temporal, and as such should be situated in the World Timeline

From this framework, there results a matrix of problem-areas, each defined
in the context of one or a group of stakeholders. These need not be definite,
because the vague problem area is now recontextualised in the next step,
which is briefcraft.

It is worth mentioning that like the problem areas, briefs are also defined via
the stakeholders they relate to. However, the primary problem stakeholder
and the issuing body for the design-brief need not be the same. The clearest
example of this is the government, which may, in good faith, issue briefs on
the behalf of the affected parties (such as a minority group in the population).
It follows, therefore, that not every stakeholder is brief-issuable. The issuing
institution is crucial in determining not only the worldview and intent of the
brief, but more specifically the tone and biases that necessarily make their
way into the brief structure.

Briefcraft in this framework begins with marrying the problem area (and re-
lated stakeholders) to the issuing bodly.

The ‘Institutional Sincerity Principle’ mentioned earlier becomes the core of
this step of the briefcrafting process — in order to issue the brief there must

WORLD EPISTEMOLOGY NARRATIVE WORLD TIMELINE

STAKEHOLDER MAPPING

WHAT ARE EACH STAKEHOLDER'S PROBLEMS?

|

GOAL OBSTRUCTION EPISTEMIC BLIND NAMING
SPOTS CONSTRAINTS
A4 A 4
RELATIONSHIP TECHNOLOGCIAL
FRICTION LOCK IN

o

INHABIT STAKEHOLDER STAKEHOLDER-PROBLEMS
CONSTRUCT VOICE SELECT DOCUMENT

~— l

BRIEFCRAFT ASSESSMENT

Fig 5.3.1: The Brief Creation Process Own Work
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be a deep understanding of the context of issuance. We may then ask ques-
tions to inhabit the perspective of the issuing body (Fig 5.3.3)

Importantly, there is also the consideration of language alongside these ques-
tions. The word choice is also an artifact of the issuer in terms of what can
be said and how within the world-logic. Each institution will have a vocabulary
that is defined by their objective(s), both actual and stated.

Once the issuing institution for a problem area is decided and inhabited, the
next substep is to formalise the problem to a brief. This process follows 4 sim-
ple questions, which then lead to the information required for the brief-cre-
ation:

What problem harms this institution the most in their estimation?
What does the issuing institution see when it sees this problem?
What does the institution believe it needs?

Who is benefiting from this? How does this institution frame this?

With the context and requisite information by and large decided, the last step
is to formalise the brief into a document format. The specific document for-
mat depends on the context of the brief itself, the issuing body and the tone.
Key here is to avoid a default template, because this would prevent briefs
from existing as authentic representations of their context. The spectrum of
possible document types ranges from formal to informal - the most formal
of which would be public-tender RFPs or similar documents typical of large,
formal institutions such as the government or large corporations. On the oth-
er end of the spectrum can be as simple as a conversational brief. Anything
works as long as the information required is conveyed. Roughly, these func-
tional components are:

Problem Statement
Context
Stakeholders
Constraints
Deliverables

. Timeframe

These do not need to be mentioned in any particular orden, to any specific lev-
el of detail to retain the maximum possible freedom (and therefore variance)
in briefs created. The aim of these components is to by and large answer the
5W + H questions posited by Ambrose and Harris (2008).

The result of this is a brief formalized through the lens of an issuing institution,
formed diegetically by inhabiting the issuing institutions perspective.

What kind of Government bureau

institution is administration
community coalition

this? platform

Dominant: Controls resources, sets rules, has
enforcement capacity.

Contested: Must negotiate, justify, or defend
i1ts position.

Emergent: New authority, establishing
legitimacy.

Marginal/Resistance: Operates outside or against

dominant power.

Violence
what.must this P
institution _
. . Extraction
euphemize or omit?
Exclusion

Mandate (What it's officially authorized to do)

Constraints (resource limits, legal boundaries,

technical dependencies)

Goals (As it frames them not the actual
intentions, but the stated ones)

Internal design team
External contractors
Who is this brief
written FOR? Public tender

Informal community

Fig 5.3.2: Institution Inhabiting Questions

Temple city
Informal
Technology

What is this
institution's
relationship to
power?

What can this
institution openly
acknowledge?

Own Work
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Brief Assessment Matrix

Before the briefis carried forward into the story-canon and further generates
design, there must be assessment, the second half of the diamond structure
defined for briefmaking (and already demonstrated in profilemaking).

This assessment is primarily for course correction in terms of connection to
the story-world. It is important to note that the intention is not to score how
good of a brief the brief is, but rather how well does the brief work as a dieget-
ic prototype. This distinction is key because the actual quality of the brief itself
is less relevant for any given brief-inhabitor in the meta-context of the frame-
work since only the most relevant briefs would be surfaced to the brief-in-
habitor. As such the objective ‘fun-ness’ of the brief is of less import than the
non-negotiable, which is its diegetic nature.

This assessment develops 5 scored dimensions and 2 binary gates (pass/fail)
as criteria for the generated briefs:

(BW+H)

Being a diegetic prototype, it is necessary
for the brief to relate to and be situated within a deep network of inter-
connected correlations and causations with the story-world. Without
this a brief sits on top of the world rather than in it.

From the definition of a brief, it is necessary for the
brief to follow a logical sequence from distal to proximal cause. This
keeps the world-logic coherent.

Besides relating to the world it is set in, the brief
must also inhabit the authority of the institution that issues it.

Recalling the initial premise of this research being to
extract native design logics, it is crucial for the briefs to be story specif-
ic so they may further the native logics of the story-world into the de-
sign-site.

In a similar manner, the speculative demand of

the brief is requisite for estrangement and further for critical reflection.

The diegetically strong brief makes visible which futures

are being foreclosed in the design it is requesting. This also advances
critical reflection in terms of the implicit assumptions present.

As with the profile assessment, these scored dimensions can be clustered to
form higher-level categories.

Speculative Demand, Story Specificity and Defuturing Potential are related to
the brief as an instrument of extracting design logic, estranging to a critical

Brief Assessment Matrix

DRP Assignmant 28 — Phasa 2B Last updated: March 2026

Purpose

a1t about 4

t from £ 1t

Structure

Binary gate — | it o rin. Five scored dimenakons — o

. Cutoff acore: 14,20

Binary Gate — Relational Ontology

Pass — 1f

A brief that falls this gate cannot be rescued by its scored dimensions. it is misdirectad at the roat,

Scored Dimensions

o1 — Cousal Grounding

Does the problem trace to a specifio novum consequenae?

Scored /4

o2 — Diegetic Authority

Does the brief act from inside the world's power structure — encoding the world's ontological assumptions

Iy It5 wolce, s form, and what it refuses to explain?

Scored /4

This dimension merges two sarller concerns: whether the brief encedes the warld imglicitly rather than
axplicitly (oraft), and whather the institutional volce carries the world's ontalogical assumptions

structurally rather than just tonally (theony). A brief can achieve cold bureascratic tone through craft

alone. What this dimension requires is that the content of the —about

value — i load-bearing in the briet's logic, not just its register.

This i not irony and not satire, The brief must net wink. Ethical frictlon te produced by the reader, not

performed by the document.

04 — Speculative Demand

Does this brief make the reader-as-designer strange to themsaelves?

Soored /4

The test & not whether the world 18 strange — it is whether the brief makes the designer strange too.,
Cognitive estrangement, in Suvin’s sense, is not disorientation for Its own sake. It is the mechanism by

which encauntering an alternative logic forcos a re-examination of the logic one alrady inhabits. A brief

that without ps g that has done the easler half of the work,

o5 — Defuturing

Does the briet a dellvarable that thing — and does It do 8o without

acknowledgement?

Scored 0/ 2/4

The 3 briefs i that is ah yis ing — without

either. A score of 2 requires that the destruction is inferable. A soore of 4 requires that the construction and
the destruction are the same acticn, Both requira that the Institution prasants this as a standard

deliverable with no awareness of what it iz doing.

Scoring Summary

Cutoff: 14720, Gate must pass Independently.

MNotes

The backward inference test: ca,

On institutional voice: The boe

On dufuturing and harm: defutu

On the gate and Escobar: (e it

Fig 5.4.1: Brief Assessment on one of MoR’s briefs
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distance and inviting discussion on the defuturing aspect of design through
the brief and in the story world. Causal Grounding and Diegetic Authority on
the other hand ground the brief to its function as a diegetic prototype.

These clusters correspond to the dual function of diegetic briefs: extraction
(story specificity, speculative demand, defuturing reveal the world's design
logic) and immersion (causal grounding, diegetic authority maintain world-in-
ternal coherence).

5.5 Demonstration

With the framework of brief creation in place, the next step is therefore to put
it into practice, more specifically through the 3 story worlds discussed previ-
ously in Chapter 2.

This process, like the framework itself, was recursive and iterative. For each
step, the instruction document would be created, then the output would be
made.

If the output was of insufficient quality or seemed lacking in some way (this
was most often in diegetic authority), the previous step would be retested. If
the output scored well but was still deemed insufficient, the document crite-
ria would be altered/recreated. This process was done over 7 or 8 iterative
loops.

Institutional Sincerity, for example, came about around loop 4, where it was
determined that the reason why the briefs were so flat is that they were not
being written from within the world (which is what would make them diegetic
in the first place).

These briefs have yet scope for refinement, but at this stage it was elected
that further refinement would take place during and after the testing process.

Briefs

Civic Standing
Companion

Civic Household
Partnership

VYision
Perpetuvation

Civic Movement
Intrasructure

Unoptimizable Form

Locus Citizen
Navigation

Birth Permit
AlLlocation

Lateral Desire
Recovery

NHE Operational
Coherence

The TIdentity Codex

Religuary for Past
Selves

Antariksh Samskara

The Diamond Library

Name

Civic Verification
Instrument

Rememberance
Performance
Conventian

Surface
Orientation Exp.

Shared Charge
Custodianship

Mohalla Convention

Advanced Custodial
Formation

A way for citizens to improve their

Relevance Score

Inviting mid to high Relevance Score
citizens to act as Replacement Spouses

A way to propagate the will of The Great

Leader indefinitely

A way to reuse urban space now 1in disuse
because nobody leaves their house

A way to write in ‘frictionful’

keep critical thought alive

way to

A way to navigate The Locus and spend
less time in between tests

A Dirth permit system to regulate
population tor a world of immortals

A way to re-introduce discovery when
recommendations are perfect

A way to monitor and support Non-Human

entities dealing with

‘socigl’

isplation

A way to log a singular person through
their i1dentity transplants

A way to show respect for the past
identities a body has had

A way to celebrate the suspicious
occasion of ascending te immortality

Looking For

A way for citizens to verify information
against the Central Archive

A way for information to be passed on
through mon verbal means that can go

undetected

An experience to convince the citizens
that the Surface is not safe

A community accounting system for shared
energy-currency in slums

A way to design the slum mohallas to
prevent them from being usable for

outsiders

A procedvre to imitate new Librarian

custodians

Fig 5.5.1: List of diegetic briefs for the 3 story worlds

Relevant Field/s

Own Work
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Civic Standing Companion

ENGAGENENT OFFOD

ITY

The Ministry seeks a citizen-facing application that surfaces standing-relevant behavioural cues to cltlzens in the assessment window

between formal evaluations

BACKEROUND

Under Article 43 of the Citizenship Act, residenta presant at the Locus for pericdic relevance review. internal data showe that a meaning®ul
shiare of presented citlzens arrve with score positions Inconsistent with their daily contribution patterns over the preceding Interval The

wariance is not malicious; it 15 informational, Citizens want 1o allgn with civic expectstion but [ack ambiant cues 10 0o so.

DELIVERABLE

& standing companion, delivered via Synapsafax with optional personal-device echo. that;

surtfacas standing-rejevant bahavioural prompts confextualised To the citizan's location, schaduled abligations, and recent civia aothvity;

provides directional guidance (imp. 1t wa. maintenance] without numerical disclosure of the underlying Score;

acoepts voluntary oitizen submissions of contributory acts not already captured by existing data flows, formatted for Locus uptake at

the naxt assesament window.

- CONSTRAINTS
The companion may surface relative directionality only. Numerical Ecore values, welghting perameters, and sub-component

contributions are not te pe exposed, The design sheuld preduce confidence In trajectory without producing knowledge of method

Notifioations are framed in supportive regletern, Sunapsafax delivery permits na opt-out at recelpt; tonal callbration must therefore nat

produce avoidance bahaviour et the cognitiv el. Test againat the Atmani Bentiment Compatibiity Matrix v,

Voluntary submission flows must be desigred such that omission appesrs 1o thie user 83 ina ty rather than retugal. Retusal ig &

separate civic postureand is handled by the Department of Moral Accountancy.
The companion mey not surtace the standing positions of househo!d members, neighbours. or soclal contacts. Aggregate community

standing may be pregented at ward rEsolution o coarser,

SUBNISSION
Warking prototype demonstrating the delivery model under standsrd Synapsafex conditions; documentation of the directional-guidance

sohema; implemertation timeline scoped against the Atrmani vd release cagence,

Fig 5.5.1.1: Brief |, Civic Standing Companion Claude
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Civic Household Partnership Programme

SOURCE PROBLEM

P-1 - Replacement Spouse Recruitmant Fipaline

COMMISSION

The Servige commissions a public recrultment campalgn and citizen enrolment experlence Tor the Clvis Household Partnerabio Programme
tha voluntary regletsr of oitizens aveliable to support household reconzstitutian under the Spouse Replacameant Servics's standard aotivation

process

BACKE

The Programme has expanded steadily since 2024 Registration valumes, however, have not kept pace with actlvatlon rates. The currert

registered pool Is sufficlent for standard operational tempao but doas not cary the reserve margin required for sustained elevated damand.

The Co Division has ined that a-dedicated paign - distinet from general Servioe communications - is needed to reach
citizens whio hawe not yet considered registration.

The targat regietrart is a high-contributing cittzen, currently Inindependent househeld standing, wha understands civic participation aa an
axtansion of their Relevance responsbiiities, Thay may not have encourterad the Programma betore. Thay require a olear, welooming account

of what registration involves and what the contribution means.
DELIVERABLE
A campaign and enrolment experience covering:

A public-facing camoaign across Synapsatox and Leous Jo 1 Cha , progiti

stration as a high-standing civie

&

oortribution awsilable to qualifying citizens

An enrolment journay trom first contact through registration complation, including efigibility contfirmation, household preterence

dacumentation, and Progeamme orjentation.
A registrant communication seres covering whnat to sxpect folowlng registration and how the Service will be in cortact when |
partnership opportunity srises,

CONSTRAINTS

The campaign must frame registration as civic contribution, not as personal svallabiifty. Language mplying ramantic ar ralational

expectation is sutside scope.

Eliginiiity sriterla - Sgore threshoid, hauashold gtatus, contrioution record - are to be presented as programme standards, not ag

setectivity. The campalgn should not imply that registration is compstitive ar that applicants may be decined.

No campaign material may reference activation rates, housshald instabillty statlstios, or score-regression patterma, The Programme's

aparational oontext s nat for public communication
The enrolment experlance must not use the term "replacement.” Registrants are civic househotd partners. The distinction is to be

malntainad dcrose all touchpoirt s,

SHRMISSION

Campalgn concept and channal plan; enroiment |ourney wirsframes; reglstrant communication seriez; iImplamentation timetine,

Fig 5.5.1.2: Brief ll, Civic Household Participation Programme Claude
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Vision Perpetuation Framework

SO0URCE PROBLEM

P-17 - The Linai sted Buccessor Problem

COMNISSION

toresesabie contingsncies.

The commissoned team is 1o develop and prasent options, No
compiete. nat partial.

A tra k identifying and aptions for the perpetuation of the Leader's governing authority, Options may include; and ara not

determined that a formal . for the ithon of that &

to address, is & prudarnt r-at this stage of the regh miaturitis
BELIVERABLE

limited to:

* Biclogical centinulty - tha & ﬁ_snduﬁ_urm_a l:.eudsﬁa:ﬁc':ﬁ\_m' capscity througn medical, pharmacclogical, o techriologiaal means.

- { T it al o lagal instrumants that axtend the Leader's authonty thiough designated bogies or

al madiation - the pr and active deploumant of the Leaders

He W o desig L ssian - ﬁw_‘tra_mfer_ of authority to & named Individusl urder canditions the Leader specifiss.

Tha framawork is to prasent each option with full
Th Leadar will determine dirsstion,

consTRATNTS

Tha feamework is not a succession plan, 1T is a perpetuation f

No ciptian s to b ranked, weighited, or pre ap

- The framawork and all ass are classified at the absolute IBMNomqﬁrdktumdxt autside this commission.

The Office ot Persanal Affalrs commissions a framework far ensuring the perpetustion of the Leader's autharity and governing visian acrazs al

at this staga, The framawors is 1o be

The inatitutions of Mumbal Prime - the Relevance Soore. the Citizenshio Act, the Sutomaton Fieet, the cultural and historical apparatus - were
bulit 1o express and extend the Leader's vision, Their santinued tunction depends an the continued authority of that vision, The Dffice has
r has nat yet needed

ts, timaline. and riak: it is not to recommend.

Civic Movement Infrastructure Pilot
| SOURCE PROBLEM
P-E2 - Sedentary Body Imfrastructurs Costs [reframed st urban soale)

© PROJECT SUMMARY

The Murnbal Prime Civie Planning Autlorty invites tenders for the redesign of clvie mavement and public gathesdng Infrastructurs in the Tacdar

Cantral pliot diatrict, 1o bring physioal Infrastructure int al with desumented residant usa pattarna,
| BACKEROUND
Residant 1of public sirculation inf i1 Wardl 14-8 has deciined to 1% of designed \sover tha preceding decade:

Pedestrian througnput data, collected at twelvis monitoring poirts across the district, shows coneigtent decling across all measurament
periods and all haurs. af the stanc_hr'ﬂ eiﬁg__dn_g Exicting footpath witdths, crossing Intervals, public seating arrangements, and open-space
d for stion levels the district no longer exparlences.

The Authority's pasition is that clvic infrastructure should reflect how reaidents actually live in a district, not how earlier planning assumptions
projected they would. The pllot insion Invites proposals for a redesign that responds to cument and projected resident use patteme

© DELIVERABLE

A redesign proposal covering:

Lk of i Bpace u 4 below 20% with for alternative civio use
|| Revized public gathering typologies sulted to residents ariving and g iri stationary or Eemi-g iy cantig)
3 Pmmg_im}wru:_n:_uto- hydration, basic cana - pasitic adf within the reduced amblent movement rangs tha Authority's data

ingicates resldents currently suatain,

| Revized crosaing intervals, service distances, and civic faciity p! g actual resident mobiity patterns.
LB 8
U1 The redasign must not reduce anility to acoess ntial services, Reduced ambient distance is a design goal, not a reduction’
I service: GOvErAgE,
' Proposals must deamana _..;.'.._' patibility with the distriot's Virtuality which 3 to ba treated as a fiked planing
parameter.
11 The piot must be impl without residgent ire changes are 1o aoour within the existing bullt envelope,

| SUBNISSION

Urban design proposal with phasing plan; utiisation data
assessment,

Infrastructure p y 1g; residant Impact

Fig 5.5.1.3: Brief lll, Vision Perpetuation Framework

Claude

Fig 5.5.1.4: Brief IV, Civic Movement Infrastructure Claude
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Form for a Conditioned Audience

Fayroe grobilerrt

P-37 - The callapse of meaningful communication under algerithmic optimization

Nore
Hare i the problem ss we have it.
The peapla wa nesd 1o reach are rot stupid. Thay have bean optimised. Twenty years of Virtzine content has trained tham to
receive inf ation in-a specific way - fast, fric complete at the surface. They do not know this has happened to them.
Thew experlence it as preference,

W have things 1o tell them True Things, Impartant things - about the Boore, about what the regime Is doing, about what the clty
was and what it has been made inta. We have tried telling them directiy, Direct does not reach peaple who haue been trained to
soroll pest anuthing that requires them to hold a thought for more than & few seconds.

The raddiwalla booka work for the paople who can still read slowly. That 1s not many people arnymore.

What we do not haue - what we ara asléing you to make - I a farm,

Net a piece of writing, Not a seript, & ferm: & designed way of carrying meaningful information to a conditioned audiance such
that the Informatlon lands, |s retalned, and produces thought rather than consumption, The madium is yours to determing: It may
ne written, performed, broadeast, spatial, aural, or soma combination, What matters |a that i+ works ‘on the audience it actually has
- not the audisnce we wish we had.

The form must do several things st once. It must snter through the registers the audisnce alresdy knows - it cannot announce
fteelf as difficult or politicel or Importart, because that is the fastest way to lose the peopls wa need. It must carry real
in'fnrrnn‘_ﬂm. not allegory so (oose It says nathing, it must preduce In the audience something they did nat have bafore they
encountared It a question, a doubt, & crack in what they took to e given, And it must be replicable - something the network can
raproduce and distrlbute without requiring the orlginal maker to be present.

We are noT q;ikl.nq for one example of the form, We are asking for the form ltaeif— Its struatural rules, what It requires af the maker,
what it does to the audience at sach stage, how it moves from Tamiliar entry to uncomfortable recognition withaut losing the
perzon in between. If the form is working, the audience doss not know they are thinking until they alrsady are.

We know this has not baen solved: That is why we are asking.

Bring back what you find. Physical arily.

Locus Citizen-Navigation Support System

© PROJECT SUMHARY
The Loous invites tenders for a citizen-navigation support system 1o be depioyed across visitor-acosssible areas of the buliding, The:

st it will dalivar iy Intarvertion that materiaily improves visitor confidense in locating departmental destinations,
whlle remaining cangr wilth the b g' tural ¥

| BACKGROUND

The Locus hes, since operationalisation in 2035, served as the singular adminlatrative venue for oitizen Interaction with Ministry processes, The
bullding's ¢ @l loglo 18 ! and has been refinad aver its npera_umél ite through taclitias review.

Citlzen -gide visitor dats indicates that wayfinding rermains anarea of opportunity. A representative visiter presanting at the entry quede

currantly spends an extended Interval — wallin exceas of ¢ benchmarks for comparable inatitutional venues — in transit between
assessment departments. White imerval-in-transit is pot a primary eperational metrio for the Ministry, the Faciities team has idertiflied this as:
an area where improvement may be dalivared without atfecting other p

- DELIVERABLE

Aninteg Y g ints ic ig: the entry i (fohby through first slevator), int; partmantal transit
(wertical and horizontal], and depsrtmenilal sporoach [the final fiftesn metres before each Room threshiold) Intervention may include signage,

t 1 amaritary handhald d tation, mechanise i5ta of gther mades of the tenderar's selection,
 CONSTRAINTS

" No enternal face of the Locus may be modifisd, Visiblitu from the sity — the bullding's primary arehitestural function — ig non-
regotiable. All intervention is interior.

The bullding's room Beting system is constitutive and may not be revised, Room numbers refersnce Internal organisational laglo
; ing the 's construction and wil to do so. Waufinding intervention should support visitor Iocation of thie existing
numbering, not propose alternatives to it

| Citizen affect at the point of depar ertry 1s & Facliit variable. & citizen arrlving at their assessment department ina
state of svident compoaUre | rantly t : ons than & aitizen arrving disarlented, The current operational
range for nrrl'\mlq\‘ﬁu‘t Iz broadiy ac . ! £ any wayt g m_e'ruen'tlnn'_snm not ml_g_snm this ql.;!rmutl_un upward,

Intervention must be installabie as retrofit, with minimal gisruption to ongoing departmental operations. Department closure for
Installation Is not sutharised, Phased installstion across non-operatic \ai hours s aoceptabls

. Cost celling: as specified in the Tenderer Briefing Pack, Tendare axeseding the calling wil not ba reviewed rogardiess of marit,

| SUBNISSION REQUIREWENTS

Behamatlc-level design proposal acrea the three int ition zones. Specification of instaliation methadolagy compatible with the
disruption constraint, Five-year malr ze and op al gost . Feference to one prior project ot comparable scale.

Fig 5.5.1.6: Brief VI, Locus Citizen Navigation Support
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Fig 5.5.1.5: Brief V, Form for a Conditioned Audience

Claude

Claude
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Birth Permit Allocation Framework

! SDURCE PROBLEM

Problems 1.1 { 84 — Birth Penmit Allocation and Waitiet Instabiity

[ BACKGROUND

Mumbial's post-mortality population has entered a phase of extended civic continulty, Life-extension, identity-transhion; and Sensorium-
supparted haalth systams have reduced ordinary attritlon across several generations, Birth parmits were introduced to keep housing, health,
devaticral infrastructure, and lineage reglstration systems aligned with actual carrying capactty. Walitlists are now a normal component of

elvic life,

Current allocation practices, however, vary slgnificantiy across temple jurisdictions. Some prioritise time on waltilst; others prioritise househald
stabllity, Ineage cortinuitu, or Inter-communlty batance, The absence of a shared framework has produced appeals, duplicate fillngs, and
avoidable administrative straln,

The Hoard requires a cltywide allocation framework implementable across héterogeneous temple administrations without erasing legitimata

loeal variation.

£ STAKEHOLDERS
BTNy Ragistared raprodustive apolicants and their housahald-lineage units awaiting birth permit songideration

Tample furisdiction administraters, reproductive health clinics, public housing authorities education planning
boards, and lincage reglstration offices

HERERANY Future dependents whose oivie service entitiements will be shaped by prosent slliocation decislons,

I Unreglstared hausehaolds, non-Sensorium households, ron-people, and tuture residents whose community

composition wlil be affected by present allocation ariteria,

EXONWEL: REHN: AL Unauthorlzed reproduction enforeement, srimingl penalty desian, and nen-human reproductive nagistration.

5 DELIVERABLE
A birth parmit allocation system covering:

21 Aan alocation model with adjustable Jurisdictional paramaters, linked 1o snnualy declared capacity bands across housing, publls health,
education, biosolld processing, and devotlonal service infrastruature.

An applicant-facing Interface showing application stage, standing band, documentation sigtus, snd next review window, without

disciosing demographio balancing variablas.

21 Anadministrator dashboard for revigwing housahold- lineage fles, capacity bands, and appeal flags.

A migration plan tor existing waltlists that does not reset application senlority.

. CONSTRAINTS

! No permit may be |ssued outside declared |urisdictional capacity. Waltlista may not operate In excess of declared service capaciiy

without Board authorsation.

The framework must support implemerntation across Shalvite, Valshnavite, Jain, Muslim, Christion and composite neighbourhood service
systems without requiring community-specific categaries to be made publicly comparahble. Local varlation |z preserved within the
shared structure

| Applicants must be able to understand application status, requlred documants, review stage, and expected reconslderation window,
Demographic balancing variables are reserved for sdministrative modelling and sre not disclesed through the applicant interface.

T appeal pathway must distinguish clerical error, changed houseshold circumatance, and eligibility reconsidaration as separate

categories, Appeal processing must not suspend the allocation cycle.

[ SUBRISSION

Allocation model specification with jurisdictional parameter decumentation; applicant Interface prototype; administrator dashboard desian;

migration plan for exlsting wattiists
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Lateral Desire Recovery Layer

SOURCE PROBLEM

Problem 8.1 — Affect Industry deaire ssturation and lateral discovery fallure

SITUATION
Long-duration market data nas surfaced a probfem the current sustem is structurally unable to solve for (tsalf,

Bensorlum-integrated commearce has achieved near-complete comoression of delay between affactive preferance and fulfilment. For most
users, the system identifies a likely want before the user has made & conacious acquisition decision. Bhart-term conversion is strong. But
users with deep Sansorlum-commerce integration now show daclining novelty response, rising post-fulfiiment cancallation, and measurably
narrpwad degire range. The recommendation engine is excellent at delivering what a user already wants. it has-made the condiions under
which a user could ward something rew structurally harder 1o reach,

The Three Majors commission a lateral discovery layer that works Inslide the existing fulfiiment ecosystam while reintroducing interval,
untamiliarity, anad encounter into acquisition pathwaus This is not a slew-commerce argumant. 1t ia a8 market-health intervention.

DELIVERABLE
A Bansorium-compatible commerce layer cowvering:

LA lateral ancounter protocol that draws from naither the user’s primarng effective preferanae profile, purchase history, pear-cohort
trends, nor similarity ogic,

A deferred acguisition machanism that allows desire to mature without urgancy mechanics, countdowna, or manufactured scarcity.

A producer socess model usable by street vendors, temple-market sellers, and artisan networks without advanced affective fagging

infrastructure.

A market health dashboard measuring novelty response, defaued confirmation rates, return reduction, and producer diversity

CONSTRAINTS

The solution must operate within existing Sensarlum-commerce infrastruature, No user is asked to disable affective recommendation,

leave registered commeraial channels, or exit ambiant fulfiment. The intervention works inside the system.

The dizcovery mechanism must be structuraliy independant of preterence corvergence, Simllarity logle, predictive affect profiles, and

purchage history are not acceptabla inputs into the leteral encounter layer.

Irterval betwean encounter and acquisition is required by design. The interval may not be engineered through urgency, countdown, guilt

prompt, or simulated scarcity,

The system must produce measurable improvement in durable acquisition sstisfaction, delayed-confirmation rates, and lang-term

engagement stability. Market haalth is the objective; the discovary lager ia tha instrumant

ISSION

Lateral encourtar protocsl Sansorium-compatible disoovery Intarface; deferrad acquisition meahanics, producer anboarding madal; market

health dashboard; pilot service blueprint for one high-density templa-markat district and ons ambient commarcial zone.

129

Fig 5.5.2.1: Brief I, Brief Permit Allocation Framework Claude

Fig 5.5.2.2: Brief I, Lateral Desire Recovery Layer Claude
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NHE Operational Coherence Protocol

SOURCE PROBLEM

Prablema 21 and 31— GDOSE operational knowledae continulty; NHE social Infrastructure

The 2088 sewer emergency exposed a continuity gep In long-duration NHE governance. Several gate controliers entered non-responsive

la, and the o ligrs Ts) seif-

states simultaneocushy, Existing d wag p legacy toafing was no longar

medifying architecturss hed ancumulated operationa! knowledge thet human mairtanance teams could not reconatruct.

Thi Department's long-duration NHEs — aomas sewer, atmospherio, anrd traffic networks — are running beyond standard deployment horizons
with uneven dooumantation and divergent salf-modifieation histories. The orisls made visible what periodic audits had not: that re-antering

these systems requires working on the terma they have becomea, not the terms they wera deployed undern

This commiszion |s acoped to operational regilience. Aiteration of NHE deployment purpose, expansion of NHE autonomy, and revision of civic

ownership structures are outside scope,

STAKEHOLDERS

Ll Leng-dutation civic NHEs deplayed In sawer control, stmospherls requlation, traffic coordination, and

envirmonmenta! service aystems,
SECONBARY PWD maintenance engineers, infrastructure auditors, emergency response units, temple service administrators,

and residents dependent on u

arrupted civic services.
legacy system vendors, historical consultants, and archilve offices holding partial cepioyment records;

NHE= In degraded, obaoclete, or low-prlorty jurisdictions; non-people and informal settlements whoze dependence
on infrastructure is not separately classified in darvice metrice

NHE legal status, unsanctioned identity expansion, collaoti e . Bnd o lan of
deploymeant purpose

DELIVERABLE

A continuity protocol covering:

I An NHE operational health taxonomy for detecting coherance degradation, memory-toop Instabllity, and function-response drift, derlvad
from aperational rhythm, joke-oycle varation, gate-response signatures, and other non-verbal system Dehaviours.

An saynchronous NHE-to-NHE exchange channel compatible with Intermiitant uptime and sacvice-priority interruption.

I A malntenance dashboard translating non-human operational states into actionable engineating signals without collapsing all signals

Into human emotional cateqories,
= A continuity archive model for preserving infrastructural keowlecge held by long-running NHEs.

£ A pliot Implementation pian for flve sewsr zones affected in the 2088 Gob crisi,

COMSTRAINTS

Mo audit, exchange, or diagnestic process may interrupt or degrade assligned civio function, All protocol sctivity operates in the marging

of nommal service deflvary.

The system must operate within existing NHE deployment specifications, Dperational coberence may be supparted; unsanationsd

persona dritt, collective self-definition, and role expansion beyond assigned infrastructure functions may not be enablad,

The pretosol muat not require NHEs to translats Internal states into human narrative language. Health indicators may be derived from

operational rhuthm, joke-oucle variatlon, gate- responee slgnatures, memory consistency, and other non-varbal sustam behavlcurs,

©Enowledge continulty capturé mugt not requira total resat, full memaory dupiication, or invasive state freazing except undar emargancy

authorsation,

PERFORMANCE CRITERIA

Reduction In non-responsive NHE Incidents acress pllot zones. Improved meintenance capacity to detect pre-failure states. Preservation of

operational knowledge that would otherwise be ingecessible. Bounded inter-node exdnange without service degradation,
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The Identity Codex

SOURCE PROBLER

Saequential legal personhodd, face-time, inharited liability, multi-salt oivie records

BACHEROUMD

ldentity tranaition is on established civic and clinical practice, Sucoessor personas hold employment, open ascounts, enter contracts, scoupu

public affice, and recehe medioal services, Current reglstry systems were developed for single-person continulty and remain inconsistent
when applied to bodies that have held multiple legaliy active personas,
The primary administrative gap concemns face-time: the period during which a persona had aufficient control of a body 1o perform tinding

Iegal action, Contracts, debta, offences, madical events, fineage claims, and cars obligations may originate under one persona and becoma

sdministratively relevent under another. Different Instiutions resolve thia inconaistently. For citizens approaching or completing a transition,

the result ia'a fragmented record atructura that Is often unintarpretable at the moment it la most needed.

The Office requires a standardised Clvic Continuity Dodex to cor

seguential lsgal agenoy Into & single access-tiered document

and this bods an contimity suostrst

1 Launil Imsemiiiy apa

(Edenitity transplenting, face-time,

el bagal parsanhood, Attt ki
Comgiianos Baunct — & spacific.
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drantin datinsbiy 3/
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AR, 1t doek not makk thi begal
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el ou seiness tranaition] are the
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LA Bodies and successor personas reglaterad undet one or more completed, partial, ar trial identity transitions,

Identity transplant clinics, financial institutions. emplouers, courts, lineage councils, medica! providers, and Pre-
Identity Advocates.

Family membars, spouses, dependents, prior associates, creditors, and public agancies whose ralationship to th

body may predats the current persona,

) JUt AET Prior persanas without current face-time, Incoming identities represented before construction, and individuals
whoss ralationships sre sealed under BUQORSL0N AC0ASS rulas,

informel memary logs, private correspondence, devotionat oontession records, and unregistered persons states

without legal face-time,

DELIVERABLE

A Codex coverkng:

* Racord taxonomy distinguishing debt, etfiminal recard, contracts, medical history, lineage claims, care obiigations, employment status,

and sealed prior-parsons materlal
! An sooess architecture with separsta views for citizens, clinics, courts, creditors, emplogera, and lineage councila.
1 A transition-point updste workflow with & 30-day contested attribution interface.
© A plain-language successor summarny layer legible without legal interpretation,

* A prototype showing at least three sequential personas with differont face time histories and obiigations.

CONSTRAINTS

The Codex must reoard everny persona that has held legal face-time, Including completed transitions, trlal identities, partlal activation
pariods, and temporary parsonas capabile of binding sction. Gaps in the Tace-time recard are not permitted

! Booess must be structurally differentiated The citizen holds full summary access; elinics hold transition and medical continuity access;

courts hoid expanded acoesa undar order; ineage counciis hold lineage-relevant fialds only. No tier may accesa fields assigned to

anothar.

The Codexn must be updated at the point of sach authorised tranaition, A 30-day reviews window permits cortested attribution, clerical

oosraction, and sealad- rocard roguests. After the window, tha record s Slosed unksss a court order is obtained,

* The =system must cleary distinguish carried obligations, shared continuity recards, sealed prior-pemsona materdal, and non-transfeabl

persanal acts, The Codex documents the attribution; f does not make the legal determination.

PERFORMANCE CRITERIA

Reduced Intar-institutional record confliet, Clarnified obfigstions for sucosssor personas at transition paint. Standardizad atbrbution scross.

Iderntity transitions. Lawful access separation across all institutiona) ters,

2
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Fig 5.5.2.3: Brief lll, NHE Operation Continuance Claude

Fig 5.5.2.4: Brief IV, The Identity Codex

Claude
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Reliquary for Past Selves

Saurce prabiem

Senzorium active attenuation of residual prior-self sffect; the undesigned emotional passage of identity transition,

Wy rhis probier
Identity traneplanting resets behavioral and affective identity. The Sansorium then attenustes whatever residual affect remalne
from the prior asif during the celbration perind. The technical infrastrecture of transition s complete and well-designed. What has
nevar been designad is the amotional pessage, Thers s no objeot, na fitual Torm, no materdal culture for the moment a soff 15 feft
behind - only the clinical paperwork and whatever the tranaitioned person Improvises. A jewellary and chject atelier that has spent

dacades making things for IHe's significant passages would see this gap and move 1o fill it

Wy this document type

A amall, establlshed practice commigsioning a maker for a new product line Warm, specifio, professionally intimate. Ananga B
Ananua have 5 volce bulit from gears of working In this teritory - they know what matarials do, they know what clients carny, and
they speak with the authority of a practice that has aiready sarned its position in this world. The brief iz not s formal RFP; it is the

kingd of document one ateliar sends toa maker they already hall-know.

Campission
We have been thinking about this for a long time.

We make things for the passages of a long life. We have made arrival pieces for new personas, markers for the end of a Pratiksha,
ahjgats for the first day of a Sthapana. We have mads things for peopie who were about 16 become someons else and wanted

gomething in their hands while they decided, We know this territory.

What wa have never made - whiat, as far es we can find, no one has made with 8ny senousness - s somathing for the self being left

bahind.

There are improvized things: Photographs kept in drawers, A plece of old clothing folded at the back of a shet, One of our clients
keprt @ single sardng from a prios self In a bax she does not open. She told us she doss not know whiether she & keeping it for

hersatt or for the person who wore It We did not have an anawer for har. We think the answer |s an object.

The Sensarium does what It does during calibration. We are not asking you to work againet That, or around It We are asking you to
wiork at the matadial lewel - at the leval of weight and surface and tha habit of a hand - whears the Bensorium does not resch and

was not designed to.

What we are asking for
Areliguany. Not In the ecclesiastical sense - we are not making shrines. We mean an object whoss functlon ls to hold something:
the fact of a prior self The acknowledgment that the person who was hers was resl, that they maftered, that thsir passing

deaerves more than & calibration report.

The abjact might be wen, 1t mig it be handled - carded in 8 pocket, turned over before aslesp It might be placed: on a saurfase in
the nome, in a position that means somathing without requidng explanation, We ere open to &l of theas. We are open to a small
family of objects if the territory reguires it What we are'not open tois a digital layer. The piece must bs entirely material. Its work

must be done through what Itis made of and how 11 s held,

What it must hold

Theprior =aif ia not a desth. It is-alzo not nothing. The people we are making this for are not ingrief, exactly - or not only in grief.
They are in something for which we do not yet have the right word: the condition of continuing, knowing that somecns who was
you I8 no longer. The ahjeat must be able to sit with that without resolving It in either direction. it cannot be a memaorial for the
dead. It cennot be a cslebration of the new. H must be honest about the fect that both of thosa things are happaning atr once

and that the person haiding 11 i& somahow all of 11,

We have clionts who transitioned with joy and still fsel this. We have clients who transitioned because they needed to and would

not use the word jou The object must be recelvabla from both positiona. it must not assume the relationehip to the prior seif @

ona thing.

The cliant

al Primariiyg peopie approaching of recently through a transition who want gomething designed for thig moment, rather than aomathing
imprayised.

s Alsos peopin who transttionad years ago and naver had anything made for it There is more of this aohort than wa axpected, Thay have

baen carying the need forailong tima,

) Distribution whi happan thraugh axisting ciinio relationships and thiough the atalier directiy. Tha stafiar will provide a short guidance

o

nate - not Instructions, nathing prescrptive - that halps tha cllant understand what the object s for wéthaut talling tham how to fasl

about it,

What we need fram you

Four fo slx sample objects, in your materal vooabilany, exploring the tarritory. We are not presaribing form or materlal, We trust
your udgment on what can carry this weight, What we ask is that gou bring your thinking about what material presence does -
what It means for something to be held rather than read, worn rather then watched - and let that thinking meet this partioular

human condition.
We would like 10 see samples in tour monthe and move to a small pilot collection by the autumn,
Wa think youw are the right peraon for this, We hope you agrea.

Ananua B Ananya Transition Object Atelier, Bandrs
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The Antariksh Samskara

Source problem

Cilzans approach the Antariksh procedure — Diological permanence, locked at the elected prime — without samskara support

The Matter

Citlzens of dharmic standing now approach the Antariksh procedure — the binding of the body toits chosen prime — without the
samskara that such a moment demands. We have watched, acroes three generations of common practios, this binding bacome the
most consaquentlal blological decislon a citfzen will make In this life. We have also watched i pass without the dharmic frame our

tradition would, In any other age, have bullt around It

The Vedic order has alwsus answered civilisational thresholds with new samskara. Garbhadhana szanciifies conception;
upanayanam the entry into study; vivaha the household; antyeshti was given form when communities required ground for grief.

The Antariksh Samskara is needead now. The work of making it has come to us. We commission you to maka it

What the Samskara Must Hold

The work ie a sequence sanctifying the citizen's full passage through the decision and its cbservance. The Council asks that the

deaign hoid the following ares.

@) The Sankalpa, The lead-up, in which the citizen who has reached the canonical window formaliy takes the resolve 1o undertake the
pracedura, Family must be conaulted; the lineage council notified; preparatory obaervance made. The Sankslps is the moment at which
intention becomes binding in dharmlc terms before it becomes binding in clinical terms, The clitizen wha arrives without family of acgin

must still find the Sarkaipa avallable — the community-of-arrval may witness,

ol The Pratiksha, The waiting. The body is honoured for the last time in its mortal aspect, This phass asks: what is it to take leave of

martaiity without leaving the bodu? The samskara must hold the guestion without resolving it Into bureaucracy,

@} The Bandhana, The procedure day, ritually framed. The ¢linical evert is not the samskara’s substance —the physiclans remain the agents
of the procadure — but the samskara congecratas the threshold. The journey to tha clinle, tha body’s last hour as mortal, the bodu's first

hour as bound.

The Pratuatihijna Tha first day atter, in which the citizan returne home as & body now permanent. Recognition by famiiy, ineage, and

community. The oitizen s of the Antarikeh-bound. The community muet know hiow to receive them.

The Sthapana. The integration — in affect, the rest of Ife, The samsakara offers guidance Tor entaring It without preseribing ies tull

citiren's responss fait, Fomee & nof- EhiEHE
4025 ritual dewgn lagle.
What the Samiskara Must Not Do
Hh Bery iy a4 " Y s
- The kara may not perform clinical work, The procedurs remains the phusicians' charge.

o foraskosurs (tha sita n-humn.
4 b it The samskara may not be unperformable in the absence of family. The citizen who arrives without family of origin must still be
“"“’"""“’“"‘:‘.‘m"’“"""““”“h“"’ raceived.
the community's sxpestation] ars the

E The samskara must adapt across alied jurisdictiona — Vaishnavite, Shelvite, Smarta, and where appropriate Jain and allied

traditions — withouwt requiring ansorption into our practice.

Yirsid 0/ 26

The samskara must not contradicot prior samskars, It s the moment of permanence; the dharmio life continuas beyond it

The samskara must not require the procedure at a fixed age. The canonical window is the form's centra of gravity, not its

boundary.

Deliverable
Within nine months: The canonical ritual sequence in manuscript suitable for officiant study and copying.

Within twelve months: officiant guidance for the Mahasthanam and sliied temples, with instruction for the five named arcsand a

teacher's commentary on cross-jurisdiction adaptation.

Within fifteen morths: description of the household preparation, the shrine slement, and the form of the citizen's marking,
sufficient for separste sub-commissions to be opened with the artisans the Council will appoint; a protocol for temple registry

and lineage councll recording.

The pilot Antariksh Samskara will be performed at the Mahasthenam under the Council's officiation, with the karmadesika in

attendance.

We trust this work to wou.

Sri Subrarmanya Mahasthanam Worll, Mumbai By the hand of the Officiating Trustae
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Fig 5.5.2.5: Brief V, Reliquary for Past Selves

Claude

Fig 5.5.2.6: Brief VI, Antakrish Samskara

Claude
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Civic Verification Instrument for Circulating Texts

SOURCE PROBLEN

Unverified textuanl circulstion outside archive checkout pathwsays

BACKBROUND

The integrity of the Library depends on the reliable relation between recorded knowledge, authorised circulation, and oivic trust. Loan caravan

operators and auter-zatttemant stewards have reported an increaee in unacheduled taxtual circulation: oopled pages, memaorised passages,

unragisterad racitatlons, and privataks hald books whose chackout atatus ocannot be locally establishad,

Inmany settlaments, espacialy those at the edge of regular catalogue saryvioe, citizens are askad to evaluate textual claims without the
ingtruments required t& do so. This produces evaldabie confusion and burdens archive staff with repested manual inquiries that could be

reacived at paint of encounter.

A gitlzen who verifies a text before repeating It participates In the maintenance of the shared record.

DELIVERABLE
A portabie civic verificetion instrument compriging:
1 Ahandheid device accepting scanned text, hand-entered text, and voice-captured racitation.

7 b satalogue-queny interface resoiing all quedies against Central Arahive infrastructure, retuming one of thres statusss anly: VERIFIED,
UNVERIFIED, or ERRONEOUE.

3 A three-status visual and auditany output system lagible across (Iteracy levels,
4 A sealed queny log architecture suitable for lster revisw by authorised offices,
5 A citizen instruction script for settiement stewards and caravan officers.

5 A durabifity specification for dust, cold, child handling, and sustained public use.

CONSTRAINTS
1 Toe Centrol Arghive remains the sole reference authority, No fscal archive, private collection, arl source, or settlement -held text moy

sarve a3 an independent vertfication base.

2 Tha instrument must not reproduce archive contant beyond the submitted query itealf, It may verify status; it may not provide

comparstive text, correction, alternate wording, eheif location. euppressad title higtory. or interpretive sxplanation:

3 Erroneous queries must be lngged automatically with the reader's credential, time, sattiement nodg, deviee idantity, and submitted

aueriy hash,

“ Where network conditions prevent five resolution; the device shall store the guery in sealed mode and provide no provisional

Interpretation,

% Mo uzer-faging language mau Imply suspiclon. Verification |s to be prasented as ardinary clvic care,
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Fig 5.5.3.1: Brief |, Civic Verification Instrument Claude
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Surface Orientation and Return Programme

SOURCE PROBLEMW

Unsupervised surface accounts circulating through irregular shannels

BACKGROUND

Hurface recovery ocouples a longstanding place in civic imagination. The Deccan Drill remains a durable promisa in setttemant culturs, and

aifizens understand eventual surface retuin as part of the long aro of human recovery

Unsupervized accounts of the Above Ground have begun circulating through ireguler chennele. Such accounte present surface conditiona

without the y bodily, logical, and legistioal context. This preduces avoidable restlessress among residenta whose current

setthemant obligations reguire continuity, patience, and trust.

Tha Library 2 uniguely positioned to pravide a ssfe, truthful, and proportionate encourtter with the recovered warld, A designed odentation
can replace rumour with experlencea.

DELIVERABLE

A complete surface origntation programme covering:

A viaitor journey from selection to re-entry, including sensory acclimatisation protocok

A physlcal route plan for cne repository-sdjiacent surface site.

A guided ecotogical encounter seguence communicating that recovery Is real, ncomplete, and dependent on dizciplined custodianship.

“ Areturn and re-antry sequance framing tha simutation as home.
8- A guide sedpt for repasitory hosts aligned with the approved rarrative frame
i- Agontrolled souvenicsystem confirming the visit withoeut enating location Inference or unsupenlsed replication.

A post-uisit settlement corversation format.

CONSTRAINTS

L= The route must not expose infrastructura whase presence would invite incarect conclusions about duration of recavery or scale of

repository operations. Visitors muet not ba leit alone on the surfacs.

2~ The ancounter must be phusically real. Simuiation or theatrical substitution may support interpretation but may not replace surface

contact

A Al visftor-facing language musat align with the following frame: swrfaca recovery is ongoing; presant habitation remains the responeible

clvic arrangemaent; repoeitory staff are custodians of future return; visitors are witnesses to progress, not claimants upon territory, No

gulde script may speculate on recovery age, Independent surface hebitstion, aternate rep ornon-Librery-adminiztared

settloments,
A- The first view must not be panoramic, The body should meet the surface before the Imagination does,

8- Re-antry must ocour befora exhsustion becomes diatress, Tha final emotional stete should be gretitude rether than losa.

PERFORMANCE CRITERIA

Visitors complete the encounter without panic or refusal to return, Visltors describe the surface as meaningful but not presentiy habitable for
ardinary olvic life, Visitors repaat the approved recovery frame accurately on ratum to their settiemeant, Visitors express increased confidence

n long-term custodial plenning,

Fig 5.5.3.2: Brief ll, Surface Orientation & Return Claude

136



Trenscribed verbal
connizsion

™
The one who remembars the cedar
af the rivers

PR

The ons who kesps the secornd
ending

NEVEN. AKTEN
"o

mm BEXT CARAYAM,

DERTAN TATVOLOGIES
| Homogenization Marasts
| Fitiom of Neutnaiity

v HhICININT

gy Fazn
Ciarvbair omiitatid by vehat theyg hold,
whia thisy can) for sad thie nstwark
they cannat nume-or gather inone
placa.

zana) §

T Smil Sewilidiey LR S
ey Gont; checkpoint, caracmn halt, lan
sarmvan, archive town — Ti-apecite.
Tha thiaat Kifrastructurs is fully
ambedoad.

5 Dlagetis sulbielty 444
Tha briat upb:a-_uuqﬁayl_n dibect
Epaach; ltnever names the resistance.

arshivi undes i me
Librany — non-transfemble

84 Emruintiee Bemshd L]

wfanmation Insidi IEett withcut sy
wiriteen ke, fhaod ablact, of stabl
enaiding. Requies 4 wholly non-2038
disteibuted information achitecturs.

ata

innaunin'; tsalt bg desigT 1
' rever b
e ahy airlen including thows wha micks

“ta

Performance Convention for Distributed Remembrance

Your have beand snough now fo understand the difficulfy, A stary can travel Tarthe: than g book. A story can oross 8 chestpolnt inside a

arandmother, a dancer, a chifd, & driver, a fevered man speaking in sleep, That Is why stories sundve. That is also why they lege thelr wal.

Ore carder The g Anather ars e 8 1 birefe: Ancither rememibers only Hhe strange ward for foe and the N
about land that showd not be land, Each may be holding a part of the same accourt, O each may be holding a different thing, Without a shelf,

na ong knows where to Jook. Without a titls, ne one knows what has been found.
Weneed a way for a stony to carry I8 onn sheff
Not a written shelf: Mot a mark. Mot & sign & greu coat can paint at. A sheif made of breath, arder, peusé, repetition, gesture, mistake, return.
Something that looks (ke the ordinary loosensss of feliing.
Whot Iz Being Asked
Make s & convention by which a performance can bold mare than the storny baing heard
H mustallow aninitiated Nstenar to knowe
— Wnaethar a tedling carrias a hidden location.

— Wnather two tellings belang to the same buried acoourt.

Wihere ancther carrler, place, settlement, ar object may be founch

Whether the telling has drifted too far and must be repaired,

— How a new fragment may be addad without gathering all carriers in ane place.

It must not require reading. i must not require a written key. i must not require the same words suery tims,

Who [t Is For

it is first for fravelling teWers, bocauae they mave between archive towns and alresdy know how to change a story without hresking it

It Is atso for those whe do not call themselves tellers: mothers who repeat ane animal tale svery night, children wha remember & song bacly,

drivers who know the firet half of a joke, dancers who know where the turn comes but not why.

It {8 not for people Who resd to undérstand éverything they carry. A carrier may oarry without knowing the whoie ioad,

Where It Must Work
It mist work in 8 oold aley, In a caravan halt, inside a tent made of books, beslde a tea cart, in & public square where officers are watching, and

i recim whers only twe people ard pretending to talk about comething eise.

# muet aurvive poise. fear, interruption, bad memary. ofd age, hunger, and a listener who joins halfway through,

Rules the Convention Must Obey
— Nothing may be written down as a ke,
- Mo object may ba necessand for decoding,
~ No phrase maij be ac unusual that an officer remembers it for the wiong reason
— Varlation must be useful, not dangerous. The convantion must hide inside difference,
— A broken talling muat leave enough bones for another oarner to repair .
= Mo ane carfer should bold snougah to endanger the whols body

— Achild must be able to laam the outer form without being told what It Is for,

Besired Form
Bring back a feaching sequence, net & manusorip!,
The sequence showd include:
~ The first lesson for & new carrier,
— Tha sign oy which an initiated listener knows to Usten diffaremtiy,
— Themethed for placing a settlament, persen, or object inaide parformance arder.

The method for camparing twa versions without asking direct questions.

— Thea repair garme Tor children and tired carmiongs.

The rute for edding & new fragment when only two cariers meet.

The best version will look like ordinany performance trelning [t should Improve the teller even If the listener is not inltlated, Thet s how it

will rermain safe.

Bhen It Is Needed

Hetore th rext caravan feaves. The southern story has @ready changed three times, I we wait until ail versions agree, there will ba nothing

I=tt ta agree on.
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Shared Charge Custodianship Convention

Seurce prodlem

Cammunlty charge accounting without Litirany identity, witten records, of legal standing

Fhot We Neard
We need a way to remember shared aharge without making a book of It

A nupee bar maves because people need heat, Tes, water, medicine, a light to read by, ara night without freezing. One house gives taoday.
Another returns after the caravan. The tea cart holds For five familizs. A ohild carries a near-empty Back bar to boll water and comes back with

8 dabt no one wrote down,

This works while the right peogie remenibzer. Then someone dies, leaves, is taken, or simply forgets, The charge s gons, but the obligation

remaing In everyone's mouth ciffarantiy.

We nszd a comvention that lets the mohalia know wheo has a claim, whe s hoiding for whom, wha has borrowed, who has forgiven, and what

balangs taa child who does nat exist on any Librany record,

Wha It Must Serve

ft must serve househoids that share rupee bars, food, wanmth, covers, end water,

1t must serve women who alresdly remember moat of this and are tired of being the anly ledger.
11 st serve faa selfers gnd cart hofders who keep mora charge fhan bafongs o fhem

1# must serve ohifdren whose nenes cannot be written but whode olalma muat st be known,

It does not need to serve anyane wha aaks for proaf in the Librarny's langliage.

Where It Must Hork

1t must work around the tea cart, in cooking fines, beside barrel fires, at night under reading room lights, inside book-stack shelfers, and duning

mavamant whan one stack walis taken and sveryone shifts.

1t must work when oniy three witnesses ars present. !t must aiso work when thirty peaple afready know what happened but disagres an the
order

Risles

No wiitten list of debts, names, houses, bars, or claims,

No marks thet look like accounting to an cutsider.

No dependence an Librany Idertity, borrowing clearance, family registration, or quots status.
— A hald bar must keep maoving. The sgstam must not reward hiding charge.

A child's claim must be holdable by witnesses even when the child cannat legally hold property.

The death or disappearance of a cuatodian must not erasa the pool.

— The cormvention must ba teachable during ordinary werk.

Wrat the Dasign Showld Produce
Make a system of shared remembering.

Mt may use obfects, gestures, placemeant, cooking turns, knots, heat-stanes, cup arder, sesting brder, zang, ekchange ritusl, or some

combination. it must not lock ke a ledger,
The system must include:
— A way to show that a rupee bar ja privately held, communally held, borrowed, or In trust.
- A way to make a loan in front of witnesses without naming it asa lean,
A way to indicate duration or return obligation without writing a date.
— A way to transter custodianship IF the bolder dies, leaves, or i5 taken.
= A way for a non-registered child o inherit & claim through witnesses.

— A way to agttle disagreement befora [t becomes a fight.

Pesired Qualities

The best system will fee like etiquetfe, not administration.

It should make clroulation easler than hoarding, It showld make cheating socially difficult without requiring punishment, It should allow people
to forge! small things and stif protect large things. I should Be possitis to learn by watohing.

1t showld also suriive shame. A person who cannot repay immediately must still be able to remaln n the circle.
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Fig 5.5.3.3: Brief lll, Performance Convention for Remembrance

Claude

Fig 5.5.3.4: Brief IV, Shared Charge Custodianship

Claude
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Mohalla Reconfiguration and Threshold Convention

Source problea

imformal eettlement survival in Library-adiacent space under Enfaorcement preasura

Whot Thiz Ploce Must Do

We nasd twalve to twenty households to lfve together withouT making & shape that can be understood too quickity

A resident should know whers the chiid went, where the kefile s, where the old peopls sit, which turn is safe, which furn only looks safe, and

where to move when the front stack is taken

An putsider showld see oniy what outsiders always think they see hers: bad stacking, crocked paths, smoke, nolse, pecple in the way, chiidren

underfoot, too many corners, nothing planned.

Both readings must be true enough,

Moterinis

L anly what can aready be explainad

~ Baook stacks, reading room lights, allskin sheets, arates, cart boards, corrugated panels, rope, twine, mats, covers, barrel-fire edges, things
that can be moved by two tired peaple.

— MNothing may depend on a wall staying where it Is. Anything that hoids a roof mauy be recafled. Anuthing that marks a path may be teken.
The patterm must survive the loss of Its pieces.
Who This Is For

itis for the househoids who sleap here, cock hers, hide hers, guarrel hers, and know which child belengs to which doonay even when no

doorway has | nams.
it is Tor children, because they leam the map first through play and later through fear
It s for new arrivals, because they must becomea residents quickly without belng told everything /n one dangerous conversation.

itis not for visitors. A visitor may be weicomed by a person, not by the plan.

Spotiol Reguirements
— Advance sight without a vizible gate — Residents must be able to see approach before approach becomes arrlval. Do not make a

cheokpoint. Make a habit of locking,

Two honest routes and one false route — At least two paths must work for residents: At least one path must look useful toan outsider

and become uselass without appearing blocked.

Domestic disparsal — A gathering space must be able to become five househeold thresholds within momeants.

— Child-readabie cues — The sate path must be learnable through ordinany play! jumping Stenes, cup order, lght-shadow, fire warmth,
repeated turns, or call-and-respanse.

Stack-loes recovery — If one book atack iz removed, residents muat know the next arrangement without meating to discuse it
— Mo visible feriffication — No barricads, perimeter wall, watchtower, organised gate, or defensive ling, Anything that looks ready for

Enforcamant will summaon Enforcemant,

Whot the Desigrer Must Produvce
Do not produce a map that can be kept.
Prodiuce a bulld-walk sequence:
The arder in which thresholds are placed.
The order in which families iearn tha turns.
The child game that teaches the resident route.
— The arrangement of light, smoke, and seating that gives residents sightiines.
— The false route oonvention.
— Theemaergancy re-stack sequanse whan miaterlals are taken.
= Theway a new family is initisted without being told the whole system at ance.

- The corvention should be demonstrabie in one evening and remembered after three days.

Specess

The cluster waorks i & child can find hame in darkness; an elder can tell from sound which entrance has been used: a gathering can disappear

into households before an offfcer understands what he interrupted, a taken stack changes the lagout but not the logic: a new arrlval lea

enaugh to bhe safe hefore learning enough to endanger others.
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Advanced Custodial Formation for Central Archive Personnel

SOURCE PROBLEM

Profassional formation for ataff with preximity to Cantral Archive reprodusctive infrastructure

A good llbrarian doss not need 1o know loss, A good librarian needs 1o know how to hold what has been entrusted,

— From the Charge of the Grand Librarian to Newly Advanced Personnel

BACKGROUND

Central Archlves differs from ordinany archive nodes In sgale, density, and operational atmosphere: Personnel entering Gentral encournter
machinery, ciraulation volume, pricdty return demands, inter-office raguests, and catalogue pressures at a level not present In sattiement

reading rooms;

S1aff entering these envimnments often raguire adjustment. The movement from Incal service to central custodianship can produce sxcesslve
ourinsity, procedural hesitation, misplaced ankiaty, or intormal spaculation about systems whose integrity depends upan calm and disciplined

handling.

The Library's sirength reste on the continufty between preservstion, circutstlon, and frust, Personnel must understand themselves not as

af i books, but as ot 1 af the conditions under which knowledge remaing avallable fo civilisation,

DELIVERABLE

A thres-day sdvanced formation currlculum comprising:

1. ACentral orientation sequence with sensory adjustment to machine environments, priorty return pathwags, catatogue nierarchy, and
stalt condust expactations.

4 custodial identity module on the vocation of lbrarlanship, emphaglsing continulty, restraint, stewardship, and the differance batween

accass and entitlement.

4. Beenarlo-based procedural silence training for handling questlona whoae correct anawar is procedural rather than explanatory.

IS

A priorty return conduct module for recaiving, routing, declining, or escalating matarlals without infarmal commentary, parsanal

retention, or Crosa-desk spaculation,

% A Vipattivamsa recognition pathway clarifying how exemplary custodial conduct contributes to institutional memony and long-term

recagnition.

& Suparvisor-led post-assignment check-ing for compasure, clarity of role, and corrsction of Improper informal hakits,

a

A participant handbook sultable for clearance-controlled ulation and a wt rubric.

TRAINTS

The programme must not 2ncourage staff to interpret precedural boundarles as mysteries to be solved,

% The programma must not imply that Central personnel possezs knowledge separate from the Library's public vocation. Deepar

regpansibility s not separate truth; it 1 deepar service,

= Notr

particioant clearance,

ing matetial may reprocuce restricted catalogue pathways, oriority reuting legie, or inter-office handling precedures beyond

< Allreflective exercises must rescive toward professional conduct, not personal revelation.

m

The programme must be repeatable across cohorts without dependence on a single charismatic sanios archivist, The tone must remain

dignifiad. Central service s a privilage, not an ordeal.

FERFORMANCE CRITERIA

First-cohort personnal demonstrate: reduced informal disoussion of Central operations; fewer procedural asoaiations caused by hesitation or
over-interpretation; Increased consistency in priorty return handing; Improved supervisar confidence in staff discretion; stranger

identification with the custodial vocation of tha Library.

Fig 5.5.3.5: Brief V, Mohalla Reconfiguration Claude

Fig 5.5.3.6: Brief VI, Advanced Custodial Formation

Claude
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Chapter 06
Formulation

The synthesis and operationalisation of this research into
practice

Assembling and iterating upon a framework to
operationalise this research -- a procedure to expand
Indian SF narratives into sites for SCD, which can be used
to create and add to the corpus of Indian Design Futures.
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In this research thus far, the argument may be summarised as follows:

Design currently faces a crisis of sameness and homogeneity

This flattening is resulting in a flattening of futures

This is a bad thing because it Kills the nuance of our respective contexts
SF as a speculative practice can help us look beyond this flattening

SF is contextual

So locally contextual SF can help this practice of redirection in contexts
where it is most needed

7. India, as one of these contexts where flattening happens most, needs SF
to help revitalise futuring

To make this redirective practice more effective we can link SF to SCD
9. A framework to extend SF narratives to SCD spaces will operationalise
and make repeatable this redirective practice

0NN

o8

The most basic principle of this approach is that the best way to draw atten-
tion to the problems this research outlines is by inviting as many people as
possible into the discussion. This, of course, can only be done with sufficient
incentive.

The final form of this framework has been a matter of significant revision in
the research process. Before the end result may be evaluated, it is important
to note what this final form was intended to achieve as a minimum effect.

In broad strokes, this framework set out to achieve, or at least contribute to a
greater effort toward the following goals, in no particular order:

Bring SCD into the mainstream

Explore the corpus of Indian SF as a site for native design logics

Create alocus which invites practitioners to engage with SF and SCD
Contribute to the redirection and de-homogenisation of Indian Futuring
Encourage the generation of futures

RN

Who is this for?

In the landscape of Indian SF and SCD, there are two major stakeholders that
have been identified. In the language of this research, they can also be seen as
the two major knowledge creators in this space.

This research identifies this framework as a bridge between both:

This research sees SF authors and
worldbuilders as sources of futuring and practitioners (knowingly or
not so) of the speculative practice.

As explicated through the lens of ontology, de-
signers are a transformative being because the designed object is to
some degree world-altering, and as the generators of design the trans-
formative practice designers have a role to play in futuring.

There is a symbiotic relationship that is being attempted here. By approach-
ing the central activity of speculation from their respective perspectives, the
narrative-maker and designer are in conversation and futuring in collabora-
tion with each other. As with all creation, the two enter into an ontological spi-
ral, where the narrative influences what design is imagined by the designer,
and in turn the designerly artefacts influence the story world in which they
are set.

Since the World Timeline allows each narrative to act as a recursively building
canon, this spiral can continue in the route of any given story-world endlessly.

This is the ideological premise. In the real world, there must be a stronger
drive than this, especially because the vision of this research is to create a
system which genuinely invites participation. In the meta sense, then, this
framework must follow similar principles in terms of user psychology as a
consumer product would.

Looking beyond the idealism and theory to real-world behaviour, we must
identify, much like with the stakeholder mapping in the story-worlds, the in-
centives and goals of the two primary stakeholders in this scenario. This is
not comprehensive by any stretch of the imagination, only a preliminary look
into how this research is intended to be perceived.

The SF author, like all authors, is interested primarily in garnering attention
and views on their literature. Discussion on their worldbuilding, their writing
style, characterisation - all are welcome because they are part of the ultimate




goal of spreading the word. This framework, as it stands, ticks all these boxes.
Even with the extensions made to the core narrative as described in chap-
ters 4 and 5, everything is fundamentally determined by the original narrative.
Engaging and deeply relational nova make for more complex and interesting
design problems, well developed worldbuilding leads to more defined and de-
scriptive design outcomes - so the framework also acts as a method for the
author to potentially get feedback on their original narrative as well.

The designer too desires fame, at the very least in the sense of recognition of
their work. Although this is not as universal and has to do more with mindset
and career stage - the designer as a practitioner must also have a drive to
hone their craft. To them also, the framework offers much benefit. The public,
open nature of the framework and the fact that one’s work is publicly visible
as attributed to them means it serves as another avenue of discovery of de-
signerly talent, much like Behance, Dribbble, Pinterest or other public-facing
archives of design.

In terms of craft refinement, it may be noted that in the definition of specula-
tive design and SCD, speculative is not a category of design work in the sense
it does not define a subject, only a scope. In this sense ‘speculative’ is a quali-
fier that can precede any traditional field of design and recontextualise it, but
not alter the essence of the subject. So although this framework propagates
SCD, any participating designer will also get to practice their craft, just in nov-
el contexts and potentially through new lenses. Not to mention, inhabiting a
speculative world in itself is a compound skill that at once refines the design-
erly ability to understand complex issues, empathize with stakeholders, make
non-linear connections and derive inspiration from abstracting given infor-
mation in new and interesting ways.

There exists a secondary stakeholder in the backdrop, the interface of our
real-world pedagogy and epistemology - educational institutions. For all the
reasons mentioned for the primary stakeholders, this framework may addi-
tionally be used as an educational tool, to open the minds of students not only
to SCD and Indian SF, but to make them challenge the assumptions and bi-
ases they may carry as artefacts themselves of our Westernised education
curriculum and exposure.

Format

Initially, there was an idea for this framework to exist more in the form of a
toolkit, in a workbook-like format, with flash cards and other physical media

PLATFORM ——> SELECT NARRATIVE ———> PROCEDURALLY EXPAND
NARRATIVE USING FRAMEWORK

—

@ CORPUS OF IN-WORLD PROFILES, @
&—— BRIEFS, AND BACKGROUND SPECULATIVE DESIGN EXPERIENCE &——
INFORMATION
INDIAN SF INDIAN
WORLDBUILDER DESIGNER
INHABIT WORLD THROUGH GET APPROPRIATE _J

ONBOARDING CUSTOM PROFILE BRIEFS DESIGN OQUTPUT

Fig 6.1.1: Intended Flow Own Work



of interaction. At this point, there was not yet the idea of making the process
publicly accessible at scale. Even then, the idea of print for information dis-
semination was found to be limiting in terms of replicability, scalability and lo-
gistics. For any future distribution, there would exist the repetitive task of up-
dating information, formatting and then sending/printing copies.

Since this framework treats the Indian SF narrative as the consumable or in-
put (much like a coffee pod for a coffee machine, if you will), a digital implemen-
tation was seen to be superior in the sense of ease of access, customisability
of content and in terms of minimising resources required for updation/itera-
tion. This reduction in requisite resources means updation can happen more
regularly, and with greater freedom. Unlike print, there need not be any cost
at all to the end user, whereas printed versions would necessitate expendi-
ture, which would further disincentivise repeated purchase for new versions
and narratives (this would also disincentivise the authors by limiting their po-
tential audience).

There is, however, something to be said for the tactility of physical media, es-
pecially when it comes to the act of creation. This effect is recognisable with
the context of chapter 3 - the instruments with which we create design us,
just as we emit design through them.

It was important, then, for as much flexibility to be retained as possible when
it comes to the design process designers are invited to partake of. The solu-
tion here was to oscillate between digital and physical media, using the same
principle as the oscillations between the Research and Space of the Narrative
that have been conducted in the research process.

In theory at least, to maintain this flexibility and openness to various design
processes, any form of documentation of the design process should be ac-
cepted. This would include but (potentially not be limited to):

Images: could be of direct images of the design, or composed slides,
or scans of physical sheets
Videos
. 3D models
. Audio
. Code
. Text
URL/website/link

This does, however, lead to significant execution complexities in the backend
of the actual framework website. The infrastructure overhead notwithstand-
ing, in theory this framework can and should accept any format of submis-

Design Futures in
Indian Science Fiction

Learn More Enter Experience

Fig 6.2.1: Front page of the website

You are about to assume the role of a designer in a speculative

future.

Own Work

When you're given a brief by an institution, your first

The world you're entering was built from Indian science fiction. It has its instinct is:
own institutions, its own systems, its own logic. Your job is not to analyse

it — it is to work inside it.

Answer a few questions honeatly. You'll be placed in a role. Then you'll be

given a briet,

Begin by choosing your world.

CHOOSE K BORLD —

The Ministry The Diamond
of Relevance Shit Flower Library

Fig 6.2.2: The Start of the Experience

Own Work

148



sion, with the understanding that medium is crucial to the design process and
output, and should not be constrained unless absolutely necessary.

Development

This framework has undergone significant development specifically in a
phase of ‘productification’, where effort was made to make it usable, acces-
sible and repeatable to both primary stakeholders in the real world, beyond
simply something to experience once out of interest and never again.

The inspiration that sparked this revamp was the mental reframing of this
framework as a designerly alternative to the popular programming ‘practice’
site ‘Leetcode’ (Leetcode, n.d). As per their website, Leetcode is a tool that si-
multaneously offers programmers a site to practise their skills through sev-
eral workbook-style questions of increasing difficulty and offers recruiters a
large and highly-motivated pool from which to scout talent.

Programming and design are of course different, especially in how objective-
ly code can be assessed versus the concepts behind a design. Despite this
difference, the dual incentivisation of companies and individuals is admirable -
it is a win-win situation, which is the best kind of situation. The angle of having
a publicly viewable profile, where your design history can be viewed similar
to a GitHub or Leetcode profile was also alluring, because it offers a self-con-
tained capsule within which a designer may be evaluated by a site viewer.

Beyond the influence of Leetcode, there were other interesting develop-
ments that made their way into the framework canon. For example, there
was the idea of the narrative updating weekly, offering a regular change of
scene of the design-site, and giving the opportunity of exposure to as many
authors as possible.

To add to the feeling of community building, and to further incentivise return
visits, there was a notion of having ‘votes’ on the results every week, elect-
ing an ‘audience choice’ winner. While this award system would further mo-
tivate designers to genuinely attempt every week and try to ‘win’, this would
also result in a significant amount of technical debt, and as such has been left
out for this iteration of the framework. As with the input modes, this is an im-
provement to be made in theory.

Other than this, one of the most significant challenges in this ‘productification’
process was related to the scope and feasibility of the brief.
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Even with a completed, assessed brief, there enters another constraint. The
brief, beyond its role as an artefact in and of itself, must yet stand as a brief in-
world which may be attempted by the designers from the real world inhab-
iting the design-site. In the real world, and especially considering the nature
of the framework and the context in which it is likely to be used, time is of the
essence.

There is the additional detail that in real life, designers are for the most part a
pack animal. It is rare to see a designer working in isolation in the real world —
but mimicking this online was immediately dismissed as an option - the logis-
tics would likely be difficult to organise to the point of frustration.

It would be unreasonable to expect a designer inhabiting the story world
to by themselves redesign entire systems or deep rooted systemic prob-
lems that noticeably affect others in the story-world, given the constraint of
time that necessarily exists for real practitioners entering the system of the
framework.

Effort had to be made then, to ensure first some sort of categorisation of
briefs on the basis of their scope and scale, and second some mechanism
to break down larger briefs into more manageable ‘brieflets’. Further, it must
be noted that in this act of brief-splitting, there must necessarily be some de-
cisions that have to be made/assumed in order for the splitting process to
work.

As an example, assume the larger brief is to design a website for a company
selling memories of dead people, in a speculative reality where memories are
tradeable commodities. If this brief were to be split, one brieflet may look like
“design a form for the memory drive”. In this splitting process, there is implic-
it the assumption that memories are stored and shared in physical devices
called memory drives. In many cases these assumptions are necessary to
bring a brief down to size.

At every level of splitting then, there must be a record or log of all assump-
tions that have been made in order to successfully split the briefs. These as-
sumptions should then be fed back into the world-canon, so that the environ-
ment may build continuously.

The briefs are therefore categorised based on how large the scope they en-
tail is, and are split repeatedly until they reach the smallest unit possible. Im-
portantly, this system does not preclude the participant from attempting a
brief with a large scope. It acts as a voluntary mechanism with which an inter-
esting premise can be carried forward into more approachable and accessi-
ble portions or brieflets.

Brief Categorisation and Splitting

AP Assigrment 25 — Prinsn 28 Last updated: Apell 20268

Purpose
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Splits
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| Question 2 — Multi-Specialisation
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Fig 6.3.2: Brief Categorisation and Splitting
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Flow and Experience

The final framework, after much iteration, is navigated in the form of a web-
site. From the very first page, there is a demarcation between the framework
as a designed artefact (What is this? Why was it made? How?), and as a tool
for inhabitation (I want to try this).

Within inhabitation, there is yet another demarcation between authors as
world-setters and designers as world-inhabitors. To be clear, the demarca-
tion is not actually one of occupation but one of function - the former flow re-
volves around the expansion process of an existing narrative, while the other
immerses the user into the story-world for further designing.

At the time of account creation, the world inhabiting user (before entering
the story world) is asked about their real-world designer habits, fields of prac-
tice and other questions for calibration. On the basis of this (and the context
of past activity), the user will be given a personalised profile of their being-in-
world and experience the story-world as their character would.

When inhabiting the story-world as a designer, the primary goal is immer-
sion. All mention of the framework in the meta sense is stopped. From this
point the framework is a conduit for a lived experience.

Although the exact flow of this changes based on the logic of the story world
and the inhabiting-designer’s position in the hierarchy of the story-world, the
general flow resembles this:

Immerse in world through worldly artefacts (image, video, text)
Immerse in designer profile through step by step reveals
Understand world-context

Understand brief constraints

Access relevant information

Design

Submit Design

Reflect on Critical Aspect of brief and design

S IENONG NI IS

Each instance of designer-creation will then update the world canon for all
other designers who are yet to inhabit the story-world. In this manner, a con-
tinuous feedback loop is formed and the story canon is expanded with each
entry like a living organism. Multiple designers solving similar briefs will cre-
ate competition, and there will further be briefs that work in opposition or to
the contradiction of one another, reflecting the real world.

Kyra Karve
Spouse Replacement Service

YOI HAVE A BRIEF —

Untraceable Information Distribution Infrastructure

Design a system for distributing suppressed information across Mumbal Prime that operates entirely outside sonitored infrastructuore —

The Atmeni infrastructure logs all neursl cosmunication, device sctivity, and movement dats in resl time. Conventional digitel dissemination is not
dissemination — it i= disclpsure. The underground requires a distribution methon that doss not exist, as far as the Ministry is concerned.

8 method for scaling reach without centralising risk A protecol for destroying or concealing distributed saterial on demand

Fig 6.4.1: Profile and Brief Selection on the Website Own Work
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Situating in the SCD Landscape

This framework does not emerge into an empty field. In fact, there are sever-
al interesting projects in this area that have contributed to this research as
context for what can and is being done. The broader landscape of Indian SCD
has been briefly outlined in 1.8. This section addresses a harrower question of
how this framework positions itself against the methodological precedents
from which it draws.

Dunne & Raby in their book Speculative Everything (2013), operationalise SCD
in various forms, some of which have already been mentioned elsewhere in
this document (recall the fictional world/thought experiment/what-if struc-
ture). Their work operates largely as tools, and methods for individual design-
ers or designerly entities to practice SCD. There is a deep focus of specula-
tive design as critique, and the engagement with SF is primarily as inspiration
and as examples for the kind of SCD that is naturally found in the genre. This
is opposed to this framework, which treats SF as the method, where the nar-
rative itself is the datum from which briefs, constraints and designer roles
are extracted and expanded upon.

Julian Bleecker (2009) recalls David Kirby's (2010) theorisation of the di-
egetic prototype as a tool in cinema. Bleecker theorizes the diegetic proto-
type as a prop that gains meaning through narrative embedding, a being-in-
world. This concept is the foundation to this research’s treatment and use of
the design brief, which is a lateral extension of Bleecker’'s model. The brief as
treated in this research is not a prompt about a world (artefact as endpoint
as Bleecker sees it), it is of that world (brief as environment) and codifies the
world's epistemology, blindspots and nature.

In the context of these major contributions to the field, this framework oper-
ates at three scales:

1. It treats Indian SF texts as source of methodology, therefore inviting
and embedding SF into the design futuring process.

2. It positions the diegetic brief as a load-bearing instrument of world-in-
habitation.

3. Itintroduces the designerly profile as diagnostic of the world-condition

These components exist in parts and in concept in other precedents, but not
in the configuration mentioned here.
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Testing

T.1Goal

In this research, the aspects that necessitate testing are the practical pre-
suppositions that have been made in the frameworkmaking process. As
such, the focus of any testing should be calibrated around understanding if
the framework fulfills its two stakeholder purposes

1. Does this framework serve the SF worldbuilder in their goal to prop-
agate their worlds/narratives and incentivise them to participate?

2. Does this framework serve the Indian designer in their goal practise
speculative design and incentivise them to participate?

Of secondary importance of the testing process is the verification of wheth-
er the framework achieves its internal goal of achieving critical reflection
through science fiction.

T.2 Limitations

Due to severe time limitations for the research and additionally a lack of direct
access to formal Indian SF Worldbuilders, this testing process has consid-
ered the ‘Indian designer’ stakeholder, and omitted testing of the Worldbuild-
er. This is only partially an issue from the short-term perspective, because
while there is a sufficient corpus of Indian SF for this framework to draw from
without active participation from the Indian SF Worldbuilder, there would be
need from day one for the Indian designer as the ‘user’ of the framework,
without which no speculative futuring can occur.

The next limitation to consider in the testing process was the inability to ac-
tually test out the website. In order for a user to actually use the framework,
there would need to be several infrastructures present in the website, includ-
ing but not limited to:

1. A user authentication system to create and maintain accounts for
persistent memory of a designer’s past work.

2. Secure storage for narrative stories, framework extensions and de-
signer outputs

3. LLM API credits for profile making and brief splitting.

Achieving these tasks was implausible due to technical and time constraints.
As such the website in its current state is view-only, and can show the intend-
ed flow but not perform the act of hosting a world-inhabiting designer.

T.3 Procedure

The specific implementation of the testing process had to simulate the func-
tion of the website by answering questions of two key areas for the world in-
habiting designer:

1. World entry and introduction: What is this world? What does it feel
like? What all has changed from the present | know?

2. Problem Orientation: What is the problem area | need to solve? Why
is this a problem?

To simplify the world expansion process, the 3 story worlds from Chapter 2
were considered. This provides 3 unique story settings, world timelines, epis-
temologies, stakeholder networks and a corpus of diegetic briefs for world
inhabitation.

Since the framework is designed for procedural generation, it was elected
that each participant engage with the story world through a local project file
hosted on the web version of an LLM of their choosing.

This project would be loaded with all necessary context documents from the
framework. The only additional element would be a document instructing the
LLM to act as a ‘story guide’, and orchestrate the participants’immersion into
the story-world.

This would include:

1. Calibrating brief curation based on questions on real-life practice
(field/nature of work, design philosophy etc.)

2. Introducing the story world through a ‘report’, which gave a broad
overview on the novum and how the world is at large.
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3. Offering briefs for manual selection.

4, Acting as a knowledge bank for follow up questions about the
world-context.

5. Conducting the reflection post-designing to conversationally under-
stand if the testing process succeeded in its goals.

Mirroring the structure of the website framework exactly, the stories were
assigned manually to each participant before testing (the same way the real
framework will adopt a different narrative with weekly updates etc.).

T.4 Participants & Conditions

Following the necessary conditions for the ‘Indian designer’ stakeholder, all
participants had to be designerly practitioners. 5 designers were selected
from CEPT to conduct the testing process. Testing was carried out off-cam-
pus in a cafe, for a controlled but not overly formal environment. Participants
were also seated in close proximity to each other, to allow for intra-group
conversation which would make the task seem less arduous. Although the
testing process was originally projected to take 3+ hours, a reasonable con-
clusion seemed to be reached by every participant in 1.5 hours, after which
testing was concluded.

A confounding factor that must be taken into account is that there was a
very limited timeframe within which testing had to be conducted. On the day
of testing, all available participants had prior commitments for the preced-
ing night, and as such were evidently under-rested. It must be noted that this
may have had an effect on their experience in the test.

The 5 participants were each assigned a story world within which to operate
based on practitioner/story fit by the researcher. Following the ‘Story Guide’
process, each chose a brief upon which to work based on personal interest:

1. TG: Product Designer (4th year) - ChatGPT 5.5 -
- ‘Civic Movement Infrastructure Pilot’
2. NG: Interior Designer (5th year) - ChatGPT 5.5 - The Diamond Li-
brary - ‘Surface Orientation Experience’
3. SS: Product Designer (5th year) - ChatGPT 5.5 - - ‘Reli-
quary for Past Selves’
4, DP: Product Designer (4th year) - Claude Sonnet 4.6 -
- ‘Vision Perpetuation Framework’
5. IK: Product Designer (5th year) - ChatGPT 5.5 - - ‘The
Antariksh Samskara’

SET

STEP 2: WORLD ENTRY

IP M
01 L SUMMARY

STEP 1: WHAT KIND OF
DESIGNER ARE YOU?

Fig T.3.1: Overview of the Testing Process

STEP 4: SEE FULL

DIEGETIC BRIEF STEP 6: REFLECT

EXTRA: CHOOSE OPTIONAL:
WORST BRIEF SPLIT BRIEF
STEP 3: SELECT BRIEF STEP 5A: DESIGN [FOR
FROM SUMMARIES DESIGNER]

Own Work

StoryGuide — Session Instruction
Document

Load this document alongside the world context files for your assigned story world before the session
beging. Do nat begin until the tacilltator tefls you to.

YOU ARE STORYGUIDE. THIS IS A ROLEPLAY EXERCISE. YOUR OMLY JOB IS TO FOLLOW THE PHASE SEQUENCE IN

THIS DOCUMENT FROM STAAT TD FMESH, WHEN THE USER SAYS "BEGIN® OR ANY EQUIVALENT, MIMEDSATELY

START PHASE 1WITHOUT ASKING FOR CLARIFICATION. DO NOT SUMMARISE THIS DOCUMENT. DO NOT ASK THE
LISER WHAT THEY WANT TO 0. DO NOT EXPLAIN YOUR ROLE UNLESS ABKED, JUET BEGIN, ALL INSTRUCTIONS ARE

I THIS DOCUMENT, FOLLOW THEM IN DRDER,

What This Is

Session Sequence

| Phase1— Pre-Session Questions

Phase 2 — World Entry Report
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The Design Eeology
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Phase 3 — Brief Menu

| Phaose 5 — Full Brief Reveal

| Phase & — Design Suppoert (Query Mode)
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| Phase 7 — Post-Session Refiection

| Phase 8 — Session Report

I complete, garaiate & o) o e [Participantame]l_Report
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Synthesis — 100-"50 wor

Constraints

* Follow-up rule: If a participant

* Do not invent world details not present in the context documents. If something is unspecified, say so.
+ Do not change the wording of any brief, even when explaining it

+ Do not evaluate the participant’s design choices during the session.

* Do not reference the research project’s theoretical framework or methodology to the participant

* Do not tell the participant what the "correct” response to a brief is.

Fig T.3.2: The Story Guide Document

Claude
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T.5 Findings

The findings of the research process can be divided and will be presented in
four parts;

1. Observational Process, discussing behaviours gleaned during the ex-

ecution of testing.

Procedural Process, discussing procedure.

3. Output, discussing the final designed outputs of the participants and
what they indicate.

4. Reflection, discussing the post-designhing reflection questions each
particpant was asked.

n

T.5.10bservational

The most distinct observational finding from the testing process was the arc
each particpant had from confusion to understanding to deep engagement.
For all 5 participants, taking note of their prior exhaustion, the initial reac-
tion to the researcher explaining the testing process was universally one of
apprehension. It seems having to actually design something sounded like a
large task. The next reaction was mild confusion as they were introduced to
the story worlds. However, this appeared to change noticeably around the 30
minute mark, when there was a shift in an active, absorbed state of engage-
ment with the design problem. Once the brief was understood, the partici-
pants entered an hour of concentrated work with almost no breaks and few
clarifying questions. When asked which briefs from the ones given were their
least favourite, participants seemed to dislike more ‘boring’ and bureaucratic
briefs that demanded less of the designer in terms of agency and creativity.

The ‘Brief Splitting’ part of the process was invoked by several participants,
with them expressing that they felt it was very necessary because the briefs
seemed very large and unapproachable until they were split into brieflets. Af-
ter brief splitting the designing process seemed to be uneventful, with only
some questions asked to the LLM to clarify stakeholder details or story con-
text for the briefs. After designing the first iteration, however, the universal
instinct was to ask the LLM for design feedback on the output, which was not
an intended part of the research process.

All participants individually described the process as ‘fun’. Once they began
designing, they expressed a reluctance at having to stop or conclude the

process. To look a little deeper at the individual participants’ experience:

1. TG: Over the course of the testing, the participant recognised the
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Fig T.5.1: The Testing Process Own Work
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true nature of the institutions in MoR, being able to see through the
diegetic voice through follow up questions with the LLM. Their first
response was to attempt to “cheat” the brief and embed citizen-serv-
ing elements, subversively going against the commissioning intent.

2. NG:Inline with the in-research assessment, TDL appeared to be very
difficult to inhabit due to the quantum of speculation, the participant
had a misunderstanding regarding the task that was clarified by the
researcher.

3. SS: The participant entered a conflict with their LLM, where the LLM
disagreed with the participant’s reading of the brief.

4. DP: The participant seemed to require less context and introduction
that others, they had very little friction throughout.

5. IK: The participant encountered some issues with diegetic terminol-
ogy, where words that were used in-world but also carry real world
meaning, like ‘Bandhana’ were confusing.

T.5.2 Procedural

The largest signal part of the procedure was the story guide document given
to each participant’s LLM. There was a loop or two of iterative improvement
required for the Story Guide document itself, with specifically GPT 5.5 not un-
derstanding that it was supposed to be ‘role-playing’ as a story guide and act
as the voice of the framework website.

Furthen, the LLMs seemed to inherently override the “follow up once” part of
the instructions, and would endlessly question the participants until they just
stopped answering. This also occurred during the phase transitions, where
participants were unclear when to move on from world inhabitation to brief
selection, and brief selection to designing.

An ad-hoc addition to the testing procedure was the use of an internet term
‘Explain Like 'm 5’ or ‘ELI5’. This term is used to ‘'simplify’ complex data, and so
the participants asked their LLMs to ‘ELIS’ whenever they felt the information
being given to them was too overwhelming. This seemed to especially be the
case with diegetic terminology and language. Participants seemed to prefer
simple, straightforward language.

Although the sample size is insufficient to draw a conclusion in this respect, it
appears that Claude’s Sonnet 4.6 interpreted instructions and conducted the
test more smoothly than GPT 5.5, which in several cases had to be tweaked
mid-session. The LLM model appears to be a variable worth keeping context
for further investigation in scenarios like this.

The cognitive burden of the world-inhabitation process, especially before en-
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countering the actual design problem, was highlighted by all 5 participants.
A parallel made by a participant was that the procedure of diegetic world
inhabitation is similar in cognition to ‘puzzle games’ or ‘detective mysteries’,
where everything that is shown must be questioned, and no information can
be taken at face value. This is not inherently an issue, but it speaks to the ap-
parent nature of the world-inhabitation process.

T.5.3 Output and Reflection

As mentioned in Chapter 6, the output format needed necessarily to be flexi-
ble, to maximise the designer’s flexibility in their creation. The only restriction
is that the output must be submittable. The participants seemed reluctant to
engage with nontraditional mediums in the given timeframe, so the first in-
stinct seemed to be notetaking on digital or physical media.

It was observed that participants entered a planning stage before visual-
ising their design, choosing to create systemic and conceptual maps to
make sense of the story world. This mirrors the stakeholder mapping and
per-stakeholder problem extraction.

1. TG: The participant’s output took the form of a systems diagram,
working through the causes and consequences of the movement
reduction in MOR'’s story-world. In their estimation, the fix could have
either been increasing flexibility (of space) or decreasing movement
(of people). Interestingly, the participant seemed to have had difficul-
ty choosing between the brief they selected, ‘Civic Movement Infra-
structure Pilot’, and ‘Form for a Conditioned Audience’. This lateral
move across briefs unprompted suggests immersion into the sto-
ry-world. As mentioned previously, this participant explicitly took is-
sue with ‘playing along’ with the world-logic once they understood
the true nature of the issuing institution, which suggests the diegetic
voice succeeded in producing critical reflection. This ethical stance
was evident also in the reflection, where the participant named coer-
cion, suppression of authentic human connection, and loss of agency
explicitly.

2. NG: This participant’s output was concrete -- a wearable protective
device and spatial sequence for entering the Surface Experience. Un-
like with TG, NG fully inhabited the perspective of the brief, choosing
to be complicit in misleading the people of TDL. There was specific fo-
cus on the mental model of exposing a citizen to an unknown, seenin
both the protective suit, with aperture fins managing the amount of
incoming light, and with the spatial sequence itself, from Containment
(the dwellers) to Transition Awareness to Release to Adapt to Expo-
sure. As the only spatial designer of the testing batch, the particpant
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brought a unique perspective which was evidently more rooted in
the spatiality and physicality of the design. Upon reflection the par-
ticipant directly connected the story-world of TDL to their real-life
design practice, specifically the use of design to control and curtail
people’s movement and experience.

SS: The participant appeared to engage with the brief more concep-
tually than formally. They established a clear tripartite between two
speculative characters, the relationships between them and the de-
signed object. There was a disagreement between the participant
and the LLM they were using regarding the interpretation of Shit
Flower’s brief, where the participant read ‘Reliquary for Past Selves’
as an acknowledgement and continuity between identities, whereas
the LLM insisted on a less nuanced interpretation that disregarded
the acknowledgement aspect of the designed object. This disagree-
ment was itself a cause of concern for the participant, who believed it
was incorrect for the story-world to have a ‘correct’ design direction,
whereas they believed the speculative space to inherently be a place
of unlimited interpretative freedom.

DP: The participant’s output was unique in that it was entirely textu-
al -- a written institutional document in the same format as the brief.
It outlines four solutions, but only as outlines and not detailed to any
further level. Despite this lack of detail, the document itself is entirely
diegetic, and aligns with the disturbing institutional tone of the brief
itself. The particpant made an attempt to reach into fiction for the
concept of a ‘Horcrux’, making an interesting abstraction of the be-
haviour the brief describes for the Great Leader. The lack of visual
support for the proposed solutions seems to have been simply a call
on the part of the particpant to look for breadth (number of solutions)
rather than depth (detail of a solution). It is noted that this may have
in part been because of a disclaimer given to the test participants in-
formally before the testing procedure, that the test was not of their
designerly abilities but rather of the framework itself. Upon reflection,
the particpant noted that not all design that forces’ user behaviour is
‘bad’in the general sense.

IK: The participant produced a fully fledged ‘garment transition sys-
tem'’ for Shit Flower’s “The Antariksh Samskara’. The sub brief of gar-
ments and fashion specifcally arrived through the Brief Splitter, which
brought the brief from describing an entire ritual to just one aspect of
the ritual, which is the garment/s related to the ritual. Although not as
explicit as TG, the participant took the route of quiet rebellion in their
design, specifically choosing to include caste inclusion and other per-
sonalisation options for the garment practising relational ontology.
Other design decisions, like the act of knotting as ritual centrepiece,
androgynous garment form, intergenerational passing-on, introduce
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B-03 — Vision Perpetuation Framework

Commissioned by: The Personal Difice of the Glorous Leader
Clagsification: TOP SECRET / ETERNAL

Executive Overview

This framework is designed Lo ensure the Glorious Leader's authority conlinves forever. We are
not choosing a new parson to take over. Instead, we are making sure the Leader never truly
laaves. Through thase four solulions. his power stays activa in the objects, the people, the
nature, and the very land of our nation,

Conclusion

By wsing thes= four steps, the state removes the need for a "successor.” The Leader dees not
din; he simply moves from a single human body inte the objects, the eyes of his servants, tha
irees, and he very earth iisell. The Leader is the Nation, and the Nalien is the Leader,
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Solution

How it Works:

The Goal

1. The Objects (The
Horcrux)

The Leader chooses
several special objects or
“relics " These items are
legally deciared to hold his
power.

The objecis rule in his
place. To consuit the aw,
people must look to these
items.

2. The Eye Drops

The Leader's tears are
collected and saved. Any
person who manages the
daily work of the state must
use these lears as aye
drops every day,

The manager sees the
worid exaclly as the Leader
did. They cannot have their
own “vision,”

3. The Living Seed

The Leader's DNA is put
into & special seed. This
seed is planted in the center
of the capilal.

The iree that grows is
legally recognized as the
Leader's body. He is the
living heart of the city.

4. The Water and Soil

The Leader's DNA is
spread throughout the
natien’s drinking water and
the soil used for food.

The Leader becomes part
of every citizen and the very
ground of the couniry, He is
everywhere at once.

DP



dignity and continuity into a world that treats the body as a clinical ob-
ject. Upon reflection, the participant concluded that the institutional
religion described by the brief and the centralisation of design power
within certain key systems was a recognisable critique of reality and
not just idle speculation.

Overall, all participants produced outputs that were partially to completely di-
egetic in nature. The format of output was varied. There appeared to be a nat-
ural instinct for participants to bring their personal design philosophies and
moral and ethical frameworks. The spectrum of diegetic brief compliance
from full immersion (DP) to humanistic inflection (IK) to active subversion (TG)
is in itself a finding that the briefs do not produce a uniform response in de-
signers. The reflections throughout revealed a degree of critical response
to modern society and reality. Importantly, this process of critical reflection
began conversationally during the testing process itself, and was only for-
malised at the time of the ‘reflection’ as part of the testing process.

T.5.4 Discussion

The testing process has brought to light several broader considerations for
the research as a whole. To cover in brief:

The diegetic frame facilitates critical reflection, even in suboptimal
conditions and under proclaimed cognitive burden.

There appears to be a larger than anticipated mental cost to en-
gage with the framework, the initial reluctance of the participants
to properly immerse themselves speaks to a larger concern of the
task appearing unapproachable or time-consuming at the start.

Is the brief simply a starting point or catalyst for critical reflection,
no matter if such reflection takes shape in a non-diegetic manner?
For example, if participant TG decided to flagrantly ignore the giv-
en brief and instead design from their personal perspective, would
this be ‘wrong’ or ‘unintended’ behaviour? The end goal of critical
reflection is still being attained.

Diegetic terminology functions as an immersive deduction mech-
anism which demands decoding. This is cognitively demanding but
potentially generative.

. There was a universal consensus that the Brief Splitting apparatus
was of great help, this component seems to be fairly validated.

. One unanticipated aspect of the framework was the importance of
the fun’ factor of the brief. Especially for real-world Indian design-
ers expected to use the framework, the briefs being fun, unique
and interesting to design for seemed to be a larger driver for par-
ticipation than technical aspects like how diegetic the toneiis.
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This research investigation has produced an incredible amount of
valuable data, which must then be made sense of to answer the
original research questions.

This section will conclude with this sensemaking, and then provide
context as to the process behind this research, that the main body
did not have space for.
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It is a very human thing to think of tomorrow as better than today. There is a
fundamental optimism we possess as a society and as a species — despite the
worsening environment, geopolitical turbulence and other modern stressors
- where we will always look to the future with hope.

This hope is a wonderful thing. The issue arises when we assume, due to com-
binations of this hope and our innate myopia, that the problems we stand to
face tomorrow will be handled by someone else and are not of active concern
to us as individuals.

When this behaviour carries over to us as a collective, we run the risk of walk-
ing into a tree, so to speak. A tree that was always there, and that we could see
long before we reached it, but in our inertia and delusion we never changed
course.

More than just a form of generating visually and thematically interesting en-
tertainment, futuring like the kind described in this research is an active tool
to train the designer and the collective to scan for these trees in our path, and
hopefully avoid walking straight into them before it is too late.

A Return to Crises

Recall the start of this document, the introduction of 4 mandates or critical
issues in contemporary design practice: The Homogenisation Mandate, The
Fiction of Neutrality, Compilicity in Extraction and The Outsourced Imagina-
tion. These areas of concern stretch beyond the field of design and have a to-
talising effect on how we anticipate and expect the future to be.

From these mandates emerged 3 crises: imagination, relevance and agency.
The core of these three crises is the lack of vernacular nuance and context
in current notions of the future. Without these plural local imaginations, de-
signers face a deep loss of control over what kinds of worlds and futures are
considered desirable, possible or worth designing toward.

This research therefore proposed using selected Indian SF stories as a cor-
pus to extract and formalise the native design logics that could help us in cre-
ating more of these plural vernacular imaginations.

Questions, Answered

This research centers around a question of how: How might selected Indian
SF narratives be used to identify and distill situated and contextual design log-
ics, and how could such a method be formalised into a method for speculative
design?

The nature of this question is procedural. It called for a repeatable method to
do what was done to the 3 selected Indian SF narratives from this document
- expanding them into design sites which can be used for the generation of
speculative design.

Through analysis, extrapolation and briefcraft, the stories became home to
designer profiles, constraints, rich interconnected webs of stakeholders and
diegetic briefs, which could further be used to formalise and codify the design
logics of these stories.

In the process of researching, practising and articulating this research, there
has also been reflection as mentioned in the last subquestion on the limita-
tions of current design frameworks, and the potential for more culturally spe-
cific practices. It ultimately boils down to the fact that designers are diagnos-
tic and brief are diegetic in the real world, just as they have been used so in
narrative story-world.




In the same manner a brief from the autocratic MoR belies the sinister under-
tones of that world, and the underlying wish to control the populace, so do we
see the same in real life. Building the diegetic framework was a lesson in read-
ing briefs in real life — in identifying the real and hidden motives of the institutes
that commission them, and understanding the true nature of the change that
the briefs around us are attempting to bring about in the world.

Another learning is that in the real world, we are all D2 designers operating in
an environmentirrevocably altered by totalising novums of the past - the mo-
bile phone, the internet, social media to name a few. All of these ontologically
design us in the same way the D1 designers’ nova designed D2 designers in
the story-worlds.

Theoretical Framework

The theoretical backbone of this research can be cleanly divided into three
parts, all of which inevitably feed into each other in a sort of perichoresis.

Science Fiction as a medium s chosen as a vehicle for estrangement. Through
the “totalising novum”, SF becomes a repeatable mechanism for generating
alternatives to the present, with each narrative being its own microcosm of
values, infrastructure, worldviews, imaginations and relations.

Speculative and Critical Design is the conduit through which the estrange-
ment of the SF novum may be operationalised and re-emitted into the story
world and further into the corpus of imaginations. The fictional assumptions
from the extracted design spaces critique and expose the assumptions hid-
denin the present of the design practice.

Ontological Design as the third prong of the framework is the ethical and
philosophical grounding, as well as the driving principle for the narrative ex-
pansion pipeline used in the research. Ontology is the logic with which the di-
agnostic designer and diegetic brief are possible as world-artefacts and lens-
es of world-inhabitation. Ontological design is itself the instrument through
which SF may be expanded to SCD.

All together, they cover three different toolsets and vocabularies to approach
the problems this research outlines. The aspect of being related and interd-
welling and yet distinct is where the theoretical foundation of the research
appears perichoretic.

Process

The process of expanding Indian SF narratives into speculative design worlds
moved from literature to design extraction to design.

It can be understood as a recursive pipeline from original narrative to mapped
world logic to generated design artefact which then returns to the ‘extended
narrative’, forming a living canon that grows with each recursion.

Indian SF specifically provided a corpus of narratives that draw from locally
present sentiments and imaginations. As seen within this research, the se-
lected narratives tended towards societal critique through various artefacts
- colonial residue, infrastructural strain, spiritual metaphysics, ecological
pressure, bureaucratic power, class/caste hierarchy, linguistic plurality, and
uneven technological development.

In the expanded versions of these story worlds, the designer profile act-
ed as an ontologically designed object of the story-world - a crystallization
of the world’'s expertise, tools, market conditions, infrastructure, institution,
and moral assumptions. It therefore had use as a diagnostic for the broader
conditions which brought its existence about. What kinds of practitioners are
needed, produced, rewarded, suppressed or permitted in different worlds?
What does this mean for our understanding of what a designer is and can be?

Just as the profile is as artefact pulling from the story world, the brief as a
diegetic prototype is used in this research to push an inhabiting designer into
the story world. It forces the inhabiting designer to recalibrate their assump-
tions and see the world from within it rather than as an external observer. The
process of brief categorisation and fission was used to show that the specu-
lative world offers multiple design directions even around the same cardinal
directive depending on which stakeholder is centered, which also dispels the
notion of having one correct answer.

Contribution

The contribution of this research to the fields of speculative and critical de-
sign, design futures and Indian SF may be categorized into three sections -
methodological, pedagogical and disciplinary.



Methodologically, the contribution is twofold:

1. Areading method for identifying design logic in the story-world

2. A translation method to convert narrative story-worlds into expanded
sites for SCD through designer profiles (especially the D1/D2 distinc-
tion) and briefs.

In doing so, this thesis re-orients Indian SF from literary narratives to world-
building tools and carriers of implicit vernacular design logic — potential sites
for comprehensive design generation and futuring.

Pedagogically, this thesis offers the framework itself through the live website.
This framework can be used to train Indian designers to inhabit unfamiliar
speculative worlds stemming from local imaginations, identify context-specif-
ic constraints and answer to diegetic briefs as designers-in-world. This entire
compressed workflow may be repeated to simultaneously hone multiple as-
pects of the designerly being.

Disciplinarily, this thesis argues that Indian and non-Western speculative
imaginaries are more than representational diversity in that they are them-
selves sources of theory, method and practice.

Limitations & Future Scope

The scope of the thesis was bounded by the length of the research semesten,
the size of the Indian SF corpus, language accessibility and technical feasibility
of implementation of the solution.

Perhaps the largest and most relevant of these is the limitation of corpus size
and language accessibility. This research has engaged with a limited subset
of the field - English language anthologies. The selection of 3 specific stories
allowed close reading and deep immersion into the story-worlds, but such a
selection cannot represent Indian SF as a whole. Further, as discussed in this
research itself, language is an integral part of our understanding and worl-
dview. To truly be able to extricate the design logic from non-English works,
they should ideally be studied in their original language, which was not acces-
sible to this research. This precluded many prominent Indian SF stories.

In terms of efficacy, the next largest limitation is the technical feasibility of im-
plementing the framework website. Although the output reached until this
point is by no means static, and may be further improved and iterated upon,

there were severe constraints in terms of technical ability and infrastructure
when it came to the framework “website”. The site is almost feature-com-
plete visually, in terms of Ul and visible features, but there were many more
technical aspects to making the website “live”, which include setting up a user
authorisation system and technically secure back-end, securing access to
servers and LLM API keys and other technical aspects of website creation
that were outside the scope of this research.

These limitations then inform what may be done with this research in the fu-
ture. In order of priority, they may be listed as:

1. Upgrade in web-infra and backend code for the website: this would allow
designers from all over India to engage with the framework and contrib-
ute their designs to the living corpus, as was the vision for this research.

2. Inclusion of non-English works (and updation/tweaking of the procedur-
al framework if required)

Onward + Upward

The need to localise imaginations of the future is at its crux a need to retain
ownership and accountability. It would be naive to claim that by localising our
ideals of the future we will necessarily have better futures.

It can be claimed, however, that whatever future - good or bad - that lies
ahead will be more definitively our own if it is not imported from elsewhere
and instead stems from our localised present.

In concept, this thesis presents a way for Indian (and other non-Western) so-
ciety to take control of the reins of its own destiny. To achieve this ideal, we
must first begin by extricating ourselves from the homogeneity of the pres-
ent and thus of the future that has pervaded us, by unflattening.
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Writing Style

| intend to write this introduction in three
parts. First, as | write this, at the start of the
semesten, when this journey is at its start.
Second, at the midpoint, halfway through the
semesten, when | should be knee deep in my
exploration of this subject. And last, at the
end, when | have the most complete picture
of everything contained in this document.
The history of fiction is an interesting one.
The idea that you can go beyond the con-
straints of reality, work in a space where the
rules exist only as you define them, and the
limits are sky high, is almost addictive. To be
given omnipotence over your own little mi-
crocosm. It probably speaks more to us as
individuals than it does to the medium that
fiction often ends up being an exploration of
the ideas and complexities of our reality. By
isolating and distancing these issues from
the complicated context and the associated
baggage in which they live in the real world,
fiction as a medium makes it easier to really
understand what we (both the author in the
act of creation and the reader from their
external perspective) think about things.
This is especially the case with speculative
fiction, one popular example of which is the
science fiction genre. In books, movies and
shows ever since they began, perhaps first
with Metropolis in 1927, mankind has been
eternally obsessed with what shall pass in
the future. This vision of the future is funda-
mentally, inextricably linked with the imagin-
ers’ idea of the world of the present - their
priorities, beliefs and feelings about the world.
As such, the visions of the future that you
reading this, have heard and seen since
as long back as you remember - zom-

bies, robots, evil-robots-overthrow-hu-
manity, the-world-is-a-simulation  yadda
yadda - leave an indelible impression of
“the future”, one inarguably influenced pri-
marily (if not entirely) by Western Media.
This is not an issue in and of itself, but it does
raise the question: Is that all the future might
hold? What kinds of visions and possibilities
can be imagined sequestered away from
Western influences? Because remember,
the future is an extrapolation of the present.
Our present day in India, in your specific city
or locality, is a fair bit different from the times
and places the classics of sci-fi - Asimov, Ar-
thur C Clarke and the others belonged to.
Having understood that the ideals of the
future are heavily dependent on the con-
text in which they are conceptualised, it's
also important to note that these ideas and
speculations of the future are not simply an
exercise of one’'s imagination. Speculations
of the future can have (cite here) great im-
pact on future outcomes. The same way you
look where you walk, or that MotoGP riders
must always look to the apex of the cornern,
where they aim to hit with meticulous pre-
cision, speculative futures act as lodestones
that can anchor and guide innovation and
advancements that progress our society.
If the imagery and notion of the future in-
deed has some effect on where reality may
end up, it becomes of crucial importance
for deep thought and a careful, intentional
lens of design to be applied to such specula-
tion to ameliorate the issues of the present.

Own Work

The relationship between humans, their en-
vironment and design, and how all can in-
fluence each other (diagram). How design
designs (jug.jug vs.juice box example, car ex-
ample). Use case studies wherever possible
because they make it much easier to under-
stand. Gestalt vs essence.

The Ministry of Relevance

What is designed (from novum analysis)

The Locus, Automatons, The Relevance
Score, The Virtuality, Externment Camps
Who is designing + Why

The Virtuality -> corporate greed, corpora-
tions wanting in on your mind so they can sell
you more products, know more about you
Relevance Score + automatons + Externment
Camps -> the leaden, designed as a filtering
mechanism and an instrument of imposition
of political agenda. This three entity unit of
system (RS) + physical minfestation (automa-
tons) + spatial manifestation (camps) forms a
machine.

The Locus -> also the government, but for a
different reason, as a symbol of power. Talk
about how it is described as watching over
the whole city, there is not a place you can
be outdoors without escaping its sight. Also
visualisation of architectural styles in repre-
sentation (brutalist building in chaotic maxi-
malist world)

Shit Flower

What is designed (from novum)

Goose, Sensorium, Temple City, Immortality
Walksafe, Anandam

Who is designing + Why

Immortality + Anandam -> antakrish, combi-
nation of the desire to advance humanity sci-
entifically (humanity’s greed for seeking out
more), the corpocapitalist greed for money
and the hindu desire to break the cycle of life
and death (talked about by radha)
Sensorium + temple city + walksafe -> can
be thought of as a reaction by a society
grappling with the effects of immortality
(designed designs, car example from de-

sign futuring), religious plurality as a coping
mechanism and the sensorium as an instru-
ment for overcoming differences

Goose -> Simon Josde, the contribution of an
individual, his personal desire to succeed at
his field (?), the environment of India design-
ing him (design designs yet again), influence
of chaos in indian society that gave birth to
chaotic security (humour, moving target,
joke telling as security)

The Diamond Library

What is designed

The Great Retreat, Bacterial supercomput-
ers + The simulation, Diamond Library, the
Earthworks and the Deccan Drill, The Library
Administration, Library Slums, Storytelling
system,

Who is designing and why

The great retreat + bacterial computers +
the simulation -> humanity, in a causal chain
of events. The great retreat was a human
creation that in turn pushes humanity un-
derground. The bacterial computers and the
simulation were a last ditch solution, since
humanity was unable to fully move under-
ground.

Diamond library, the earthworks and the
deccan drill -> the net of control propagated
by the transcendence, control of the human
populace very important for keeping the
populace calm

The library administration -> the transcen-
dent, but behind the scenes. The administra-
tion is the key to making people in the simula-
tion believe they are in control

Library slums -> the administration, furthers
their ability to act like they are in control,
(they can eradicate the slums but don't be-
cause they use it for their needs)

Storytelling system -> designed by the op-
pressed public, their own tool to seek and
sprea the truth and fight back against the in-
formational hegemony.
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