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that Tumaroh is indeed from the past and describes a future 

that for us is already present. The difference of our world from 

�V�J�G���Y�Q�T�N�F���F�G�U�E�T�K�D�G�F���K�P���V�J�G���V�G�Z�V�U���K�U���D�N�C�O�G�F���Q�P���V�J�G���O�W�N�V�K�����X�G�T�U�G��

theory.

�6�J�G���(�T�G�P�E�J���O�G�F�K�W�O���%�N�C�K�T�G���*�×�T�G�V���U�V�C�V�G�F���T�G�E�G�P�V�N�[���V�J�C�V���U�J�G��

performed a séance contacting Tumaroh and that he indeed is 

the spirit of the deceased JG Ballard, sending short stories of

�C���„�E�V�K�Q�P�C�N���E�J�C�T�C�E�V�G�T���X�K�C���Q�W�V�G�T���U�R�C�E�G�����#�N�N���V�J�G�U�G���U�R�G�E�W�N�C�V�K�Q�P�U��

remain hypothetical to this point.“
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Life

Career

Logic

Emotion

All engraved into your body by the interaction with your 

smartphone. Carved with the help of Wi-Fi signals. In 

the constellations of those lines lies the metaphysical and 

digital truth of the self as it is seen by the network of the 

many that are as much ‘you‘ as the artifact which you call 

body is ‘you‘. In those lines the infinite interconnects with you 

and writes its reality into your bodily interface where your 

smartphone rests in eternal peace. 
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Excerpt from ‘Memories of Tumaroh’, 2018: 

“He [Till Tumaroh] seems to have a human form, 
but some scientists believe that he might be an 
artificial intelligence that will create itself out of 
fragments of the Deep Web in a near future. We 
cannot state for sure if Tumaroh is human, 
android or solely an intelligent or seemingly intel-
ligent software. 

All we can say for sure is that he (or it) is highly 
egocentric, hedonistic and in a state of constant 
boredom. It can also not be clearly determined 
what time can be seen as his present or his 
future. Conspiracy theorists have claimed that 
Tumaroh is indeed from the past and describes a 
future that for us is already present. The differ-
ence of our world from the world described in 
the texts is blamed on the multi-verse theory. 

The French medium Claire Hûret stated recently 
that she performed a séance contacting Tumaroh 
and that he indeed is the spirit of the deceased 
JG Ballard, sending short stories of a fictional 
character via outer space. All these speculations 
remain hypothetical to this point.”
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and writes its reality into your bodily interface where your 

smartphone rests in eternal peace. 
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Solution

Due to global–warming, the earth will need to 
stay further away from our host-star to cool 
down and regain plant-life. This will be done by 
slingshotting steel–strings to our neighbouring 
planet Mars. This will connect the two planets 
and through Mars having a bigger / stronger grav-
itational pull, will slowly start tearing Earth 
away from its usual path around the sun. 
All will be a lot cooler.
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Futurological Proposition. 

Due to global-warming, the earth will need to stay further away from our 
host-star to cool down and regain plant-life. This will be done by slingshotting 
steel-strings to our neighbouring planet mars. This will connect the two planets 
and through mars having a bigger/stronger gravitational pull, will slowly start 
tearing earth away from its usual path around the sun. All will be a lot cooler.

earth with problem earth with string-solution

string hits mars

earth gets pulled 
towards cooler/deeper space 

string tightens

mars pulls earth away 
through gravitational pull
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In the midst of the improbable: 
Storytelling as a speculative tool

Storytelling is a very important speculative tool 
because it renders proposals relating to possible 
futures sensible, relatable and questionable. Sci-
ence fiction and speculative design are two prac-
tices that use storytelling to prototype ideas and 
explore the values and meanings of future visions. 
They are different modes of practice, yet both 
share a hypothetical approach along with very 
similar methods. Both create fictional worlds 
where futurological propositions are situated, 
animated and reflected upon. Narrative scenar-
ios are often set in imagined futures, or explore 
a place and time other than the present. How-

I am not predicting, or prescribing. I am describing. 
— Ursula Le Guin

Imagining or portraying something that doesn’t yet exist in the 
world, is a way to enable it to exist in the world.

— Alex McDowell

ever, and perhaps most importantly, this explora-
tion of otherness becomes a vehicle to critique 
the here and now — often in response to emerg-
ing social and technological developments.

What distinguishes both modes of practice, in 
terms of what they do and why they are valuable, 
is in their capacity to describe.1 Describing in 
high detail is an engaging means for investigating 
proposed designs and imaginary worlds — for 
posing questions, uncovering complexities, and 
ultimately contesting what is probable or prefer-
able. Through describing, fiction brings us to pro-

1  Le Guin, Ursula, Introduction to The Left Hand of Darkness

“

“
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posals ‘in media res’:2 in the midst of things. 
Whether as designers or an audience, we land 
right in the middle of the proposed scenario, 
without any preamble. In this way, the ‘what if?’ 
is imagined as if. Or in other words, the power of 
describing enables the crafting and conducting of 
critical ‘thought-experiments’.3

Central to these thought experiments through 
story are the ‘diegetic prototype’ and ‘the 
novum’:4 two overlapping concepts found in the 
respective discourses around speculative design 
and science fiction. Set within a proposed sce-
nario, a diegetic prototype is also considered a 
kind of ‘performative artefact’. Similar to the 
novum, it is ‘the new thing’ making ‘the differ-
ence between fictional and real worlds’ — an 
instigator of important and recognisable change. 
This new thing could be a technology, a design or 
a law etc. and often is the subject or anchor of 
the story in question. The fiction, as 

2  Peldszus, Regina, Architectural Experiments in Space: Orbital Stations, SImulators and Speculative Design, 1968 - 82 in Geppert, 
Alexander (ed.) Limiting Outer Space: Astroculture After Apollo, 2016, p. 251

3  Le Guin, Ursula, Introduction to The Left Hand of Darkness

4  Csicsery-Ronay Jr, Istvan. The Seven Beauties of Science Fiction, 2011 and Suvin, Darko. ‘On the Poetics of the Science Fiction Genre’ in 
Science Fiction Criticism: An Anthology of Essential Writings, 2017

5  Kirby, David, Lab Coats in Hollywood: Science, Science Fiction and Cinema, MIT 2011

thought - experiment, can then explore potential 
values or implications. Depending on the context, 
the story can work to encourage or discourage 
potential development of the thing in question 
from fiction to fact.5
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Exercise 

Design a diegetic prototype for describing your 
proposal ‘in media res’. This is a tool for commu-
nicating, exploring and reflecting upon your pro-
posal by rendering it sensible. Describe 
something you would never actually do and its 
implications, as if you actually would, in the mid-
dle of it. 

What if you would? What kinds of changes would 
occur, what scenarios would develop, what 
effects would be caused, what (inter)actions 
would happen, what objects would emerge?



Futurological Propositions

In the Midst of the Improbable

Storytelling as a Speculative Tool

Reimagining Outer Space 
Workshop at HEAD, 2019
led by Joseph Popper and Sitraka Rakotoniaina



Total Recall, 1990 (Dir. P. Verhoeven)

They Live, 1980 (Dir. J. Carpenter)



With Robots, Diego Trujillo Pisanty (2011)

2001: A Space Odyssey, 1968 (Dir. S. Kubrick)



2001: A Space Odyssey, 1968 (Dir. S. Kubrick)

Corner Convenience, Near Future Laboratory (2014)



Diegetic Prototypes | 15 mins Exercise 

How can fictional artefacts describe, explore and examine 

your futurological propositions?

Diegetic Prototypes | 15 mins Exercise 

Design a diegetic prototype for describing your proposal.  Describe the thing you would never 

actually do and its implications, as if you actually would, in the middle of it. 

This is a tool for communicating, exploring and reflecting upon your proposal by rendering it 

sensible.

What if you would? What kinds of changes would occur, what scenarios would develop, what 

effects would be caused, what (inter)actions would happen, what objects would emerge?
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Through a proposal we are not only formulat-
ing an idea about one specific thing, an inven-
tion, but we also imagine (and most 
importantly enable others to imagine) a world 
where said proposal would work, hence al-
ways proposing an alternate reality.

It is therefore advised to thoroughly consider 
possible outcomes of the proposed scenario 
as we, or those after us, will have to live 
through the reality enabled by the 
proposition.

It is important to raise the question whether 
we should publish and communicate (all) ideas 
we have. Whether their implications can ever 
be fully understood and considered or if we 
are always a proposing into the blue.

If they generally enable more growth or if 
their destructive potential is higher.

This is a proposal to treat proposals with great 
consideration.
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