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The work investigates where these conditions come 
from and how non human stakeholders in form of 
our everyday objects impact human culture and core 
beliefs. Through designing a disobedient tool that sup-
port the capacity for alternative thinking toward more 
playful, imaginative presents and futures I want to 
begin to questioning established systems embedded in 
our everyday tools, tools which embody our relations 
to each other and to the living and non-living inhabi-
tants of our surroundings. 

Key terms

alternatives, tools, education, everyday, trickster, table, 
norm criticism, present, future, play, system, table, pho-
tography, storytelling, discussion, design

The thesis is intending to answer the question: Do tools 
and objects have the ability to support capacities for  
imagining alternative ways of living the present and 
through that also the future? 

How do we imagine our future? What is necessary 
for us and how do we want to live our everyday? It is 
important to rest for a moment and have a conversation 
about this questions in order to adapt old concepts of 
the world towards drastically changing conditions. 
Most of us, mainly in the modern western society, 
know that we can no longer maintain this lifestyle in 
the future. We know that we have to react as soon as 
possible and find alternative ways of living together. 
Yet it seems that we are paralysed to initiate action 
towards new ways of thinking. Where does this inac-
tivity come from?  It is hard to find new ways of think-
ing, especially when conventional norms, rules and 
structures of the current system do not provide any 
room for new forms of development. Is it possible that 
we are trapped in this system and the web of stories 
that hold it together? Is it possible that we are so used 
to the structures of the everyday that we see them as 
set truths and do not question them anymore? 

ABSTRACT
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This – on a white foldable electronic apparatus with 
buttons and LED - screen – produced arrangement of 
words is meant to support my physical design propos-
al which is intending to spark the ability to visualise 
images inside our mind for other ways of acting in the 
everyday. The aesthetic execution of my final work as 
a student shall support the ability to negotiate estab-
lished ideas, build bridges and offer new alternatives 
for knowledge sharing. It hides information for the 
curios and opens portals to other realities. I invite the 
reader to challenge what we know, to be open for sur-
prises and play with the idea of the alternative.

The knowledge of most of the content in this paper is 
not my own. Smart people all around the world have 
put enormous effort into writing books, essays, papers, 
filming videos, holding speeches and so forth. I borrow 
their knowledge and try to connect it in my own per-
sonal way so that I can create a design proposal which 
materialised itself through my personal understanding 
of this knowledge. It means that the reader shall not in-
ternalise these information without challenging them. 
It is important for me to clarify that the following 
assemblage of collected experiences might only make 
sense for me because I have my own way of living. It is 
a suggestion and a offer to encourage imagination, to 
draw ones own connections to experiences and align 
those with personal opinions and goals. 

PARAPHRASE 
Unmaking the established
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It is important for me to mention that I am aware of 
the differences that exist within education and that 
several opinions exist. However analysing the informa-
tion I have collected is not part of this thesis yet they 
are very important for the development of my project. 
I want the reader to know that I want to adapt the 
way of thinking in order to tackle the challenges that 
lie ahead by working with the source of knowledge 
creation: the school. Before I came to Sweden I already 
had a clear picture of my personal agenda. I wanted to 
find a way to initiate change in the educational system 
through my work as a designer. During my first year I 
came to the conclusion that the root of the problem is 
not only situated in the idea how we teach and what 
we believe is a good way of education. It finds its origin 
also in the tools that we use for education and I wanted 
to know how much impact these designed tools have 
on the way we teach and learn.

I was astonished to figure out that tools not only em-
body the core of education but have been designed to 
support old models from the 19th century.4 Even today 
it seems that we still design tools that are based on ed-
ucational ideas of the past, ideas that are in my opinion 
not suitable anymore for the challenges that we face 
right now.   

To understand the development of the project I find 
it necessary to explain the origin of my thoughts. The 
complexity of the surrounding is growing. The root 
 of most challenges is situated in the system of western 
societies that is interested in efficiency and productiv-
ity, a system that promises wealth for everyone if we 
just work hard enough.1 Right now we clearly can see 
that the calculation is not working out for everyone 
and more areas are slowly revealing the price we have 
to pay for consume and wealth: Inequality, Climate 
Change, Resource problems and so forth.2 During 
the last years I often came across the question where 
change begins? I believe that change starts naturally  
in the mind. If we want to adapt our behavior we  
need to adapt our way of thinking and acting. 
I started to build my mind around the topic of education 
and learning after watching a documentary called  
»Alphabet«, released in 2013, that shows examples 
of modern educational school systems all over the 
world and analyses its effect on children and young 
grownups.3  
I personally can relate to the content of the documen-
tary through the experiences I made during my per-
sonal time at school in Germany. When I talk about the 
educational system I mostly want to refer to the basic 
European model of education that has spread also into 
other parts of the world as shown in »Alphabet«

ORIGIN
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This opinion is not new – several alternative systems 
have been presented in the past. The Montessori educa-
tion for example challenged and reformed the classical 
way of the school bench. Other institutions complete-
ly declined the architecture of school buildings and 
changed the environment like Summerhill or Waldorf-
schulen.5 These ideas found their way in the everyday 
still meet plenty of appreciation among a lot of citizens. 

Yet they somehow have not been able to outperform 
the traditional educational system and the more I 
worked with the topic of education the more I realised 
how often questions around teaching and learning 
are connected to the future. Politicians and education 
researchers try to spot out which programs are suit-
able for a child’s education in order to fit in the leaders 
prognoses of the future and in the moment it seems 
that all our effort is leaning toward new technologies.6 
I realised that it is not the schools concept itself but 
the picture of the future that shapes our actions and 
considerations. On the edge of a new technological rev-
olution it has hard to predict what the future will bring 
so it gets now more difficult to know what we should 
teach our children.7 What is the current trend? What 
will secure the society of tomorrow?  
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The decision of aligning educational goals with eco-
nomical purposes had an impact of the structure of 
schools. Even if we see that we loose some abilities, for 
the sake of economy it was worth loosing them. ”Did 
the decline in our capacity to smell, to pay attention 
and to dream make our lives poorer and more gray? 
Maybe. But even if it did, for the economic and political 
system it was worth it. Mathematical skills are more 
important to economy then smelling flowers or dream-
ing about fairies“.11 

FROM EDUCATION TO THE FUTURE

These questions have been asked in the past as well. 
An example on how we adapted the educational 
structure toward the picture of the future lies within 
the formation of PISA in the 90s. The PISA studies, a 
international investigation of school performance, was 
initiated by the »OECD«, the organisation for economic 
cooperation and development. The aim of this inter-
national organisation was to provide a modern educa-
tional system that brings forth young talented adults 
that sustain the economic competitive viability of the 
government towards other countries. From now on ev-
erything that we where able to measure was even more 
relevant. The so called MINT Subjects (Math, Infor-
mation, Nature Science and Technology) became more 
important than all non measurable subjects such as 
Art, Politics, Craft or Music.8 The effect of this decision 
can be summarized in two ways. 
The acceleration of our economy lead to an acceleration 
of the educational process. More information is pushed 
into the regular school time and competition is part 
of the school routine in form of set class requirements 
and average.9 By prioritising the measurable subjects in 
school the value of specific capacities get left behind, 
subjects such as art music or craft teach creativity, 
social competences, self confidence, worldly wisdom or 
responsibility for our direct environment.10
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break. To avoid the collision it has to change direction.
The only chance to avoid the child is to hit the old lady 
walking on the sidewalk. How should we program 
the algorithm of the car? We have great power but 
no wisdom to deal with it.14 The ethical question that 
have formed around new technologies are not easy to 
answer. Yet we have to answer them if we want to pro-
gram an algorithm that covers all possible scenarios.   

The parameters that we defined as important shaped 
the abilities we used for achieving the goals and values 
that we worked toward. It leads us to a point where we 
realise, that the technology we can create now might 
outrun our own abilities. Exactly those abilities that 
we have pushed more after initiating the PISA studies 
for preparing children and young grownups for the 
future. In a future in which artificial intelligence is per-
forming much better these capacities might be useless 
for them and abilities that have been formulated as not 
so important in the past might be useful in our current 
situation. In a time where moral and social question 
need to be answered it seems that we lack the abilities 
to deal with them. The common answer, so it seems, is 
to continuously develop solutions through science.

This words are formulated by the historian Yuval Noha 
Harari. In his book »Homo Deus - A brief history of 
tomorrow« he analyses current technological achieve-
ments and draws a possible picture of the future.  
»Homo Deus« is not a book of prophecies but a book of 
possibilities. It engages the reader to imagine a world 
in which artificial intelligence becomes the superior 
power in the world. Not organic but unoriginal mat-
ter will decide what is best for the inhabitants of the 
earth.12 Within such a world, Harari describes, Homo 
Sapiens will loose meaning because the idea of liber-
alism will dissolve under the new achievements of life 
science and biotechnology. Technology will take over 
the capacities that we entitled only for us humans and 
will perform even better in them. The consequence 
of this shift of value will result in new relationships. 
Some humans might be able to benefit from such a de-
velopment yet others will drift into the class of useless 
people serving under a new race of superhuman that 
merged with artificial intelligence.13 This will lead to 
a growing amount of questions around this power. 
Think about the following scenario:

A self driving car is driving on a road with normal 
speed. Suddenly a child runs on the street to catch the 
ball. The self driving car is to close to the child to 

ONE POSSIBLE PICTURE 
OF THE FUTURE
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One above Homo Sapiens biggest capacities is the 
ability to tell fictional stories and believe in them. Next 
to the complex language, collective storytelling sets the 
basis of all human civilization.18 Without these stories 
we would not be able to live in large scale communities, 
build up nations or create companies. These imagined 
realities exist as long as humans believe in it.19 Yet 
stories can be changed within a blink of an eye. From 
today to tomorrow also established systems can van-
ish.  Most likely because a higher authority – in form 
of religion, a government but also parents or teachers – 
are creating new rules and norms.

Through gossip these stories are kept alive. Mun-
dane everyday exchange of information sustains the 
structure of the stories. What kind of movie did you 
watched today? What did your kids do at school today? 
What did you heard in the news? This images and 
information shape the stories of what was, what is and 
what will be. The more we listen to a story and the 
more convincing they get the more likely they become 
true.20

Artificial intelligence and biotechnology are tested and 
show a lot of improvements that brings us closer to the 
proposed future of Harari. The US Army for example 
is working on brain stimulation helmets that enhance 
the wearers ability to perform better in stressful situ-
ations.15 This technology has not entered the everyday 
yet it shapes the way we think about possibilities of the 
future. Some data processing technologies surround 
us already and influence our daily decisions and be-
haviour. Think of Facebook and Google. Big algorithms 
collect data of our search history: on which site did we 
spent the most time and what took our attention the 
most. We trust Google and it already effected our daily 
rhythm. ”The shift of authority from humans to algo-
rithms is happening all around us, not as a result of 
some momentous governmental decisions,, but due to a 
flood of mundane choices“.16 

Trusting in Google and Facebook makes us trust in 
the stories that are shared on this platform. The more 
stories get told the more we have to be careful which 
stories are true and which are faked. Artificial intel-
ligence is able to animate a believable human image. 
It can imitate an image of a countries leader saying 
things that are not true.17

TECHNOLOGY ENTERS 
THE EVERYDAY
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The ideas stick with us as long as we focus on them. 
Even though these realities do not exist in our every-
day but they exist in our mind. They stick with us 
as long as we talk about them, get reformulated and 
dreamed about. Looking back to 1969 the movie »Post 
Office« showed the first idea of a application that we to-
day know as »Skype«.22 Back in 1969 it might has been 
a unrealistic fiction but the image and the formulation 
of it stayed with us until we where technologically able 
to convert it.

More and more of these fictional stories are told. The 
stories of the future are often reproduced and by that 
firstly strengthen a particular idea of the coming time 
and secondly offer little room for negotiating this 
image. Is it possible that these massive information 
that are produced by our own creations developing 
demands on us and keep us trapped in this model?

The everyday is already influenced by all kinds of 
future scenarios. Netflix provides in forms of movies, 
series and documentaries all kinds of possible futures. 
The movie »IO Last man on earth« advertises the 
future with the words: “In the near future earth will 
become toxic. Humanity will flee to Jupiter’s moon, 10.” 
With big letters one message is clearly staying in the 
viewers mind: »THE FUTURE IS NOT ON EARTH«.21

This is not the only movie which represents dystopic 
scenarios. Nature catastrophes, zombie attacks and a 
robot invasion will make life on earth impossible for 
most of its inhabitants. The creativity of imagination 
for our own extinction has no boundaries. This devel-
opment is neither negative nor positive. Speculative 
future scenarios as in the series of »Black mirror« 
create uncomfortable feelings that spark interesting 
discussions on futures that are possible even though 
the scenario is dystopic. 

Important is what we are doing with the foresight that 
has been presented, because a story is told there. It 
does not matter if this story is good or bad, but if the 
story seems convincing then it is most likely that we 
will believe and share it more often so that a future 
with this outcome exists. 

ME: WHAT WILL THE FUTURE BRING?
ORACLE: WATCH NETFLIX!
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It seems that the flood of data is inevitable and ulti-
mately necessary for the everyday. Naturally helping 
to make the right decisions can also be taken over by a 
machine so the rising possibilities of the now can be all 
enjoyed simultaneously.

Is this what we want? Do we want to be dependent on 
computers to decide what is best for us? Can we only 
image this way of dealing with the flood of data? And 
when did we actively decide for this? 

As mentioned before classic school systems where 
prioritising MINT subjects but neglecting to teach the 
capacity to orient oneself and to take decisions. The 
raising flood of information and possibilities causes 
among other effects especially one: disorientation.26 
The feeling of having to many choices can also lead to 
some sort of paralysis27 in which active decisions are 
taken over by others. But if we do not decide actively 
we neglect our own responsibility for the surrounding. 
This feeling is not only transferred by digital informa-
tion and a growing amount of possibilities it is also 
hidden within our everyday objects.

Homo Sapiens invented writing in order to store num-
bers because the brain is not mainly build for remem-
bering and processing numbers. The tool of writing has 
been invented to get an overview and control over the 
rising amount of numbers and information.23 Informa-
tion is everywhere and its growing. With technological 
development comes an exponential growth of possi-
bilities to choose between and today we again stand 
in front of a huge flood of data and information but it 
does not help to just write them down. In form of artifi-
cial intelligence we found a new tool that organises the 
data and displays them quickly and understandable.24 
The data processing ability of those machines is much 
higher than the humans. Writing down information 
might be helpful for us to remember important facts 
but it also demands that we process all these added 
information. 
In the future technology might also analyse data in 
order to calculate, solve problems and justify decisions. 
A computer can decide which partner to choose for 
building a family if we have difficulties to decide.25 Of 
course it seems helpful. There is no time to make mis-
takes and maybe take wrong decisions if we want to 
have a decent education and at the same time build up 
a family, while becoming extremely good at the favor-
ite free time activity. 

OVERFLOWING INFORMATION
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The dependency that is build up on our object let us 
be left behind and reduce our believe in taking own 
decisions. If technology decides for us it does not leave 
us any alternative. We are lived by them and do not see 
any agency in acting against it. We passively accept the 
conditions that are around us. Through this there is no 
room for alternatives because we get the feeling that 
we can not do anything anyways. 

From this development you might be ale to conclude 
that our everyday objects effect the way we think and 
what kind of relationship we develop to the living and 
non-living stakeholders in our surrounding environ-
ment, what services we think are necessary and what 
kind of stories we tell each other. Its more likely that 
we talk about how unnecessary direct material contact 
with the world is because the objects around us do not 
demand this anymore. This story of passivity eventual-
ly becomes the truth and the ability to imagine that we 
can do something about it is decreasing. 

Accordingly the image of the future is not only created 
through stories alone. The non-living inhabitants of our 
surrounding in form of tools shape the mind as much 
as a story, a story that gets stabilised by the aesthetic 
execution.

Most everyday devices no longer need active engage-
ment. Our tools are not designed to be maintained 
by the user anymore. Take a car for example: Modern 
cars are no longer allowing the driver to maintain the 
car personally. In modern cars a sensor checks the oil 
level of the car and sends you an email instead of the 
driver using a dip stick.28 The knowledge about the car 
is decreasing by hiding essential functions from the 
user.29 The lacking individual agency and competence 
– which can be defined as ”experience to see a direct 
effect on our environment and knowing that they are 
genuinely our own“30 – is leading to a slowly growing 
passivity. Through that we loose the responsibility for 
the environment we are directly in contact with.

The less you get in contact with the material world 
the less experiences you make which will lead to less 
imagination, because we need to experience something 
in order to imagine it.31 By collecting experiences about 
the environment more one can imagine what kind of 
effect its actions will have on the future of the sur-
rounding.  Letting an object decide what it needs and 
when it demands no active engagement from my side, 
it makes me dependent on for example the owning 
company of the device. 

PASSIVELY DETACHED
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Aesthetically our surrounding objects tell us that we 
are in charge and have the possibility to choose, de-
velop our own potential and decide what we want do 
with our lives. The dilemma of this development lies in 
the questionability of the fact that we willingly allow 
more everyday devices to control and direct our every-
day decisions.36 The pretended freedom is constantly 
confirmed by design. Neutral and functional objects 
convey the feeling of new possibilities yet subject our-
selves under their own conditions..

The influence design has on our everyday behavior is 
bigger than once believed. We clearly see how objects 
and tools shape patterns of thought. In order to under-
stand the problems of today it is impossible to exclude 
them from the description.  The term tool refers to 
instrument, apparatus, device, vehicle, machine and 
utensil. Lately the impact of non human artifacts on 
human behavior has been looked at closer in order to 
find out if their impact on culture and society has been 
underestimated.37

Tools are created to fulfill a specific task and demand 
a certain response from the user.32 The responses are 
difficult to predict but can be steered through the 
visual language of the object. The aesthetic execu-
tion embodies images and ideas that, in best case, are 
read by the observer and evoke emotional reactions.33 
Aesthetic choices in objects impact the readability and 
understanding of our surroundings. It influences the 
conditions we can perform, which in the long term 
effects the expectations we have towards ourselves and 
our environment.  

The visual expression of objects changed after the 
second world war in order to forget the images of 
cruelty and horror. New modern forms and aesthetics 
were meant to be smooth, simple and immaculate to 
remove the friction from the everyday sight.34 Through 
clear straight lines and geometrical forms with smooth 
surfaces they not only represent trends and beauty but 
also tell a story, a story in which everything is good, in 
order and under control. Modern objects communicate 
the idea of a polished and healthy world where every-
one is liberal and free.35 

AESTHETIC STORIES TOLD BY TOOLS 
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The interrelation between non humans and humans 
can’t be denied. We can not define humanity without 
taking its tools into account because designed objects 
have through their use more influence on everyday 
decisions then we think.40 Making  a tool is directly 
connected to a certain sequence of actions, actions 
that we pass on with every new generation. They get 
defined and adjusted to present conditions and develop 
structures that are still connected to the origin of the 
tool. Structures like jobs, systems, laws and norms are 
build around the tool an vice versa. 

The effect of non humans, in this case non living 
objects, is silent but nevertheless enormous. A single 
device can change the form of social communication 
within ten years thus molds the structures of culture, 
behavior and thinking. The modern system is filled 
with tools. They all have demands on us in order for us 
to use them. I suggest that we are trapped within our 
own creations. It is difficult to think outside of a con-
structed everyday behavior because there is no room 
for alternatives. A dense web of technologies enables 
us tremendous possibilities yet it subjugates us within 
its own demands and requirements.

Language was not only created to share gossip stories 
or valid information for survival but with the inven-
tion of the first utensils also to communicate about 
the use of it. Modern civilized life is therefore not 
only characterized by language and imagination but 
also by tools. Technology is a sequence of employed 
tools that humans need to expand their limitations to 
overcome and control the forces of nature. This can be 
understood as a process of detachment, a detachment 
that leads to new relationships in the world which we 
described as culture.38 This relationship is specifically 
marked by the interrelation between humans and non 
humans. With the making of a tool humans commit to 
the existence of the tool and its function. Creating the 
tool is connected with a expansion of beneficial possi-
bilities yet the consequences of their accomplishment is 
sometimes overseen. Man believes to have control over 
technology but with gradually extending sequences of 
tools the amount of time and energy that is demanded 
for maintaining theses sequences rises. Delegating spe-
cific tasks to non-human actors39 leads automatically 
to the delegation of tasks to humans. The possibility of 
driving a car is connected to a lot of other systems. We 
do not just drive the car, we also build roads, produce 
gasoline, create laws around driving or invent jobs for 
maintaining the possibility of driving.
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Design has the ability to challenge the status quo of the 
society, by providing alternatives design proposals that 
change the conditions of its surroundings. The compo-
nents within this environment needs to be reorganized 
in order to set ground for new ways of acting. This 
empowerment yields room for the user to be filled with 
new forms of relationship towards its environment. 

Design is not just an act of creating tools but also an 
act of illustrating conditions, conditions that initially 
have been formed by a physical materialisation. With 
the first tools humanity has changed the conditions of 
his environment, because the interrelations between 
the actants are different then before. The status quo has 
changed because Homo Sapiens has been empowered 
to act in new ways. Everything that we create automat-
ically effects the conditions we live in. By designing 
something new we opening up the space for possibil-
ities. At the same time we restrict other aspects since 
the conditions have changed under the new design.41 

By materializing the tool a concrete and particular idea 
is executed, which defines a purpose that describes a 
particular room in which the tool can be used.42 The 
designer has a need for clarifying dividing lines, yet 
knowing that they always move between liberation 
and subjugation.43 This tilting point between these 
lines is in constant movement. Even if new possibilities 
are provided by a new design they quickly can subju-
gate the user if not carefully observed and examined. 

DESIGNING CONDITIONS
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terial world. Technology has the answer to everything 
and in current times of insecurity we seem to have 
more fate in the next digital evolution than trusting our 
own genuin abilities. This feeling might be transferred 
through the stories and ideas that get told in the every-
day, shown in the media or predicted by Hollywood.   

I have the opinion that the personal agency often gets 
forgotten in this big systems which is also indirectly 
communicated through our everyday objects. Not only 
by taking over more and more tasks for us but also by 
aesthetically removing major functions behind clean 
surfaces that do not allow or better demand any direct 
contact with the main process of the object itself we 
might get the impression that we can not effect any 
change on the big system through which our decisions 
seem banal and small and responsibility for own ac-
tions gets delegated to algorithms and technology. 

Albert Einsteins definition of insanity is: doing the 
same thing over and over and expecting different 
results. I believe if we really want to find a way to deal 
with current problems we need to think of alternatives 
as well. After my research my goal was to find strate-
gies I can use in order to find a way to spark imagina-
tion for alternatives. 

37

My master project is created to stir the capacity to 
think of alternatives respectively not to leave estab-
lished systems unreflected. This Idea finds its origin 
in my personal agenda to boost change within the 
educational system. One major goal of todays educa-
tion is to prepare children for the future so they can 
directly be transferred into work life and understand 
their functions and rules. According to that education 
is also guided by the images and ideas we have on the 
future. In my opinion the future is in some way very 
predetermined and a steady continuation of former 
narratives and ideologies in which the possibility of 
alternatives shrinks, because the web of interconnec-
tions within the bigger system is very dense and leaves 
little room for new ideas. From this point of view the 
educational system provides no foundation to inquire 
established ideas. Analytic, rational capacities are been 
pushed and artistic, philosophic, political and mindful 
capacities are taken to the backseat. Yet these abilities 
also necessary to think of alternatives, to be critical 
and flexible. This personal analysis shall not move the 
current condition to the opposite extreme. Its major 
intention is to achieve a natural level of harmony and 
balance between consistency and flexibility toward a 
basic structure which can handle swift changes within 
conditions in the environment. Right now I have the 
feeling that change happens mostly in the outside ma-

REVIEW

36
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Stuart Candy’s model of potential futures 47

Speculative Design offers applications in order to  
think about possible outcomes in the future. Compared 
to movies or books, that demand more imagination 
from the reader, speculative designers present mate-
rialised objects that tell the story embodied everyday 
situations. Because of that it is easier for the observer 
to connect the fictional connections to their everyday 
life.44 This attempt sets roots for debate, debates that 
concerns the impact of a speculative idea, helping “to 
explore	possible	consequences	before	they	happen”.45 By 
story making the future is present. We can feel and 
interact with the future and collect own experiences. 
To experience a new condition is much stronger then 
showing or telling about a new condition. 

Dunne and Raby clarify their personal opinion on 
where speculative design should be situated in Stu-
art Candy’s model of potential futures (see graphic 
to the right). The field of preferable futures is moving 
between the probable and plausible futures. Design 
that neither says what is probably going to happen 
nor shuts down the all room for imagine alternative 
futures.46 According to this description their design 
proposals can be discussed and debated on because 
people can read the probability of their implementation 
in the future.

SPECULATING ABOUT THE FUTURE
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This short passage in German changed the conditions 
for the reader to understand the text. By doing that the 
reader falls directly into another reality in which his 
relationship towards the author changes. The future 
today is shaped through this active choice of me writ-
ing in German. Instead of waiting for future that might 
come I can actively image an alternative now. This 
active decision effects the present directly, accordingly 
has consequences for the future.49 By Including the fu-
ture and the past into the present a new understanding 
of current actions can be developed in which imagina-
tion plays an important role. This imagined reality gets 
even stronger by performing the new conditions in the 
now.

The idea of speculative design is criticised by provid-
ing the, in fact important ideas, only in contexts of 
exhibitions and magazines. The accessibility and the 
room for discussion is small and mostly allows people 
that are already interested in a debate.48 

Speculative projects reach out in the future and imag-
ine new conditions from which they construct different 
forms of tools that embody them. The tools perform 
tasks that are necessary in this new surrounding 
variables. One might ask the question why we need to 
think ahead to create new conditions. Every decision in 
the now effects the future: 

Sobald	ich	in	meinem	text	Deutsch	schreibe,	verändere	ich	
die	Bedingungen	für	den	Leser.	Der	Effekt	auf	den	Leser	ist	
real	und	beeinflusst	dessen	Beziehung	zum	geschrieben	Wort.	
Meine	persönliche	Entscheidung	deutsch	zu	schreiben	beruht	
auf	meiner	Fähigkeit	mir	eine	alternative	Zukunft	vorzus-
tellen,	in	der	auch	eine	person	die	Deutsch	beherrscht	diese	
Arbeit	ließt.	
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A first design proposal with the aim to support the 
active decision of performing a alternative present was 
materialized in form of a wooden frame. This frame 
supposed to illustrate the image of a portal. The alter-
native is already here. It is waiting on the other side. 
Every door-frame can symbolize such a portal. How-
ever it does not really demand effort from the user. 
The wooden frame is intentionally small in hight and 
demands an active movement that engages the user 
to step into something new. The shape of the portal 
was in this sense not intended it is more the result of 
construction. 

After creating the portal I realised that the request: 
Imagine an alternative present now! is as difficult to 
perform as the request: Be happy now! It rather leads 
to frustration and rejection.50 Materialising this object 
helped me to understand, that the object itself has to 
guide the imagination. Just as in Pomme van Hoofs 
project »You Are Here – Intergalactic Travel Agency«51  

it is helpful to give the observer some help to start to 
imagine something. Within this project Van Hoof starts 
the experience of the whole project with an introduc-
tion in form of a story. I understood that I need to 
implement this first initial impulse that generates the 
response of imagination.

A PORTAL INTO A NEW WORLD
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Suddenly jumping into alternatives is not easy. Espe-
cially when the conditions of the present room limit 
the space for imagination by setting to many rules. A 
first design proposal was a portal to a different alter-
native. A portal is mostly characterised as a door into 
other conditions. By revealing new conditions the room 
for possibilities expands. Leonard Cohen’s song An-
them phrases the following:

”There	is	a	crack	in	everything.	Thats	how	the	light	gets	in“.52   

A crack or a mark can be a portal towards other condi-
tions. Imagine a room without light. It is dark and dif-
ficult to see what is happening around us. Scared and 
intimidated we rather do nothing, stand still and are 
passive in order to stay safe. Yet if we pay attention we 
might see it a small glimpse of light that gives us hope 
that there is something else. A place full of light and 
possibilities. Instead of focusing on the big black room 
it might be helpful to focus on this light, the alternative 
of darkness.

THERE IS A CRACK
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er with another effect. In this case the effect is a ham-
mer that hits the surface of the shelf itself. Every time 
the drawer is opened the hammer leaves a mark on the 
shelf. I hoped that this intervention will remind us that 
our day to day actions always have an effect our envi-
ronment. The ability to connect personal agency to our 
direct surrounding was meant to be communicated. 
However the aspect of leaving a trace was to obvious 
and because of that the intended imagination was not 
initiated. More often it evoked the feeling of a funny 
object that you smile about. 

I saw potential in the shelves function of leaving a 
trace. Especially the performative aspect was import-
ant for me. Moreover I linked my project with the idea 
of furniture because shape and function has not funda-
mentally changed within these objects during the last 
years because all possible mistakes has been spotted 
out and improved throughout the time.
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The first attempt to spark imagination was the creation 
of an supportive object. Bettina Schwalm a designer 
that is working with alternative presents in her prac-
tice as well was calling these objects »Portal Objects« 
during a tutoring.

The idea of objects that communicate the existence of 
two conditions. The intention of these objects is to re-
veal conditions that might not necessarily be connected 
to the object itself in our everyday situations. Through 
that I hoped to create a response of uncertainty like: 
Why is this here? or What happened here? The gap that 
is left behind is meant to spark imagination, it is left 
behind to be filled with own thoughts and answers.

The first portal object that I created was connected to 
the everyday use of a drawer. We open a drawer when 
we want something, that is inside the drawer. The 
drawer itself just has the function to contain something 
else and protect it. While opening the drawer we don’t 
think of the drawer but of the desired object inside of 
it. While closing the drawer we already think on using 
the object we took out of the drawer. The drawer does 
not get attention it is just there and does what it is sup-
posed to do. Especially when the slide-bearing module 
of the drawer cushions the impact when you close it to 
rudely. 

LEAVING A MARK (1)
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The shelf brought me to the idea of a table which we 
interact with day to day. I asked myself in which other 
ways I can leaf traces and change the conditions of an 
object. The idea of a sliding tiles puzzle came to my 
mind. I developed a small scale prototype that referred 
to this idea. The whole table is covered with tiles that 
can by moved around. By doing so the tiles will leave 
a trace on the lower surface of the table. Finishing 
the prototype made me realize that there was first no 
reason to move the tiles and secondly no reason why it 
should leave a trace. Because of that I wanted to simpli-
fy the idea of changing conditions on the table top. 

LEAVING A MARK (2)
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After constructing the surface, milling out the deepen-
ing and placing the bars in the hollow spot I felt that 
the result somehow did not cover the effect that I was 
after. It barely started to help me imagine something 
else. What should I imagine here? That the bench was 
once a tree? The message that was transferred was 
more directed towards exclusion, saying: “You can not 
sit here!“ which is more offensive towards the observ-
er than inviting and I think this is connected to the 
aesthetic execution of the bars. They where pointy and 
sharp nothing that you want to touch or interact with. 

Moreover I had the feeling that the wooden bars where 
not the right material to fill this deepening. The main 
intention was to show a different condition in order 
to spark curiosity towards this strange interruption. 
Where does it come from? What is it doing here? But 
the decision to use the bark of the same material was 
actually not that disturbing. I was wondering if I need 
a higher contrast of the materials. What would happen 
if you put in soil? How would the expression change? 
I was looking for the right visual language that leaves 
the feeling that something is off. Something is not right 
but it should still consist a usable aspect. The bench 
was therefore made in a size to leave enough space to 
sit on
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Leaving a trace of another condition is firstly bringing 
attention to the crack and secondly adding unexpected 
patterns to the object itself. This first try of disruption 
often did not presented the image that I had in mind. 
One prototype is a bench on which a small »window« 
is milled out. The idea was inspired by the work of 
Richard McQuire. His illustrations in the book »Here« 
show a situation of always the same room during dif-
ferent times in history. Sometimes he is going so far  
back in time that there was no room. Yet most of the 
time you can see small windows layer on top of the 
original picture showing a scene of a completely dif-
ferent time. I used the same kind of »window« in my 
prototype and it is filled with wooden bars that still 
contain the bark of the same wood, to communicate, 
that the surface that you are sitting on is in was in fact 
something else at another time. The bars sticking out 
from the deepening and do disturb the plane  
surface of sitting. 

LEAVING A MARK (3)
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»Here« graphic novel by Richard McGuire shows a corner of a room (picture is cropped) 53
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This proposal is a tabletop that is covered with small 
dowels that are not fixed to their position. This idea 
launched from the previous table top with the sliding 
tiles but is less complex. I thought if I reduce the com-
plexity but keep the rather playful attempt of changing 
the conditions of what we expect from a table. Inter-
rupting the space for playing something on the table 
should give the feeling of renegotiating the value of the 
table. Also the arrangement of the dowels should make 
it difficult for one person but rather easy for the person 
on the other side on the table. Through this I hoped to 
spark new kind of relationships between the people 
that share the table. 

Yet the response was again not satisfying. The ar-
rangement of the pieces seemed to be random and 
did not spark the wished outcome. The play with the 
dowels and fill them with meaning was not happening 
because the idea of the table was still too present. It 
should also not be about the change that is happening 
on top of the table but within the core structures of the 
table itself. 

LEAVING A MARK (4)
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After creating a quick prototype I realised, that this 
idea has potential but it was difficult for me to connect 
it to my master thesis. The prototype wanted to show 
the interrelation between wood as a natural material 
and our everyday tools such as a wooden tool for the 
kitchen. But somehow it felt more like a sustainability 
project that is criticising our realation toward material 
but I did not wanted to go down this path. 

Still it was helpful to try this because I saw the poten-
tial of images and pictures and how they can guide our 
imagination. Especially the image of Moebius showd 
me that it is important to play with existing conditions 
in order to look onto situations with fresh eyes.

LEAVING A MARK (5)

60

On part of my physical exploration also contained my 
own search for inspiration. How and when do I actual-
ly feel inspired and let my imagination flow? Through 
my personal interest in conceptual art I often get 
confronted with all kinds of images posted on social 
media platforms. Moebius a French artist is a favorite 
source for inspiration. Especially one of his drawing 
helped me to imagine a test related to my project. On 
the next page you can see this drawing. The relation 
between the person and the three yellow sources was 
catching my attention. 

I was wondering how these three objects are connect-
ed to each other. Obviously they have a connection 
through the yellow colour but in my eyes they also tell 
a story that our tools effect our natural surrounding 
and the shape of culture. By taking something out of 
the ground the tool gets shaped by the ground. The 
created object itself is the ground but also part of the 
hammer. All three objects display a interrelation that 
is important to understand and see the connection be-
tween nature, tools and culture. By this representation 
I personally understand that everything we do is in 
some way connected. I was looking for a translation  
of this image into the physical world. 
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Art by Moebius 54
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Every game needs rules and borders, borders that need 
to be formulated intrinsically firstly to help us to com-
municate expectations if other players or stakeholders 
are involved and secondly to achieve a certain level 
of security. Feeling secure in the set frame allows the 
participating persons to be vulnerable. Vulnerability is 
one major aspect of play.58 The active decision of lying 
down the armor that has been build up to protect the 
inner self from judgment, criticism, fear or blame59, 
releases from burdens and insecurities and sets the 
ground for acting free. This mode opens room for 
imagination, creativity and alternatives.

Homo Sapiens has always been trying to push the 
boundaries and it is astonishing what the human race 
has been able to develop in such a short period of time 
and all of that we where able to accomplish due to 
play.55 This is not saying that we have achieved every-
thing through play but it embodies an important role 
in the development of human kind.

Through playful interaction with the surrounding we 
are able to open up boundaries and fill the gabs with 
creativity and imagination. Mostly to test our own 
ability to act but also to challenge the conditions that 
are around us. And that is one part of play: rearrang-
ing the components of what surrounds us. The redistri-
bution of conditions lets us experience something that 
has not been there before. This new experiences can be 
played with in our imagination.56 

However this playful rearrangement can not be forced. 
Play can be suppressed by expectations, norms and 
objective restraints. Especially if this restraints are set 
by an external force such as economy. They demand a 
certain output but play is not looking for an outcome or 
a reward. Play finds joy in the activity itself »Dem Spiel 
an sich«.57  

PLAY – A SOURCE OF ALTERNATIVES?
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Generated images of the computer algorithm61

»The chair project« designed by Philipp Schmitt, Stef-
fen Weiss, and two neural networks is a collaboration 
between designer and artificial intelligence. In this case 
the designers trained a computer to ”generate a clas-
sic“ chair by providing a set of data in form of images, 
images that show classic design solutions of chairs 
from the 20th century. The computer analyzed the im-
ages and produced his own image of a classic chair.60 
The results are fascinating, interesting and most of 
all – playful. If a designer gets the task to ”generate a 
classic“ he starts to think of all kinds of aspects the 
chair needs to fulfill: sustainability, ergonomics, pro-
ducibility, construction, shipping costs or material. In 
the end we probably will see a chair and we think: Yet 
another chair. In my opinion the computer played. It 
got the task ”generate a classic“ and started to analyse 
his experiences in form of data sets and plays. It does 
not think of norms or cultural boundaries if it is not 
programmed to do so. If we would not stop the process 
it probably would find joy in ”dem Spiel an sich“. The 
robot shows a capacity that we human have as well. 
Deep buried under constraints, deadlines, expectations 
and norms we are able to do the same thing. Yet we 
created a machine to do it. How will that effect our 
relation to play?

AI CAN PLAY BETTER
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Yet the killjoy is, as the word is stating, only killing 
joy. It is more a negative refusal of what exists but not 
a active engagement in something new. What we need 
are new ways of thinking, alternatives to a system that 
might has proven itself as flawed.64 There is something 
about the »Spielverderber« (Spoilsport in German) that 
has potential of breaking down common structures but 
also is labeled with a slightly negative connotation. 

The room for imagination is occupied right now. Occu-
pied by the rules and constraints that define the every-
day with the web of stories around topics like: efficien-
cy, productivity, profit, growth, … etc.. Free, blithely 
play is locked within conditions that focus purely on 
economic values.62 In my opinion we might need per-
sons that interrupts and breaks these conditions  
to open up room for alternative stories and values. 

Imagine our system as a big game. There are tons 
of rules and guidelines that define how to play this 
game. As long as you stick to the rules everything goes 
smoothly.  As soon as you start to question the guide-
lines you can quickly can get the feeling that you are 
not part of it anymore. You might become a spoilsport. 
A spoilsport is defined as someone or something that 
kills the joy of others through its behavior.63 In other 
words the spoilsport is a killing joy. The killjoy does 
not accept the borders and feels that they do not serve 
his own intentions and goals. 

THE SPOILSPORT
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Another object that I presented during the 50% presen-
tation. I did not presented the object as a trickster ob-
ject. I presented it as a »Spielverderber«, which quickly 
after that vanished from the focus that I set. Through 
the experiences I made during the development of the 
project I realized that the image of the trickster is very 
helpful for my wished statement.

Very early in the process I designed a hourglass that is 
3D printed with black filament. Because of this design 
decision the reader of the object is not able to imme-
diately see that the hourglass is also containing sand.  
We know the shape and we know what we expect 
from this object. Through stealing known conditions 
that literally change the way we have to interact with 
it, we change the relationship we have with the object. 
What we used to know about the object is not present 
anymore and need to reengage with it order to use it. 
The now created functions are left open but through 
the use of the object we might detect new forms of use 
it might not be helpful for what we normally connect 
to and hourglass but help us to extend what image we 
have of an it. We can for example imagine a world in 
which hourglasses might always have been looking 
like that and what kind of behavior is characterising 
this world.

THE FIRST TRICKSTER OBJECT
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Mythology often represents the trickster in shape of 
animals. A trickster of the north American mythology 
is »Raven«. A known story of this character is the tale 
of Raven stealing water from his brother-in-law Petrel 
who guards the everlasting spring of water : 

Journeying on, Raven was told of another place, where a man had 
an everlasting spring of water. This man was named Petrel (a type 
of sea bird). Raven wanted this water because there was none to 
drink in this world, but Petrel always slept by his spring, and he 
had a cover over it so as to keep it all to himself. Then Raven came 
in and said to him, ‘‘My brother-in-law, I have just come to see 
you. How are you?” He told Petrel of all kinds of things that were 
happening outside, trying to induce him to go out to look at them, 
but Petrel was too smart for him and refused. When night came, 
Raven said, ‘‘I am going to sleep with you, brother-inlaw.” So they 
went to bed, and toward morning Raven heard Petrel sleeping 
very soundly. Then Raven went over to Petrel’s spring, took off the 
cover and began drinking. After he had drunk up almost all of 
the water, Petrel came in and saw him. Then Raven flew straight 
up, crying ‘‘Ga .̂” Before he got through the smoke hole, however, 
Petrel said, ‘‘My spirits up the smoke hole, catch him.” So Raven 
stuck there, and Petrel put pitch wood on the fire under him so as 
to make a quantity of smoke. Raven was white before that time, 
but the smoke made him of the color you find him today. Still 
he did not drop the water. When the smoke-hole spirits let him 
go, he flew around the nearest point and rubbed himself all over 
so as to clear off as much of the soot as possible. This happened 
somewhere about the Nass River, and afterwards he started up 
this way. First he let some water fall from his mouth and made 
the Nass. By and by he spit more out and made all the other large 
rivers. The small drops that came out of his mouth made the small 
salmon creeks.69

The image of the trickster is rooted in several mytho-
logical stories around the world.65 As structure of the 
human psych the archetype of the trickster is charac-
terized by chaotic deconstruction by adding unexpect-
ed variables to established systems. Archetypes are 
substructures of the human psyche, embedded deep-
ly in the humans instincts. Activated as reaction on 
specify impulses from the environment66, each of these 
archetypes follow certain patterns to fulfill a function
The tricksters function is to question conventional 
rules, structures, behaviors or patterns of thought if 
they are not longer fit to the changing conditions of our 
surrounding. The trickster can reveal the hidden dark 
aspects of, what we may assume we know, a positive 
system. By the tricksters action the structures get 
destabilised and expose a ”wound	window	through	which	
the	new	vectors	of	the	future	enter	through“.67 

Bringing chaos to a established principles is in many 
ways understood negatively if only tackled from a ex-
treme perspective. Chaos is one aspect of the trickster 
but it is not necessarily bad. Compared to the killjoy 
the intention of this archetype is to set new ground for 
imagination and alternative thinking. Destruction is 
tragic but beyond this tragic lies a generative force that 
is easy to oversee.68

THE TRICKSTER



76 77

Bruno Latour is stating that the we need to change 
our perspective on the world in order to connect with 
it again and understand what our survival is depend-
ing on and what secures the survival of what we are 
depending on.71 This demands a new way of thinking. 
Even if we achieved knowledge with the definitions we 
formed over the last years we have left out something 
that might have not been important in the past. A tree 
gave us possibilities to make fire and build houses to 
secure our survival. Yet we took away important actors 
that where important for the survival of the living and 
non-living inhabitants that are dependent on the tree. 
 
Referring this deliberation to design we can come to 
realise that the creation of things always has been 
build upon the concepts, norms and terminologies of 
the past. By unmaking everyday situations, just like 
unnaming everyday objects and actions, room for 
new forms of relationships is opened. The knowledge 
of today will be combined with the knowledge of the 
past and the concepts, that we are assuming to be only 
good, might be renegotiated. 

Unmaking the known is situated in the idea of Ursula 
K. Le Guin’s text »She unnames them«.70 Language is in 
one way simplifying the communication between each 
other. By defining objects with specific names we can 
share ideas and can be more or less sure that the inter-
locutor understands them. Trying to remove the words 
we usually use for describing a thing evokes new ideas 
about the thing itself because we have to imagine other 
types of relations. Instead of Trees we might say “… 
dark-branched, tall dancers motionless against the 
winter shining.” This new way of describing a mun-
dane thing is opening a whole new way of seeing our 
surroundings. 

Of course it is comfortable to just say tree. Yet it also 
leaves out so much more information and imagination 
about what we get in contact with. The concept of a 
tree limits what a tree might be able to be and how 
we connect to it. The conditions around the tree have 
changed which means that our relationship towards 
the tree have changed as well. Yet we stick to the same 
concept but maybe this concept is not working out any-
more and needs to be renegotiated. 

UNMAKING THE KNOWN  
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We need to understand that tools, artifact, devices and 
technology or basically every human creation impacts 
the way we live and think. Knowing that, enables us 
different ways of thinking about our creations. They 
can help us to critical reflect our environment and to 
think in new ways. But in order to do so we first need 
to tear down the known concepts of the past. 
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The image of the trickster is in many ways helpful for 
the development of a tool that supports the capacity 
to imagine alternatives. The basic idea is to the qual-
ities of the trickster onto objects of the everyday and 
transform them into trickster-objects, an object that 
obviously deconstructs common structures. The decon-
struction of the everyday is in my opinion the first step 
to a shift in thinking towards alternative presents and 
futures. As soon as tools enters the mundane struc-
tures of the daily life they change the conditions of day 
to day actions. Through this rearrangement of compo-
nents new stories get told. The trickster-object is sup-
posed to steal know conditions in order to set ground 
for new stories and conditions. 

One way of stealing conditions is to unname the 
common objects of our surrounding. I hope to open 
space for a playful engagement with these new objects. 
The only specification of their existence is the physi-
cal and aesthetic manifestation itself, which demands 
new patterns of thought and interaction. The relation 
with them needs to be tested and renegotiated in 
some performative manner because new relationships 
might emerge and new realities are temporarily visible 
through a sensual experience. New experiences form 
new brain structures and set the focus on unexpected 
ideas.

COMBINED KNOWLEDGE
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I worked with different materialization in which I tried 
to internalise my ideas of the project. I tried to quickly 
produce the objects to see if the ideas are worth a con-
tinuation. Mostly I did not even finished idea, because 
I did not had the feeling that the object transferred my 
intentions in the way I want them to do it. Feeling se-
cure about the idea is most important for my personal 
context. From this security I can wok on specific design 
decisions like formgiving, visual language, materiality 
and details. In the early process I worked two times 
with the object of the table and in connection with the 
image of the trickster I saw a possible connection.

In order to find out what qualities other people define 
as important for the table I designed a simple survey 
that with the following tasks:

Describe	what	a	tale	is	for	you.
Name	3-5	qualities	that	you	expect	a	table	should	have
Draw a table

The result showed me that a most of the asked people 
define the table as a raised surface on which things can 
be placed. The most important qualities where a decent 
hight, stability and size. 

BRING IT TO THE TABLE
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Instead of presenting an object that would be able to 
be mass produced the artifact should contain aesthetic 
decisions that transfer the idea of a flexible product 
that is representing the idea of movement. By this the 
idea of constant evaluation is transferred, a evaluation 
that says - this solution is not the only one and needs 
to be adapted to new behaviors and conditions. The 
table is meant to aesthetically shown as an extension or 
development of what we expect from a table. Instead 
of thinking what a possible table of the future can be I 
bring it into the present. It is happening now. Not later.  

Intentionally the first trickster-object was meant to 
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The expression ”bring it to the table“ stands as a met-
aphor for the action of bringing an important issue to 
the table and discuss this problem.72 Departing from 
this perspective the table as an object refers to the 
importance of talking about something that is ur-
gent. Bringing people together and have a discussion 
and share stories. In my case I want to talk about the 
way we imagine our future and what we can do here 
and now, in the present, through our own individual 
behaviors. It is a serious matter and should stay on 
the table as long as we collectively decided for a new 
course of action. If we assume that stories are made in 
the everyday, the table as a mundane object is the ev-
eryday and it is a core structure of our cultural day to 
day actions, a place, where we eat, discuss, play, meet, 
work, create, sleep, love, present etc. 

My intention is to take something away. It is a wake 
up call that breaks down one small pillar that holds a 
whole system. It is not enough to tell people I need to 
show people that we are trapped. By literally decon-
structing the table I challenge what we know of a table. 
What it is for and it will be used it for. As soon some-
thing gets taken away from us we start to think about 
what we miss maybe we also realize that there other 
ways of doing it. This is the imagination I am aiming for.
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steal a condition of the table that we connect mostly 
to the table. The result from the asked people in the 
survey showed me that the surface of the table is most 
important. In my first prototype I build a big table  
(1700mm × 1000mm) with a small floating surface 
(250mm × 250mm) in the middle. The reduced surface 
in the middle is meant to challenge what we can bring 
to the table. Allowing only limited space changes the 
possibilities of activity around the table. By changed 
conditions the decision of what is brought to the table 
needs to be negotiated. The idea had potential but one 
big open question was the context. It was not clear 
for me where I would situate the object. Who is using 
it and where? I needed to test the object in a defined 
situation. 

THE FIRST TEST
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Before I went testing the table I worked on a way to 
construct the table as stable as possible without hav-
ing a surface. Usually the top is the part that gives the 
table a lot of stability and also allows to hide support-
ive structures underneath it. By taking this part away 
it was necessary to find other ways. Most important 
was a stiff corner to reduce the movement around the 
corners to a minimum. I decided to weld 3 square steel 
pipe together in order to provide the ability to plug 
wooden beams in the x,y and z direction. 

I brought this advanced version of the table with the 
floating surface to a dinner with circus artists. The ta-
ble definitely raised interest and a lot of ideas from the 
participants. Yet the intended outcome was, also after 
a second test with another participant, not reached. 
Even though the surface is different the actions around 
the table did not changed as expected. However the 
test showed some positive feedback. The fact that I was 
able to bring the table without any problems to anoth-
er space in Stockholm and mounted/dissembled the 
structure within 5 minutes revealed a beneficial aspect 
of removing the surface. The table got lighter and more 
flexible. The updated construction of the table was the 
key to this possibility.

THE STRUCTURE 
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Even though the test did not lead to the expected out-
come it still effected to project in a positive way. The 
floating surface had potential but demanded a specific 
context which I did not want to define, because this de-
cision would not have been natural. Forcing the object 
into a context would of course give me the possibility 
to work more specifically but I was not able to argue 
for it. However testing the design helped me to devel-
op the object itself further. The way I constructed the 
object helped me to conclude that the importance of 
the table is the supportive structure underneath. The 
»frame« that holds the surface builds the foundation  
of every table. By providing a stable construction many 
aspect of a table can be realised. I decided to remove 
the surface completely because it reminds to much of 
the possibility of placing something on the table. On 
one hand the focus shifts away from the structure itself 
and on the other hand the new structure becomes more 
a suggestion of a table. Expected responses and patters 
of actions towards a normal table are stolen and new 
alternative ways of using a table emerge. One major 
aspect is the possibility to build the frame around an 
existing structure. In order to be seen as a suggestion 
of a table the frame needed some sort of familiar expec-
tations of a ordinary table situation, otherwise it might 
be read as a barrier for protection. Benches designed in 
a similar way will help to support the image of a table. 

A SUGGESTION OF A TABLE

90
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I as a designer see my work as a process of movement. 
My design proposal is a flexible structure that can be 
brought to spaces and environments that could not 
been explored with an ordinary table but still possess-
es the quality of a space for meeting. The meeting are 
intended to be in form of a interview or discussion 
with people that I choose to have discussion with. 
The suggestion of the table is a trickster and so am I. 
Together the table and me try to encourage the conver-
sation partner to be open for other ways of thinking. 
Moreover I include stakeholders in the discussion that 
have not been there before. But by including for exam-
ple a pillar of a building into the conversation it nat-
urally takes part in it. The interview includes to carry 
the structure to the specific spot and construct  
it together. 

INTERVIEW 
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The beauty of it lies in the non planned reactions root-
ed either in the production itself or in changing con-
ditions of the outside. Being in the moment and focus 
on overlooked details is one major aspect of Wabi-Sa-
bis spiritual values. This constant negotiation of the 
moment allows a new relationship to the object and its 
functions. 

By preferable using the idea of a unique hand crafted 
product that is not representing a fixed idea. The stif 
corner metal structure are made in stainless steel to 
allow a carefree use in several situations. The welding 
edges are meant to be shown because they show the 
process of production which also hold educational 
value. 

The aesthetic decision of the Trickster Objects is ques-
tioning the basic idea of »good design«. Modern aes-
thetics represents the idea of a ever-growing constant 
system that looks for universal solutions for everyone. 
It is based on a planned process of design. Planning 
before and the after is a major aspects of modern de-
sign qualities.73 In order to preserve the idea of a well 
functioning object we tend to set commonly known 
aesthetic components to support the idea of a well 
functioning object. By using the aesthetics of straight, 
lines, flat surfaces a fixed idea will be communicated, 
an idea that is universal and valid. 

In contrast to that I looked for a visual language that 
supports negotiation, leaves room for adaptation and 
communicates that this is not an ultimate solution but 
a suggestion for the current conditions. The japanese 
philosophy of Wabi-Sabi is looking for non-permanent 
materialisation that focus on the present on what is 
there rather what could be there. It supports the idea  
of ambiguity and contrast within objects that allow 
friction, corrosion and imperfection which find its 
expression in a natural process of seasoning and the 
process of change.74 

AESTHETIC ALTERNATIVES
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Imagination is not easy especially if norms, rules and 
an overload of information block our sight to different 
solutions and leave little room for a playful reorgan-
isation of current conditions. In such conditions it is 
difficult to request other ways of thinking. It needs a 
supportive guide, a guide that is next to us trying to 
support us as much as possible. The table is in one way 
such a guide. In my point of view this table a space for 
education that embodies the several qualites. The main 
intention of the design proposal is to raise the ability 
for imagination and creativity inside of established sys-
tems. The created environment is allowing the observ-
er to think differently. Common rules are shifted and 
new relations need to be found. According to that the 
situation demands capacities that have been neglected 
in the past. Instead of providing guidelines for usage 
and interaction they have to be discovered and played 
with. The room that has been given through the de-
cision of taking away the surface is the crack that lets 
the light through, a light that might show conditions, 
relations, thought and actions that have not been seen 
before.

I began my master in order to find change within the 
educational system by creating a tool that embodies 
different qualities that support some human capacities 
which have been seen less important due to decisions 
like the PISA studies. From this thoughts emerged the 
connection to our vision of the future and the ability 
to imagine alternatives. Within this thesis I tried to 
answer the question how tools and objects have the 
ability to support capacities for  imagining alternative 
ways of living the present and through that also the 
future? Throughout my research phase I connected 
several topics that underline the difficulty for alterna-
tives thinking and tried to spot out certain indicators 
for our paralysis toward different patterns of thought 
and action. The suggestion of the table is my way to 
react on the the research question and the topics that 
are brought up in the beginning of the thesis. It tries 
to implement several aspects of my research and offers 
space to imagine alternative relations with our sur-
rounding. It breaks common automatic responses and 
brings up possible tasks for designers to take responsi-
bility for their creations. 

A POSSIBLE REACTION 
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Secondly it is unimportant what is lying on the table 
but what you personally bring to the table. The pres-
ence of a person is all that can be brought. By that I 
want to spot out the personal agency when talking 
about different subjects. In my opinion it is essential 
that we focus on our own ability of creating change 
and finding alternative ways of living. In current con-
ditions we trust in technology to solve the problems 
we have and not our own genuin abilities. If we can 
not decide what to choose - let artificial intelligence do 
it for us. If we are not able to work with our resources 
responsibly - let us find a algorithm that will sort it 
out for us. It is easy to delegate tasks that we can not 
handle ourselves. I believe that we in the past concen-
trated a lot on improving our physical surrounding 
with helping tools but we have missed the improving 
ourselves. This is in my opinion also connected to our 
way of education. Since it is based on models of the 
past it is from my point of view not suitable for the 
present anymore.  By stealing the possibility of placing 
things on the table I metaphorical speak to the fact that 
we have to improve ourselves. It is not delegated to a 
physical object that is lying on the table but what each 
on of us can bring to the table. 

Removing the surface allows no things on the table. 
This decision has several effects. First of all the table 
is not explicitly referring to a dining or work environ-
ment but to the fact that you can sit around it and have 
a discussion, dialogue or meeting. Stories define our 
culture and what we believe in. The table is helping to 
tell new stories because of its changed condition. The 
openness, which is also created visually, is providing 
room for play. It creates an environment that sparks 
discussion by not only taking away the surface but also 
by the possibility of having these discussions at spaces 
that could not been imagined with an ordinary table. 
By constructing the table around existing structures, 
like a tree, through a fence or around a commercial 
wall it includes stakeholders into the discussion. We 
might not necessarily talk about them but they are only 
through their presence part of the dialogue. This fact 
changes the conditions which set ground for new ways 
of acting.
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and have been created in constant movement and rela-
tion between hand material and time. Furthermore the 
fastening of the wooden beams is constantly leaving a 
mark on it. Every time the table gets assembled a mark 
is left behind. It shows that things are not constant and 
everlasting. They change with it surrounding, they 
are not planned or been able to be foreseen. Within 
this process lies the beauty the embodies the natural 
process of evolvement towards change. Everything nat-
urally has an end and from that naturally arises new 
form of life. Through this aesthetic decision I want to 
deliver the idea of natural change and movement. 

Our tools shape the way we think and act they are as 
much part of our culture as we are. By providing the 
flexibility and movement within the aesthetic execu-
tion and the construction method I intend the slowly 
change people perception of beauty. If natural change 
is part of our action and is also visible it might change 
our behavior and patterns of action toward a more sus-
tainable relation with our surrounding. By changing 
our tools the systems around these tools adapt. Our 
idea of everlasting growth might change through aes-
thetic alternatives. The beauty of non planned actions 
might also change the way we think about the future.

Finding our own agency and responsibility for action 
is not only realised on a meta-level but also by the 
design of the table. It is a flexible structure that allows 
direct contact. By constructing the table with bare 
hands gives us a understanding of all its parts and 
their impact on the tables inner structures. By doing so 
all participants are in direct contact with the object and 
understand its function see the effect of constructing it 
and also the impact that is conducted by this process. 
The reconnection of our own actions with our environ-
ment enforces the responsibility the user has with its 
surrounding. I want to give the user the feeling that his 
decisions matter. That his actions have an effect on our 
environment and that it is happening in every mo-
ment. Also when we are interacting with a mundane 
object such as the table. The impact of our actions is 
also embodied within the aesthetic gestalt of the object. 
By showing construction methods directly such as the 
welding edge I want to first emphazise the beauty of 
little flaws and mistakes but also that flexibility and 
movement are important aspects of our world. We are 
in constant movement and it is our task to find a bal-
ance and harmony with everything that surrounds us. 
One way of doing that is spotting on small overlooked 
details that hold our structures together. Just as the 
metal structures that builds the foundation of the table  
– it shows its connection and they are never the same 
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The master thesis intended to find alternative ways to 
see the future. The future is created by the stories that 
we tell each other every day. Mostly these stories are 
shared by people within higher positions. My idea is 
to invited people to have a conversation on the table. 
By creating this environment of the suggested table the 
situation of the interview is different and allows imag-
ination. The supportive structure helps and guides the 
possibility of acting in new ways which directly effect 
the way we think. My personal presence is very im-
portant for me. As designer I see myself responsible for 
the outcome of this interview especially in the way the 
table is liberating or subjugating the user to act. 

In the past design concentrated solely on styling. This 
is due to the fact that most design is performing well 
and no real cause exist to improve their function.75 
However every object and tool embodies malfunctions. 
As soon as objects get materialised they are character-
ised by specify functions through which other func-
tions are neglected. These malfunctions give reason to 
create something new because the object leaves a lot to 
be desired.76 Accordingly design of the post war era has 
managed to generate functioning tools and systems to 
spur live quality and reconstruction of the everyday.  

The table is also a tool that has the possibility to re-
act on changing conditions. Depending on space and 
situation the structure can change. It is a incomplete 
system that can be extended and reduced. Starting by 
being a suggestion of a table it becomes alive when-
ever it is adapted to the surrounding environment. It 
is not about planning ahead in the future but reacting 
what is happening right now. The image of the future 
effects how we adjust our behavior toward our deci-
sions in the presence. It is helpful to think ahead but 
also locks us in our thinking to achieve the picture that 
we have created if we not constantly adapt this image 
depending on changing conditions. In my opinion the 
image of the future is kind of preprogrammed and 
also repeated by for example entertainment. Within 
this future technology is the main partner. Mostly it 
has evolved to safe us from disasters or challenges. By 
this repetition the image of the future stays static and 
inflexible. My design proposal is breaking common ex-
pectations. Known behavior and action can not be per-
formed because of this crack, a crack that is a wound 
window through which new vectors of the future enter 
through. 
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This reconfiguration is necessary in order to question 
solid and stiff structures. By me creating this sugges-
tion of the table I want to provide new situations to 
experience alternatives so I can spot out which condi-
tions should be preserved, what we can give up and 
which alternatives can be lifted. This negotiation is a 
constant process that reoccurs regularly. Because of 
that the designer has to be able to question and observe 
his own creations. 

In present times there mostly is no reason to improve 
the bare performance of the objects. Due to this devel-
opment the role of designers needs to be reinvented 
so their tasks are not only condensed to improve the 
outer shell of the objects. Furthermore one can state 
that a constant redevelopment of objects, systems and 
concepts, solidifies present norms, which leads to the 
conclusion that the system itself looses its flexibility to 
react on unexpected change of the surrounding. 

In my opinion designers shall act when they recognise, 
that their own creations lead to conditions of subjuga-
tion. Due to this the designers task can be to sustain 
balance and harmony that supports possibilities and 
leaves room for personal decisions. The practice is not 
representing stability and permanence rather mobility, 
change and movement. Observing their own creations 
and understanding their relation towards the present 
conditions can and should be a basic capacity of the de-
signer. He/she reacts if established objects, systems or 
concepts expose themselves as subjugating by creating 
more dependencies than possibilities and options.
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spend more time with the project jumping back and 
forth with their intention trying to make sense with 
the object and its connection to the images.  
 
With hindsight I can say that a performative event 
might would have been helpful to spark the discus-
sion I intended to have. The performative aspect of 
the project is in fact most relevant for the expected 
outcome. Without conversation the project is seen in 
various ways because it offers different angles for sense 
making. This is a strength but also a weakness of the 
design. It is to complex to stand alone. Too many layers 
confuse the visitor if not carefully put together by an 
explanation of its intention. Yet somehow I also aimed 
for the complexity. It allows a flexible interaction with 
the project. Reaching out into different understanding 
of design it possesses the quality to work in different 
fields and grow within them. It shows new qualities 
of design combining elements trying to connect with 
other professions in order to find new relations. As I 
described my understanding of play in this thesis the 
structure rearranges the connections between import-
ant aspects of change. It allows new ways of thinking 
but only if in is put into action. The exhibition space is 
in fact a good way to show the project but the project 
becomes alive first in use. 

My intention within the project is not only to spark 
imagination but also to show my qualities as product 
designer and craftsmen, as photographer, philoso-
pher and trickster. These qualities of my own I tried 
to represented in my exhibition. The first task for me 
was to construct a column in the middle of the room 
that almost seems necessary for the structure of the 
building. A column that stands unrecognised and 
silent, waiting to get attention. Around this column 
I constructed the suggestion of the table with its two 
benches to show the essential function of the design 
proposal. I planned to get people to have direct contact 
with the table which in my opinion was quite success-
ful. People touched and looked closer at the systems 
essential functions. I wanted to show the metaphorical 
level of the project through supportive photography 
the enhance and support the capacity of imagination. I 
can definitely say that the pictures where necessary for 
the projects intention due to the following observation: 
There where two kind of people visiting the work. One 
kind was looking very close at the tables structure. 
The practical value of the construction itself seemed 
more interesting then the metaphorical idea. Often the 
visitors just passed by without spending more time 
with the philosophical value behind the project. The 
pictures did not draw attention. On the other hand it 
seemed that visitors that observers the photographs 
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have been invested is essential for receiving valuable 
critique and comments. If I do not give my work the 
deserved attention myself, how can I expect others to 
spend time with my project. Being critical and reflec-
tive is supporting the capacity to develop and stay flex-
ible yet it is essential to praise ones own work to some 
degree. Being more present then absent would be one 
way to show that you stand behind your work. 

Until this point I always believed that I am the one that 
will perform with the structure. However during the 
two years of study I came to the conclusion that I am 
maybe not the one that is using the objects and per-
forming with it. It gives me an uncomfortable feeling 
and I always try to steer the outcome into my personal 
objective intentions. One interesting conversation lead 
to a new insight regarding the use of the structure. 
Within several TV shows journalists use different 
settings to create certain atmospheres with the con-
versation partner. My design might be a very flexible 
and interesting way to build up relationships between 
the interview person and the journalist. Claiming new 
space and adding unexpected variables to the conver-
sation.

During the exhibition I was able to observe the visitors 
reactions. Sadly I did not had the possibility to get in 
contact with a lot of them according to one reason.  I 
was not present for a lot of time. Accordingly it was 
difficult to capture peoples attention for my project and 
start conversations around my intentions. I of course 
regret this behavior afterwards. However it lead to an 
insight that I will learn from. As creator of things it is 
not only necessary to observe and critical reflect on 
produced objects but also to be proud of them. Re-
specting the effort, time, love and energy that might 
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