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Abstract

This study suggests user-friendly design fiction method applying user-centered design process.
Design fiction is a method that predicts futures from design perspective with critical discourses and
physical representation. It has been regarded importantly in HCl and interaction design realms as
aesthetical and experiential approaches, yet not firmly established. Especially, it has not been
considered from user—centered perspective which considers users and related problems. Anticipatory
design based on current problems which predicts futures and defines design—oriented scenario is
becoming significant. Therefore, this study regards design fiction method in relation to prior design also
should consider user-centered perspective, not just experimental approaches. In this regards, this study
tries to apply user—centered process, specifically affordances which lead more intuitive and direct
impact on users into conventional design fiction process. This study led junior students in visual
communication major into design fiction process with specific topics and the Design with Intent Toolkit
amongst practices of creating affordances so as to develop new design fiction process with its diverse
outcomes. Throughout the process, this study aims to suggest alternative user—friendly design fiction
method beyond its critical and experiential approaches.
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