
See discussions, stats, and author profiles for this publication at: https://www.researchgate.net/publication/363365848

Using Design Fiction to Develop Critical Thinking in Media Education

Poster · September 2022

CITATIONS

0
READS

37

1 author:

Some of the authors of this publication are also working on these related projects:

Developing a critical inquiry method in media education through the practice of design fiction View project

ReDMIL 2018 doctoral summer school - Sept. 11-14, 2018 View project

Géraldine Wuyckens

Université Catholique de Louvain - UCLouvain

7 PUBLICATIONS   3 CITATIONS   

SEE PROFILE

All content following this page was uploaded by Géraldine Wuyckens on 08 September 2022.

The user has requested enhancement of the downloaded file.

https://www.researchgate.net/publication/363365848_Using_Design_Fiction_to_Develop_Critical_Thinking_in_Media_Education?enrichId=rgreq-086f33d1b1b45717f364caa6a2f9bb2b-XXX&enrichSource=Y292ZXJQYWdlOzM2MzM2NTg0ODtBUzoxMTQzMTI4MTA4MzUxMzQ3OEAxNjYyNjIyOTUzMjkz&el=1_x_2&_esc=publicationCoverPdf
https://www.researchgate.net/publication/363365848_Using_Design_Fiction_to_Develop_Critical_Thinking_in_Media_Education?enrichId=rgreq-086f33d1b1b45717f364caa6a2f9bb2b-XXX&enrichSource=Y292ZXJQYWdlOzM2MzM2NTg0ODtBUzoxMTQzMTI4MTA4MzUxMzQ3OEAxNjYyNjIyOTUzMjkz&el=1_x_3&_esc=publicationCoverPdf
https://www.researchgate.net/project/Developing-a-critical-inquiry-method-in-media-education-through-the-practice-of-design-fiction?enrichId=rgreq-086f33d1b1b45717f364caa6a2f9bb2b-XXX&enrichSource=Y292ZXJQYWdlOzM2MzM2NTg0ODtBUzoxMTQzMTI4MTA4MzUxMzQ3OEAxNjYyNjIyOTUzMjkz&el=1_x_9&_esc=publicationCoverPdf
https://www.researchgate.net/project/ReDMIL-2018-doctoral-summer-school-Sept-11-14-2018?enrichId=rgreq-086f33d1b1b45717f364caa6a2f9bb2b-XXX&enrichSource=Y292ZXJQYWdlOzM2MzM2NTg0ODtBUzoxMTQzMTI4MTA4MzUxMzQ3OEAxNjYyNjIyOTUzMjkz&el=1_x_9&_esc=publicationCoverPdf
https://www.researchgate.net/?enrichId=rgreq-086f33d1b1b45717f364caa6a2f9bb2b-XXX&enrichSource=Y292ZXJQYWdlOzM2MzM2NTg0ODtBUzoxMTQzMTI4MTA4MzUxMzQ3OEAxNjYyNjIyOTUzMjkz&el=1_x_1&_esc=publicationCoverPdf
https://www.researchgate.net/profile/Geraldine-Wuyckens?enrichId=rgreq-086f33d1b1b45717f364caa6a2f9bb2b-XXX&enrichSource=Y292ZXJQYWdlOzM2MzM2NTg0ODtBUzoxMTQzMTI4MTA4MzUxMzQ3OEAxNjYyNjIyOTUzMjkz&el=1_x_4&_esc=publicationCoverPdf
https://www.researchgate.net/profile/Geraldine-Wuyckens?enrichId=rgreq-086f33d1b1b45717f364caa6a2f9bb2b-XXX&enrichSource=Y292ZXJQYWdlOzM2MzM2NTg0ODtBUzoxMTQzMTI4MTA4MzUxMzQ3OEAxNjYyNjIyOTUzMjkz&el=1_x_5&_esc=publicationCoverPdf
https://www.researchgate.net/institution/Universite-Catholique-de-Louvain-UCLouvain?enrichId=rgreq-086f33d1b1b45717f364caa6a2f9bb2b-XXX&enrichSource=Y292ZXJQYWdlOzM2MzM2NTg0ODtBUzoxMTQzMTI4MTA4MzUxMzQ3OEAxNjYyNjIyOTUzMjkz&el=1_x_6&_esc=publicationCoverPdf
https://www.researchgate.net/profile/Geraldine-Wuyckens?enrichId=rgreq-086f33d1b1b45717f364caa6a2f9bb2b-XXX&enrichSource=Y292ZXJQYWdlOzM2MzM2NTg0ODtBUzoxMTQzMTI4MTA4MzUxMzQ3OEAxNjYyNjIyOTUzMjkz&el=1_x_7&_esc=publicationCoverPdf
https://www.researchgate.net/profile/Geraldine-Wuyckens?enrichId=rgreq-086f33d1b1b45717f364caa6a2f9bb2b-XXX&enrichSource=Y292ZXJQYWdlOzM2MzM2NTg0ODtBUzoxMTQzMTI4MTA4MzUxMzQ3OEAxNjYyNjIyOTUzMjkz&el=1_x_10&_esc=publicationCoverPdf


Privacy

Using Design Fiction to Develop Critical Thinking in Media Education

I. Societal Problem

As Buckingham (2007) explains, “[i]n the
context of media education, the aim is
not primarily to develop technical skills,
or to promote 'self-expressions', but to
encourage a more systematic
understanding of how the media
operate, and hence to promote more
reflective ways of using them” (p. 49).

 Need to focus media literacy on the development of critical thinking about 

the broader issues of the media ecosystem;

 Need to develop methods to assess critical thinking.

How can design fiction help develop young people's critical 

questioning of new technologies and media ?

Design fiction = design practice that uses narrative structures to explore possible

futures for technologies.

• At the intersection of science fiction ad speculative design;

• Production of ‘diegetic’ prototypes and speculative scenarios.
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Key questions on design fiction Design fiction practice itself

Principle Analysing design fiction 

« texts » as media messages

Analysing design fiction as a 

design practice

Objective Decoding design fiction texts Imagining media technology

prototypes

Approach Key questions models in 

media education

Inquiry-based learning models

• Collaboration with Action Médias

Jeunes, an association specialized in

media education

• 2018-2019: Hack to the Future project

with third grade primary pupils and

fifth and sixth grade secondary

students.

• 2020-2021: Possible Futures project

with third grade secondary students

• Children create fictional technological

prototypes and media productions

featuring them.

Data Collected:

• Fields notes in a notebook via direct observations;

• Pictures of the activities;

• Audio recordings with focus groups ;

• Pupils’ productions (designers’ books, video and comics);

• Teaching materials;

• Pupils’ questions from pre- and post-tests.

1

• Introduction to New Technologies and Design Fiction

• Focus on artificial intelligence and algorithms

2

• Prototyping and Stories Shooting

• Pupils as Designers: inventing an object in 2030

3

• Product Placement

• Pupils as Influencers: promoting the object of another group

4

• Press Conference

• Pupils as Journalists: finding the flaws or interests of the objects

5

• Comic Books Creation

• Pupils as Scripwriters: investigating the consequences of their object 
in 2030

6

• Comic Book Analysis and TV « debate »

• Pupils as Reviewers: reviewing others’ comic books and discussing
current technology issues

Concept of “critical inquiry”, understood as “a type of systematic questioning
that underlies the educational process, where citizens adopt a scientific attitude
towards everything as opposed to a non-critical attitude ”(Cospérec, 2018).

Developing students’ critical inquiry competence from…

Is the question more or less critical?

Not critical (0) One Media Literacy Concept (except the implicit content) – No issue

Low order (1) One Media Literacy Concept (except the implicit content) + Societal issue

Low order (2) Implicit Content + Another Media Literacy Concept – No issue

High order (3) Implicit Content + Another Media Literacy Concept + Societal issue

High order (4) Implicit Content + Societal issue

Classification of pupils’ questions from pre- and post-tests according to:

• The media literacy concept: refers to media literacy key concepts (Schilder

and Redmond, 2019).

• The issue: refers to the implications of the diegetic prototype or media text

for the individual, a group, or society.

• The perspective: refers to the point of view from which the student

experiences the events of the story (fictional immersion vs. reality).

 Building new theoretical constructs on the use of design fiction in the world

of research and particularly in the field of media education;

 Developing design-based research methodology in the context of media

literacy education;

 Approaching media literacy as a field of inquiry rather than as a set of skills

that the individual must acquire to develop critical thinking abilities;

 Developing and sharing an educational program based on the practice of

design fiction with practitioners;

 Developing and sharing an evaluation grid which assesses the critical

inquiry competence with practitioners.
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