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“For a long time, [observers] have 
pointed out the essential characteristic of 
language is the capacity storytelling for 

hiding rather than revealing for 
fiction and falsehood.”

(Edwards, 2013)
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Language is a rich source of research exploring what and how 
we communicate as well as the way we come to understand. 

The language that we use can not only shape our understand-
ing but also reveal our societal standpoint. There is the explicit 
exchange of information but also implicit power, bias, respon-
sibility and agenda imbued within.

This project aims to explore the language in order to give a 
new perspective on the current perception of design. It aims 
to critique as well as collaborate to explore a relationship 
between two fields of study that are not commonly bought 
together in this manner.

The focus of this project will be divided between three themes 
of the real, the possible and the pretend. The real theme 
will to explore the explicit, visceral experience of language 
through the medium of food. The possible theme will explore 
the implications of manipulating language in design through 
speculative post box developments. The pretend theme will 
experiment with the medium of poetry and storytelling as a 
methodology in design. Whilst each have a different identity, 
all converge in generating new insight for the design disci-
pline.

In terms of outputs, it is anticipated to be experimental; ex-
ploring linguistic theory through film, photography, writing 
and physical objects. The presentation of theory behind the 
outputs will also be presented with communication design in 
mind. This is to ensure that it is clear how the research relates 
to the project. It is aiming to be a playful approach to specula-
tive design with a linguistic focus.

Contextually, this project will be aiming to address some is-
sues currently facing design. For example, there is still a mas-
sive misconception as to what sustainable design is and what 
it includes as a discourse. This, as an issue of misunderstand-
ing, makes sense to explore the theory behind the way infor-
mation is processed psychologically and expressed verbally or 
otherwise.This could support emerging research in critical and 
speculative design as a discourse.

one noteworthy comparator across each project is Julien 
Bleecker and the development of future fiction. Whilst it nat-
urally lends itself to the storytelling aspects of my workbook, 
the speculative nature of his work has proven to be a rich 
source of information. Another comparator that permeates 
through the framework of my projects is researcher Patricia 
Marti and her exploration of poetry in design. Her methods 
demonstrate a duality between theoretical stances and playful 
design outcomes. These practitioners set parameters that I 
hope to position my work within.

One way that this project could measure its success is through 
evaluating an audience response to different outputs over a 
graded period of time. At each point of evaluation, improve-
ments can be made. If the research generated from this pro-
ject could inform other’s practice, that would also prove it to 
be successful.

Statement of Intent



Positioning the 
Narrative Project

REALITY FICTION

The graph to the left is a visual representation of the way my studio work 
has developed. To the left of the center line is what input is considered 
factual and real. It is anything that exists or can be experienced. To the 
right of the center line is what proportion of this project is considered as 
imaginary, fictional or pretend. The graph represents all three projects 
with the highlighted section corresponding to the Narrative project.

This project is heavily weighted in fiction. However, as the project develops, 
there is an epistemological question that emerges. How can fiction be a 
reflection of our own reality. It can be seen as fiction explored in three ways. 
The first way is fiction existing as a separate entity from reality. The second way 
is fiction existing within the constructs of reality. The third way is fiction as a 
potential future that exists after a present reality. All three have a relationship 
with what is understood to be real. This project examines the use of language 
as story telling. It also is in response to the futures project that examined 
how language can be misleading. It became apparent that language could 
struggle to communicate truth. Story telling openly negates truth. It is 
exploring how language is used in other formats to be able to communicate 
understanding and meaning, outside of literal, scientific methods. 
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This project is about language but what has 
become apparent from research is that the 
words spoken arguably only make up 7% of 
information transmitted. 93% is from body 
language and intonation. There are factions of 
body language including proxemics (how close 
you stand to someone), oculesics (eye contact) 
and haptics (the communication through touch) 
(Mehrabian, 1981). How can these aspects be 
communicated through advertising? imagery? 
even videos? how much information is being 
missed out on through technology. 

93% Film

The film draws attention to the 93% of nonverbal 
communication by drawing the listener’s focus to 
different aspects. 
In the first clip, the speaker’s eyes are accentuated 
to draw attention to eye movement. This is slightly 
flawed in the instance as it is not being mirrored or in 
conjunction with the listener.



In the second clip, The focus is on the intonation. 
However, due to the nature of the effect used, it also 
drew attention to a smile as it is stretched across 
the whole screen. This was an unexpected result. 
In Paralanguage, Wharton notes how a smile is a 
coded signal in humans. It is a learned action that is 
encoded with information to signal the emotion of 
the person. 

In the final clip, the focus is on the gesticulation 
of the speaker. This was in place of haptics and 
proxemics. However, gesticulation is still an animated 
action in communicating so is arguably a worthy 
substitute.



NESTA: Storytelling festival

Dvir Z. “Prototype”. Photograph of mixed 
media piece, Royal College of Art, 2019

Tuhus A. “Thread singing voices”. 
Photograph of mixed media piece, 

Royal College of Art, 2019

As part of the NESTA festival of storytelling, MA students from 
the RCA curated an exhibition entitled “Exploded Stories”. 
The communications students each designed an outcome in 
reseponse to the theme of storytelling. (Douieb, 2019)

One student, Zohar Dvir, designed a mixed media piece called 
Pregenesis. In this installation, a screen plays an animated 
story of a woman plucking her eyebrows. The animation is set 
within a mirror frame giving the illusion of the character as a 
reflection. In an interview, Dvir decribes how visitors interacted 
with the installation; assuming that it had an interactive 
element. She says “they kind of moved a bit weirdly with it and 
it thought it was interesting they way that usually the mirror is 
mimicking you but in that case, they were trying to mimic the 
character” (Dvir, 2019). Whilst she has originally intended to 
make “a story about time”, this was an unanticipated reation. 
It demonstrates the power of a story and the way that people 
transpose themselves onto characters. Even when it was not 
intended, participants were still trying to exert some control 
over this character.

Another student, Anna Tuhus, designed a “tactile tapastry”. 
This was made from electroconductive threads running through 
woven fabric. This allows poetic audio recordings to play when 
different parts of the fabric are touched. Tuhus explained that 
“you choose which part of the narrative and you build it up 
yourself when you are touching it” (Tuhus, 2019). Again, there 
is a theme of autonomy for the audience. They either have, or 
want control over the development of a story; making it less 
predictable and more subjective.



Subjectivity in 
Sense Making

“Person 1-5”. Photograph of exhibition piece at Art Basel Statements, 
Ishikawa Gallery, 2019

The piece to the left is entitled “Person 1-5” by artist Rose 
Salane. She had bought five rings from an aution of the New 
York City MTA’s Lost and Found. She then created a profile of 
each ring based on information collected from a biology lab, 
pawn shop and psychic. (Wollen, 2019)

In an article for Cultured magazine, it states: “Salane’s “power 
objects,” as she calls them, are windows to unknown lives, 
but she never strays into conjecture or sentimentalism.” 
It continues to assert that “her work challenges the 
dehumanization of Information Age capitalism with a different 
kind of information” (Wollen, 2019). 

This feels reminiscent of storytelling but in a way that the 
narrative is revealed and compiled. However, the conscious 
effort to reject “conjecture” but still challenge the “information 
age” is an interesting stance. It opens up the possibility 
between fact and fiction for valid subjectivity. This is something 
I want to continue to explore. 



Detective Journals

COMMUNICATION

The production and exchange of 
information meaning by use of 
signs and symbols. It involves 
encoding and sending messages, 
receiving and decoding them.

(Gerbner, 1985)



The aim of this project was to critique the inferential model in linguistics. In this model, it 
is proposed that intentions are inferred from what is communicated instead of decoded. 
(Wilson, 1997:2) The project was intended to be absurdist in approach. This meant that 
anything in a scenario could be read in any way other than its obvious inferred purpose. 
For example, In the detective scenario, the covid-19 lockdown does not exist. In that case, 
the detective in the narrative has to infer why people are social distancing. They finally 
deduce that this is a community living in fear; something not too dissimilar from the truth. 
This was to investigate alternative ways that situations can be interpreted. 

The method adopted in this project was to observe the local area in the mind set of 
a paranoid detective whilst on daily dog walks. There was no set narrative; only that 
something was not right and a crime was waiting to be exposed. This led to interpreting 
anything out of the ordinary as evidence and a clue towards what is happening. These 
observations were then documented in a journal style with supporting photos taken. 
The first six days were conducted like this with adorning background details such as the 
detective’s thoughts. This was to explain why evidence could not be processed by labs or 
be evaluated by other members of the investigation team. In the narrative, the detective 
is relocated for no apparent reason and is cut off from their usual resources. This allows 
the detective’s deductions to become more outlandish without being challenged. The 
uncertainty of their future could explain their limited desire to fully immerse in the local 
community. 

Please consult the accompanying booklet for your reference.



A visual representation of the project approached

All photo evidence was real. Only after 
a week was a conspiracy beginning to 
take shape. This was a successful way 
of demonstrating confirmation bias in 
psychology. It is something that can 
prevent people from challenging their 
preconceptions but only absorbing 
new information that supports their 
pre-existing beliefs.



Page Examples



“Little Red Cap” 
also known as Little 
Red Riding Hood.

Recent damage.
Caused by 

wolves?

Mysterious 
markings.

Communication?

Decorated 
pavements.
Encouraging  

someone to stick 
to the path? 

“Woodrows civic”
Woodman guild 

with a civic duty to 
protect Little Red?

Wolf 
Propoganda?



Reflection

It was a really enjoyable way of working and hope to work in this experimental way again 
in the future. however, daily documenting did raise some ethical questions. This was only 
a limited window to gain evidence and still be respecting lockdown regulations. It also 
did not seem appropriate to follow a narrative that encompassed any kind of violence 
or death. Crime scene investigation seemed to offer potential comparisons to issues in 
communication but real crime scenes had to be ruled out. It would be completely unethical 
to be using scenes of actual crimes to be informing a design project. 

An expected finding was stumbling across a genuine mystery. after photographing a 
chalk message saying ‘here’, a similar photo was posted on a community page asking if 
anyone knew about these springing up all over brighton. The original photograph was still 
included in the project but it was still intruiging to find out what these messages actaully 
meant outside of the narrative.



Slick

This is Slick.
People predict that Slick is a pr*ck. 
They purse their lips but their tricks don’t stick.
Some say Slick is pertained to pain
but it’s strange… because Slick still sits in profit—
In favour! Not favour, more behaviour,
still quick to stick with our Slick.

Remember when Slick was so hip?!
Slick as in through thick combed hair 
not Slick like lying thick in the pacific—
That thick, viscous Slick. 
Before malicious gossip.
Now in deficit.

Do we just erase the good old days?
turn our backs, renounce our praise?
soak up, expunge our toxic Slick
like he doesn’t exist?
Set this prerequisite for things that don’t fit?

So now I reminisce.
On warnings missed and ignorant bliss.
And when I lament on my predicament,
I sit. Content, in my element. 
Knowing Slick still inhabits every facet.
And that I was and still am complicit. 



The Timeliness of Storytelling

(In reference to narrative design in gaming)
“We haven’t got our own language, we 

borrow a lot from cinema, so we use cinema 
because we know that everybody understands 
that visual vernacular. [...] we are trying to find 

our own way of telling stories. [...] A way of 
creating your own narrative with the tools that 

the developers give you.”

Chella Ramanan, 2019

In the podcast, The Future of Storytelling, Tieran 
Douieb interviews Olivia Laing, a writer and critic, 
Stephen Oram, the author of Near Future and 
Chella Ramanan, a writer and narrative designer. 
Each of their insights demonstrate the place 
that storytelling has and the very realistic and 
potential relationship within design.

“...we need to constantly be finding new 
forms to write into the future to tell the stories 
of what it is like to live right now for a future 

audience.”

Olivia Laing, 2019

“The way we take in information, the way 
we are entertained, changes as technology 
changes, as culture changes and so on.”

Stephen Oram, 2019 



Making “Slick”

First, I began by mixing 
250ml of PVA glue 

with 60ml of Elmer’s 
activator in a plastic 

measuring jug. I stirred 
the mixture until it 
began to thicken. 

I then added a couple 
of drops of black food 

colouring. I needed 
to add more than 

expected as the PVA 
was white which made 

the mixture grey to 
begin with.

Once it was the right 
consistancy, I poured 

the mixture into a glass 
jar. I had first tried a 
plastic sandwich bag 

but it turned out to be 
very difficult to get it to 

actually go in...



Screenshots from “Slick” testing
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