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AFTER WORK

guestions concerning transition Imaginaries towards a post work society
and the use of second-order design fictions as frames that resist consensus

Dulmini Perera, Bauhaus University Weimar
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Belcim - sketch on automation
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before automation with existing automation
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ON AUTOMATION (Leonie)
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AUTOMATION created
« toaccelerate labour

«+ to produce more

* to consume more

WHAT DO WE ACTUALLY NEED
TO LEAD A MEANINGFUL LIFE?

DO WE TAKE TIME
TO FIND MEANING IN WHAT WE DO?

IF WE ONLY WORK TO CONSUME,
WITH WHAT ARE WE LEFT IN THIS WORLD?

David On Augomation [Roean]
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Mental models_ produced by partcipants @After Work
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Crisis, Difference, Sense making

Mess and Methods Project
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Image source:
Dulmini Perera, ”What Comes After Method? Play,” paper
presented at NERD( New and experimental Research in Design

Play, Bateson, Play frames, meta_frames géginized by Board of International Research in Design, 10 June
Mess and Methods Project




Importance of Designing for change/difference (second-order) vs. Designing change(difference) or design that anticipates change (difference)

DMG (- 1960s)
Firet Generation Methods

Againsl Method )
Second Generation Methods 1970 s-

Wicked Problems vs. Tame Problems
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Image source:
Dulmini Perera,” What Comes After Method? Play,” paper

Reframing how “difference" and “sense making” relate to the the evolving methods discourse presented at NERD( New and experimental Research in Design
Dawirs Pesesa, What Comes ader msthed? Py (X121 8 ng Organized by Board of International Research in Design, 10 June
2021
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Question the idea that we are going to innovate our way out of messes and rethink the relation between transformation and innovation

“] don’t know what that is, but if it's innovative
we’ll manufacture a million of it.”

Question and rethink ‘communication systems/ information organisation systems® and rethink the relevance of
information structures that can hold tensions. (contradictions/ paradoxes)

Image source:

Dulmini Perera,” What Comes After Method? Play,” paper
presented at NERD( New and experimental Research in Design
Organized by Board of International Research in Design, 10 June
2021

Mess and Methods Project
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Design Fiction

A short essay on design, science,
fact and fiction

Julian Bleecker
March 2009
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Second-order Design Fictions



Defuturing The

A New Design 2
Philosophy Innovation

™ :

v . P B r"
y & ' -
e’ N t-_?! wr B ‘-,." ! E

Lee Vinsel and
Andrew L. Russell




A SERIES OF CAUTIONARY TALES
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*Justice “intimacy
on global and local level and it’s relations

Leonie Link @ After Work
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Jasmin Chu @ After Work
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Victoria Grossardt @Cautionary tales of Disappearing Offices
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it’s all about time.

but not only!
it is also about benevolence and the

willingness to get involved.

more than a game, it's a method to test
® gparticipatory decisions with all their
consequénces.
. »
and to give a voice to those who don’t
always have their say in the real world.

Zoe Pianaro @Cautionary tales of Disappearing Offices




Link to projects :
https://www.uni-weimar.de/projekte/afterwork/
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