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Exploring Futures of Infinite 
Data Storage through Speculative 
Design
Agnieszka Dutkowska-Zuk
Lancaster University 
Orcid id 0000-0002-4911-4805

Keywords
Research through Design, Forgetting, Digital Storage, Duality of Memory, Ephemeral.

Abstract
Forgetting is often described as an undesirable sin of our memory, depicted as a complete-
ly uncontrollable action. If one desires to forget, it is to erase unimportant or unpleasant 
information. Moreover, the general mental model of memory suggests that we first remem-
ber and lastly forget. Thus, the linear memory model suggests a one-way dynamic from re-
membering to forgetting. This mental model of memory has been projected into the digital 
space design, where one remembers by acquiring data and forgets by deleting it. 
However, the advent of infinite data storage scenarios provides new opportunities to re-es-
tablish how we forget and remember using data repositories. I discuss a possible para-
digm shift: how forgetting a memory can help remembering in longer terms by presenting 
a speculative design artefact, the Horcrux Ear. It was created using Research through 
Design approach that develops a new understanding of these processes’ temporality and 
spatial dimension of memory. 
This paper aims to contribute to the debate over the relationship between forgetting and 
remembering, its role in the infinite data scenario, and the relationship between human and 
computer memory. Further, it illustrates the circumstances in which: 1. Forgetting important 
memories is a desirable action; 2. Forgetting is a controllable action; 3. Forgetting is data 
creation rather than data deletion; 4. Forgetting is a means to remembering rather than the 
last step in the linear memory model.
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uk 1. Introduction
The characterisation of perfect memory through digital stor-
age has substantially influenced the perception of the poten-
tial relationship between human and computer memory. For 
example, in 1945, Vannevar Bush described a hypothetical 
device called Memex. Its properties to compress all personal 
information into one device inspired the MyLifeBits project, 
in which Gordon Bell used a wearable camera to capture re-
cords of his daily life, creating a lifetime store of everything 
(Bell & Gemmel, 2009).

Whilst remembering is seen as a virtue in contrast to the vice 
of forgetfulness, the perception remains that forgetting comes 
readily while remembering needs effort. This valorisation of 
the effort to remember has shaped our world and informed our 
actions for hundreds of years. Ars Memorativa, or art of mem-
ory, are mnemonic techniques that help in remembering and 
recalling information, were known and developed in the last 
millennium BC (Yates, 1966). The desirability of the prospect 
of an infinite data storage scenario has become prevalent as 
our computers’ memory capacity has expanded, coupled with 
the ability to upload our ever-growing collection of digital pos-
sessions to the cloud. Computer server farms, or data centers, 
worldwide are numbered in millions. With these technological 
advancements, the aforementioned virtue and vice are starting 
to change their places as it arguably becomes easier to remem-
ber than forget. However, as Samuel Beckett (1965) noted in 
his book on the work of Proust: “The man with a good mem-
ory does not remember anything because he does not forget 
anything” (p. 29) or as Gabriel Josipovici (2020) rephrased it: 
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example of these words in literature was the case of Journalist 
S., the subject of neuropsychologist Alexander Luria’s study. 
Journalist S. happened to remember everything; he was able to 
memorise long chains of numbers, poems in foreign languages 
and complex mathematical formulas after hearing them only 
once. However, his abilities, or what one may call a gift, were 
a burden. He could not make sense of the world (Luria, 1969). 
The art of forgetting has not been developed. It seems that in 
the scenario of infinite data storage, similarly to Journalist S., 
we are doomed to remember everything.

It can be argued that the notion of an infinite data storage 
scenario solidifies the notion that the human mind is seen as 
a lesser version, a smaller capacity box than the memory of 
our computing devices. This is why research on forgetting 
related to our digital possessions has emerged in opposition 
to this trend. However, in many cases, these discussions about 
the importance of forgetting are still consistent with the idea 
that infinite data storage is associated with remembering, as 
forgetting equals deletion of data, and remembering equals 
possession of data. 

This is not necessarily the only way to examine the relation-
ship between human and digital memories. Along with an 
overview of different assumptions about remembering and 
forgetting related to data storage, this paper offers a new 
conceptualisation, using infinite data storage as an axiomatic 
future scenario. It further introduces the speculative artefact 
called the Horcrux Ear, which concretises these new concepts.
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2. Research Approaches

2.1. Research through Design 
Frayling introduced the term Research through Design (RtD) in 
his 1993/4 article concerning the difference between art, de-
sign, and research. However, RtD has emerged as an approach 
in the Human-Computer Interaction field (Auger, 2013; Zim-
merman et al., 2007) and design leading to the debate around 
its application in research. Commercial design and RtD pro-
jects both practice design but differ in their goals (Frayling, 
1994). The former’s goal is the design itself, and the latter’s is 
knowledge produced when making an artefact which embod-
ies the understanding (Godin & Zahedi, 2014). This dynamic is 
visible within the term itself, Research-through-Design. 
The design is not the goal of this method, just as collecting 
data is not the researcher’s end goal in any other field. Col-
lecting data is the means to understanding. Publishing the 
data without its understanding is not acceptable in many 
disciplines. Similarly, presenting a design artefact is not the 
point of RtD’s interest but the knowledge created through the 
process, that is, research. 

However, contentious questions arise from RtD’s goal and its 
reliance on design (Godin & Zahedi, 2014): Is the conceptual 
work in design an achievement? Does it add to the scientific 
work, or is the knowledge produced insufficient? As Gaver 
(2012) notes, the Philosophy of Science and Technology Stud-
ies (STS) grounds the nature of theory in science. Many fields 
have acknowledged theoretical work as it explains the phe-
nomena and extends knowledge. 

E
xp

lo
ri

n
g

 F
u

tu
re

s 
o

f I
n

fi
n

it
e

 D
a

ta
 S

to
ra

g
e

 t
h

ro
u

g
h

 S
p

e
cu

la
ti

ve
 D

e
si

g
n

 b
y 

A
. D

ut
ko

w
sk

a-
Z

uk



29
0

PAD   Pages on Arts and Design   #23

Nonetheless, continuous pressure exists to create and apply 
actionable metrics to the RtD methodology and its conceptual 
contributions (Zimmerman & Forlizzi, 2008; Gaver, 2012). 

However, design often deals with wicked problems (Rittel & 
Webber, 1974; Gaver, 2012); problems that are complex and 
the breadth of their consequences may be unknown. In such 
cases, RtD proves to be a valuable tool as it can “continually 
and creatively challenge status quo thinking” (Gaver, 2012, 
p. 48). Therefore, RtD does not provide predictability (Godin 
& Zahedi, 2014) and “[t]here can be no expectations that two 
designers, given the same problem, or even given the same 
problem framing, will produce identical or even similar arte-
facts” (Zimmerman et al., 2007, p. 499).
The future of infinite data storage is a wicked problem, which 
calls for approaches like RtD that can help unravel the con-
ceptual understanding of this proposition. Thus, the Horcrux 
Ear is the data I am presenting. The reflective understanding 
it enables relating to human memory is an epistemic contribu-
tion to the design field and the broader understanding of the 
infinite data storage scenario.

2.2. Speculative Design
Speculations on memory devices in the settings of infinite 
data storage are not new and can be seen in past and present 
cultural artefacts. For example, in 1904, Kurd Lasswitz intro-
duced the concept of the Universal Library. This library would 
collect everything, all books that have been written but also 
books that will be written, might be written, and their coun-
terfeits; thus, infinity turns out to be nonsensical. 
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A more recent example is the episode of the first season of 
the Netflix series Black Mirror, called The Entire History of 
You, which focuses more on the technological aspect of new 
memory developments (Armstrong et al., 2011). The memory 
device called grain is an implant that enables people to record 
every moment of their lives from the perspective they see. 
The story explores how this technological development could 
change how people interact with each other. For example, the 
protagonist does not trust his wife nor rely on her words that 
she is not having an affair. On the contrary, the grain enables 
him to find the truth himself. 

These speculative works do not explore the full range of 
memory technologies that could be developed. They present 
predominantly dystopian scenarios of technological advances 
rather than considering more broadly how infinite data stor-
age could impact human memory per se. Speculative Design 
does not seek to create dystopian or utopian scenarios, but 
rather its goal is to offer an Ustopian world (Atwood, 2013) in 
which many more scenarios can emerge, depending on the 
usage of the artefact in place. Moreover, Speculative Design 
does not intend to offer solutions or predict the future. But 
rather facilitate an inclusive conversation about possible fu-
tures and how they might be created (Stead et al., 2018).

The speculations mentioned above are examples of Spec-
ulative Fiction rather than Speculative Design. Speculative 
Fiction is story-driven, whereas Speculative Design is ar-
tefact-driven. Whilst examples of the Speculative Designs 
focused on memory challenges in the infinite data storage 
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uk scenario are scarce, some are related to remembering. For 
instance, Noortman et al. (2019) introduced the design fiction 
probe Hawkeye, in which users could play a role of a caregiver 
of a person with dementia. A similar design fiction project, 
For Good Times and Bad Times, focused on care recipients. 
Researchers used pastiche scenarios to evaluate potential 
users’ opinions on well-being health technologies for older 
users (Ahmadpour, 2019). Although both projects consider the 
future of memory support technology, neither considers the 
future of infinite data storage and how digital memory will 
interact with human memory, themes explored in the design 
of the Horcrux Ear.

Figure 1. Agnieszka Dutkowska-Zuk, the Horcrux Ear, the Wizard of Oz prototype of the Horcrux Ear 
model, 2022.
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Figure 2. Agnieszka Dutkowska-Zuk, the Horcrux Ear, one of the pages of the Horcrux Ear manual with 
instructions on how to use it and record the message, 2021.
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In the book series Harry Potter written by J.K. Rowling 
(2014), the main antagonist Lord Voldemort (also known as 
You-Know-Who or He-Who-Must-Not-Be-Named), splits his 
soul into different objects, named Horcruxes, to make him-
self harder to destroy. Rowling’s work partially inspired this 
speculation dubbed Horcrux Ears which create Horcruxes out 
of ordinary, everyday objects (Fig. 1). In this case, the part 
of somebody’s soul stored would be a secret which can be 
recorded and stored in the chosen item with the help of the 
Horcrux Ear (Fig. 2). There may be many reasons somebody 
would like to store a secret: perhaps they are afraid to forget 
all the essential details, but they cannot talk about them, and 
they cannot, or do not want to, refresh their memory every 
day. They may want to say it to somebody and be heard, but 
they may be afraid to share it with another person. Moreo-
ver, they may only want to store it where it is networked via a 
computer.

The Horcrux Ear acts as middleware between the user and an 
item. A User’s Manual accompanies the Horcrux Ears, which 
explains how to record a personal secret and what can be 
recorded. There are three sizes to choose from (Fig. 3). The 
variation in size differentiates kinds of secrets, ranging from 
those that do not significantly impact someone’s life to more 
profound, perhaps complicated secrets (Fig. 4). It is important 
to note that while there are instructions on what constitutes 
small, medium, and large secrets, they are connected to the 
perception of that secret rather than its content. In their na-
ture, secrets are highly personal. 
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The Horcrux Ear is an interesting representation of a mem-
ory device because it is not made to enhance remembering, 
like many projects in the Human-Computer Interaction space 
(e.g. van Erve et al., 2011). On the contrary, it is created for 
meaningful forgetting. Since people are encouraged to record 
secrets, these messages already carry significance for users. 
However, they are stored to forget rather than to remember, as 
they are not created to be readily used or recollected. They are 
made to stay safe and forgotten for a considerable period. One 
can use the Horcrux Lips (a device that decodes messages from 
Horcruxes) if they are the author of that secret, they have spe-
cial permission from the author of the secret, or it has been at 
least 30 years since the author died to access a small secret, at 
least 50 for a medium secret and 70 for a large one. 

Figure 3. Agnieszka Dutkowska-Zuk, the Horcrux Ear, three different sizes of the Horcrux Ear corre-
spond to the heaviness of secrets told, 2022.
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Figure 4. Agnieszka Dutkowska-Zuk, the Horcrux Ear, one of the pages of the Horcrux Ear manual with 
instructions on choosing the appropriate Ear size, 2021.
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uk This encompasses Elsden’s and Kirk’s recognition of the cur-
rent problematic short-term perspective toward data with little 
consideration as to what happens to data in the long term (2014).
In the following sections, I will reflect on how the Horcrux 
Ear offers new insights into our relationship with remember-
ing and forgetting in the context of digital storage.

4. Forgetting Important Memories is a Desirable Action, but 
not for the Sake of Remembering Other Things Better
Similarly, in Journalist S.’s case, the perfect memory problem 
of our digital storage lies in its perfection. It is apparent that 
forgetting, or deletion, needs to be reintroduced to the design 
of our external memory, as Bannon (2006) posits, as a feature 
not a bug. Bannon believes that by:

neglecting the duality of memory, in terms of the dual activities 

of remembering and forgetting, we are unnecessarily limiting our 

options, in terms of the shape of the design space that is open be-

fore us concerning the ways in which technology might play useful 

roles in our future human and social world. (p. 4)

Indeed, designer Tony Fry (2020) would call it an example of 
defuturing, which stems from the fact that “we do not under-
stand how the values, knowledge, worlds and things we cre-
ate go on designing after we have designed and made them” 
(p. 10). In his essay, Bannon makes a crucial statement about 
the misleading metaphor that equates the human mind to an 
information-processing machine. It is essential to recognise 
that these two are not analogous to each other, nor is comput-
er memory an extension of our mind, as the situated cogni-
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uk tive framework would suggest (Clark, 2010). The number of 
psychological theories about our memory shows its complex 
nature; the human mind is not simply a box to which we add 
information. As psychologist Sir Frederick Bartlett (1977) 
observed, memory is about constructing and reconstructing 
information rather than their exact reproduction.

By the same token, Sellen and Whittaker (2010) critiqued the 
usage of lifelogging devices for total capture, as in Bell’s pre-
viously discussed project, which mimicked Bush’s Memex. As 
Bannon (2006) reflects: “perhaps we should re-consider this 
fetishisation of recording for recording’s sake, along with the 
use of novel sensor networks to collect and collate huge quan-
tities of information about people’s activities” (p. 10). In other 
words, the focus should be on the user, instead of their data. 
In Brewer’s et al. (2017) words, “there is a need to draw on what 
is known about human memory to create tools that cater for 
different types of remembering” (p. 3). Bannon (2006) argues 
that the misleading metaphor of the human mind being akin 
to an information-processing device gives prominence to the 
passive model of memory rather than an active model of re-
membering and forgetting. This is the genuine risk of, and for, 
forgetting: applying one metaphor of human memory to de-
sign our external digital memory further restricts our way of 
thinking about human memory. 

The Horcrux Ear embraces the idea of forgetting essential 
memories but not for remembering other things better by clear-
ing space for other memories. In traditional settings, in which 
deletion has a function of forgetting in the digital environment, 
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uk deleting often works as weeding out unwanted and unimpor-
tant content, further enhancing these digital memories that are 
about to stay. In contrast, the Horcrux Ear enables users to take 
up space for forgetting without the motivation of remember-
ing other memories more clearly, or without the unnecessary 
noise. The curation of the memories does not happen on the 
level of remembering, i.e. there is no decision-making process 
on what needs to be remembered and what needs to stay. It is 
solely about the specific memory that the user wants to forget. 
Thus, the curation process is separated from other memories 
because the focus is on the creation of the Horcrux.

5. Forgetting can be a Controllable Action, not through 
Erasure, but through the Mindful Creation of Digital Input
The Seven Sins of Memory by Daniel L. Schacter (2001) de-
scribes our problems with memory. Only one out of these sins 
is not related to proper access to the original information. 
Six out of seven issues related to forgetting outnumber those 
related to remembering. These sins are not a product of our 
engagement and effort, and we have no or minimal choice 
over them. For example, the sin of absent-mindedness, which 
explains our problems with locating our keys before we leave 
the house, does not require any action; we do not pay atten-
tion by default. As with other sins, it comes without our inten-
tional effort. After all, that is why Schacter called these sins, 
as they all come easily.
As outlined in the previous sections, researchers are on the 
quest to reintroduce forgetting into the design of digital de-
vices, even though they treat it as the fragility of the human 
mind (Bannon, 2006). 
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uk Intentional forgetting has been an emergent field in Artificial 
Intelligence (AI) research (Beierle & Timm, 2019). However, if 
AI starts to forget and delete in place of the user, our relation-
ship with forgetting remains uncontrollable and black-boxed. 
Forgetting does not become a virtue; it remains a vice, as we 
will decide not to put effort into this action. As Andy Clark 
(1997) noted: “our brains make the world smart so that we can 
be dumb in peace!” (p. 180).
Creating the Horcrux through the Horcrux Ear requires effort 
from the user in finding words, or sounds, for the secret he 
would like to forget, choosing the appropriate size of the Ear, 
and creating data to forget, which is further explained in the 
next section. Most importantly, the user controls how long 
that secret is forgotten and who can retrieve it. This process 
gives the user power over the forgotten memory.

6. Forgetting is Data Creation rather than Data Deletion
The most important contribution of the Horcrux Ear is the 
new representation of forgetting. The common narrative 
concludes that digital possessions entail remembering, and 
their deletion entails forgetting (Sas & Whittaker, 2013; May-
er-Schönberger, 2009). Evident in the title of the book Delete: 
the Virtue of forgetting in the Digital Age, in which Viktor 
Mayer-Schönberger links removing data with forgetting. The 
comparison seems obvious: we get frustrated more often 
about the things we forget rather than remember. We are all 
familiar with the annoyance of the absent-minded sin of our 
memory (Schacter, 2001) by trying to recall where we left our 
keys before leaving our house and the stress when we cannot 
recall a person’s name who was just introduced to us. 
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uk The link between these bothersome moments and the deletion of 
information from our external repositories seems evident. We 
are similarly frustrated (if not more!) when something acciden-
tally gets deleted from our computers, and we cannot retrieve 
it. In contrast, additional files on our external memories do not 
bother us. The evolution of our external repositories is dictated 
by the apparent need to store more, just in case. Thus, the con-
clusion is simple: deleting is the equivalent of forgetting.

This representation provides a limited view of how a digital 
repository can support human memory. One can look at digital 
storage as a tool rather than a specular reflection of our organic 
memory. For example, the contacts folder on my mobile phone 
is full of numbers I would never say I remember. In fact, my 
contact folder is an extremely convenient way of forgetting. As 
Sellen et al. (2007) found, digital possessions can support recall 
but do not necessarily support remembering. Professor Viktor 
Mayer-Schönberger (2009), the author of the book Delete, calls 
for forgetting in the digital world, but his calls are not entirely 
about actual forgetting. He does not oppose total remembering 
of the owner of digital possessions, like in the case of Luria’s 
patient. He opposes the unwanted recall, usage of information 
by third parties, and the threat of not being absolved. 

Moreover, the infinite data storage affordances allow for 
hiding information. After all, the saying to find a needle in 
a haystack does not come out of nowhere. However, this is 
a premise that believers in the total memory metaphor may 
find doubtful. When smart devices are connected, they are 
considered part of what Kevin Ashton dubbed the Internet of 
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uk Things (IoT) in 1999. They are constantly connected to the 
Internet and continuously feed it with data (Skene, 2019). Thus, 
a search engine could find the history of anything with a quick 
look and clever use of terms typed. However, digital items do 
not have to be connected to the cloud and thus do not have to 
be IoT. People may ask themselves a question in the future: 
Why is everything connected to the Internet? People may want 
to have the right to decide whether their personal belongings 
are connected or not. Moreover, if each object could have its 
data storage but were not connected to the Internet, its data 
would be unique to this item.

In the case of the Horcrux Ear, real-world objects could work 
as unique, personal storage of secrets that can be kept safe 
and under the control of its user.

7. Forgetting is a Means to Remembering rather than the 
Last Step in the Linear Memory Model
In his essay, Bannon (2006) calls for creating ephemeral tech-
nologies or ephemeral forgetting technologies. Such technolo-
gies would oppose the current trend of archiving and storing 
our data. Bannon gives an example of self-destructing tapes, 
depicted in spy movies, which destroy the message after lis-
tening. Indeed, the infinite data storage scenario presages the 
world in which we capture everything, so we also capture it 
all the time. The ephemerality of our digital input is a press-
ing issue. In the Human-Computer Interaction field, Sellen et 
al. (2009) call this transformation of data hoarding the end of 
ephemeral, whereby the capture of past events will stay with us 
for longer than the experiences themselves. 
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Thus, the ephemerality of individual experience would not 
come to an end, but the ephemerality of the event will need to 
be designed. The main question around the ephemerality of 
our data is when different data should be accessed and what 
data we could meaningfully create for the future. This sug-
gests that ephemeral technologies would not correspond to 
what Bannon imagined. As outlined in the previous sections, 
forgetting can manifest itself in the creation of digital input. 
Thus, later retrieval would correspond to recall or remem-
brance. This means that the ephemerality of the event would 
only last for a while, but as long as it is not retrieved. This is 
not an old kind of ephemerality to which Bannon referred, but 
a new kind of ephemerality (Fig. 5). 

Figure 5. Agnieszka Dutkowska-Zuk, the new kind of ephemerality, mapping the old and new kinds of 
ephemerality onto the simplified linear memory model, 2022.
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This new kind of ephemerality further explains the shift, 
which shows that forgetting does not entail the end of the 
memories’ life cycle in the digital storage. In fact, forgetting 
helps in future remembering through the new kind of ephem-
eral characteristic of the forgotten digital input (Fig. 6).

Some secrets have an expiration date – something embarrass-
ing or dangerous to say today may not be in the future. On the 
contrary, they could be a piece of valuable information in a 
blurry history. The Horcrux Ear is an attempt to design a new 
kind of ephemeral. Secrets are safely stored for a specific peri-
od; thus, their ephemerality does not last forever. The forgotten 
messages, recorded on Horcruxes, can be potentially retrieved 
in the future. Therefore, forgetting is not the last step in the lin-
ear memory model, ending the given information’s life. In this 
case, forgetting can be the guardian of the memory by keeping 
it safe and sound until it is time to be remembered again.

Figure 6. Agnieszka Dutkowska-Zuk, the new kind of ephemerality, the representation of the new 
non-linear dynamic between remembering and forgetting through the notions of the old and new kind of 
ephemerality, 2022.
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uk 8. Discussion and Conclusions
Infinite data storage can have many consequences for our mem-
ory. Researchers’ and thinkers’ concerns about how one forgets 
in such a scenario are sensible and need to be addressed. How-
ever, these concerns are based only on one metaphor of human 
memory: forgetting is a deletion of data and remembering is 
their storing. Moreover, the dystopian visions of this scenario 
give an outlook to only one side of the spectrum of challenges 
and consequences humans may face. The conflated nature of 
human memory, and the wide range of possible worlds that the 
future consists of, unravel different relationships between hu-
man and digital memory. The artefact presented in this paper, 
the Horcrux Ear, suggests a new perspective on forgetting, which 
infinite digital data storage could facilitate. This perspective 
offers four main characteristics of forgetting, which have never 
worked together in one scenario of forgetting: 

1. Forgetting important memories is a desirable action.
2. Forgetting can be a controllable action.
3. Forgetting is data creation rather than data deletion.
4. Forgetting is a means to remembering.

Whilst three (1, 2 and 4) of these new characteristics of forget-
ting have already been explored by other scholars, they were 
all based on the idea that forgetting is the erasure of data. 
This idea is opposite to the third feature from the list above. 
The Horcrux Ear incorporates all these points into one possi-
ble scenario of meaningful forgetting, creating a new kind of 
ephemeral technology. It illustrates that forgetting a memory 
can be a key to remembering it in the future.
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London Design Biennale 2021.
mfchilet@uc.cl

Daria Casciani 
PhD in Design, Assistant Professor at Politecnico di Milano, Department of Design, and member of the Fashion in Process 
research laboratory. Her research interests concern the influence of technological innovation of advanced manufacturing 
and smart integration that allow to imagine scenarios, systems, and innovative solutions.
daria.casciani@polimi.it

Lara Défayes
Interaction designer and art director, currently working at EPFL+ECAL Lab.
lara.defayes@epfl.ch  

Agnieszka Dutkowska-Zuk 
She is a Material Social Futures PhD student in the Department of Languages and Cultures and the Lancaster Institute for 
the Contemporary Arts at Lancaster University. Her interdisciplinary work is supervised by Dr Emily Spiers and Prof. Paul 
Coulton. Her PhD explores the future of infinite data storage and scenarios in which we will be able to store everything. 
She is interested in how human memory metaphors shape computer memory’s design and vice versa. 
Her research can be generally described as Speculative Design, through which she strives to understand how people and 
technology (will) interact with each other.
a.dutkowska-zuk@lancaster.ac.uk 

Andrea Facchetti
Upon completing a BA in Philosophy, Andrea Facchetti holds a MA in Visual and Multimedia Communication (Iuav Uni-
versity of Venice). In 2017 he completed a PhD at the Iuav School of Doctorate Studies in the program “Design Sciences”, 
where he developed a research regarding speculative practices and knowledge production in visual design. 
Since 2018 he is a Research Fellow at the Free University of Bozen-Bolzano, Faculty of Design and Art. 
He is co-founder and co-director of Krisis Publishing, an independent publishing and curatorial platform focusing on 
media culture, politics of representation and social research.
andrea.facchetti@unibz.it

Clorinda Sissi Galasso
She holds a PhD in Communication Design and is currently pursuing an Executive Master in Management of Territorial 
Tourism Development in collaboration with Touring Club Italiano. Research fellow at the Politecnico di Milano, her studies 
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She is involved in researching a novel definition for the relationship between memory and places from a communication 
design perspective, focusing on the concept of the mnemotope. In particular, she is concerned with investigating new 
map-based communication apparatuses for visualizing complex mnemotopic networks. She is Adjunct Professor within 
the Design of Communication for the Territory (DCxT) research group of the Department of Design at Politecnico di Milano. 
clorindasissi.galasso@polimi.it 

Silvia Gasparotto
PhD, she is a Researcher at the University of the Republic of San Marino and Deputy Executive Director of the master’s 
degree in Interaction & Experience Design. Her research interests are focused on Design for the enhancement of Cultural 
Heritage, interaction design, design theory, participatory and collaborative practices.
silvia.gasparotto@unirsm.sm 

Emily Groves
She is a design researcher and educator. With a background in anthropology, experience design, and inclusive design, her 
interests lie at the intersection of technology and culture.
emily.groves@epfl.ch

Nicolas Henchoz 
He is the founding director of the EPFL+ECAL Lab which explores the perspectives of emergent technologies through 
design. Trained as a scientist, he previously worked in science journalism and at the direction of the Ecole Polytechnique 
Fédérale de Lausanne.
nicolas.henchoz@epfl.ch   

Margo Lengua 
She is a Research Fellow at the University of the Republic of San Marino. She works on research projects focusing on 
Design for the enhancement of Cultural Heritage, in particular with the application of game design techniques. 
margo.lengua@unirsm.sm 

Carola Ureta Marín
Chilean designer and visual communicator based in London, specialises in editorial, cultural development and historical 
research projects. She was part of the curatorial team of the Chilean pavilion entitled Tectonic Resonances that won the 
London Design Biennale 2021. Frequent speaker at international congresses on Design Studies and Design History. 
She is part of the editorial team of the Design for more than human futures: Towards Post-Anthropocentric worlding to be 
published by Routledge.
carola.umarin@gmail.com

Sabrina Melis
Sabrina Melis is an Italian artist and designer. She is currently a PhD student at the Department of Architecture, Urban 
Planning and Design of Alghero. In her practice she intertwines artistic and scientific research focused on the exploration 
of possible approaches to find a way to integrate complex information avoiding the problem of oversimplification. 
smelis1.@uniss.it 

Matteo Moretti
Award-winning designer, he co-founded Sheldon.studio the first studio that focuses on immersive information-expe-
rience-design. Matteo Moretti was vice-director of the Interaction & Experience Design Master at the University of the 
Republic of San Marino, lecturer at the Faculty of Design of the Free University of Bolzano, at the University of Florence, at 
the SPD Milan, and guest professor at the Data-Design Master of the Elisava in Barcelona. 
His design research projects, presented in many academic conferences and events such as TEDx and Visualized.io 
received the Data Journalism Award 2015, the European Design Award 2016 and 2017. 
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ambassadors of Italian design in the world 2018, named by the Italian Ministry of Foreign Affairs.
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Daniele Murgia is a PhD student at the Department of Architecture, Urban Planning and Design in Alghero.Previously 
worked as research assistant in SUPSI University of Applied Sciences and Arts of Southern Switzerland, Visual Culture 
Laboratory. He teaches Physical Computing in Genova at Ligustica Academy of Fine Arts. 
As a freelance he works in the Interaction Design, Interactive Design and Music field, focusing his personal research on 
multi-sensory interface, user experience in digital environments and cross-platform devices.  
d.murgia15@studenti.uniss.it 

Alessandro Pollini
PhD and Interaction designer, He is Senior Researcher in Industrial Design at the International Telematic University 
Uninettuno where he teaches Experience Design. His research is on interaction design and, in particular, on design 
research for empowerment, human-centred automation and the evolution of human-machine interfaces.
alessandro.pollini@uninettunouniversity.net 

Delphine Ribes
She is a senior research engineer with a background in computer science and medical image processing. She joined 
EPFL+ECAL Lab in 2014 to lead the algorithmics, software engineering and digital health activities. 
She previously worked as a research engineer and led the clinical research at CAScination GmbH. She also worked as a 
research engineer for Advanced Clinical Imaging Technology, Siemens Medical Solutions, EPFL innovation park.
delphine.ribes@epfl.ch 

Ilaria Ruggeri
She is a PhD in Architecture and Design Cultures at the University of Bologna. From July 2022 she is a research fellow at 
the IUAV University of Venice and since 2016 she has been collaborating with the Design Courses of the University of the 
Republic of San Marino in research activities, teaching, organization and communication of initiatives and events. 
Her research topics and publications concern visual identity and communication design applied to public context such as 
Museums, territories, and cultural heritage, with a particular attention on the public utility and impact. 
She is co-founder of Studio Taller, a graphic and communication design studio based in Rimini. Since 2018 she has been 
collaborating as a volunteer and professional consultant for “Il Palloncino Rosso”, a social promotion association with 
which she works on projects for social innovation and cultural promotion, creating exhibitions of regional interest, publica-
tions and participatory projects related to the conscious reuse of abandoned buildings. 
iruggeri@iuav.it

Mathieu Salzmann
He is a Senior Researcher at EPFL-CVLab with a courtesy appointment at the EPFL College of Humanities, and, since 
May 2020, an Artificial Intelligence Engineer at ClearSpace (50%). Previously, he was a Senior Researcher and Research 
Leader in NICTA’s computer vision research group. 
Prior to this, from Sept. 2010 to Jan 2012, he was a Research Assistant Professor at TTI-Chicago, and, from Feb. 2009 to 
Aug. 2010, a postdoctoral fellow at ICSI and EECS at UC Berkeley. He obtained his PhD in Jan. 2009 from EPFL. 
Mathieu Salzmann’s research lies at the intersection of machine learning and visual recognition. He has published over 
100 articles at top-tier peer-reviewed machine learning and computer vision venues, including CVPR, ICCV, NeurIPS, 
ICML, IEEE TPAMI, IEEE TNN-LS. 
He regularly acts as an Area Chair for these venues and is an editorial board member for IEEE TPAMI and TMLR.
mathieu.salzmann@epfl.ch  
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She is a user experience researcher with a background in cognitive psychology. She is interested in researching the 
interaction between humans, technology and design.
andrea.schneider@epfl.ch  

Elettra Scotucci 
Visual Communication and Graphic designer, Elettra Scotucci is in the second year of her PhD in Design at Sapienza 
University of Rome. Her main research topics are Typography and Graphic Design History, and the relationship between 
Design and New Craft in the field of the contemporary production of display typefaces for letterpress printing. 
Together with his Ph.D. colleague Andrea Vendetti, she runs a letterpress studio in Rome, Slab, which is also a key spot for 
historical research, experimentation, and educational projects. 
Currently she is Teaching Assistant in the Type Design course, both in the English and Italian curricula, at the DCVM 
master’s degree, at Sapienza. 
elettra.scotucci@uniroma1.it

Gianni Sinni 
He is an Associate professor of Communication Design at the IUAV University of Venice. He has been previously Associate 
professor and director of the Master Degree Course in Design at the University of the Republic of San Marino. 
His research topics and publications concern communication design applied to social innovation, complex information 
and data visualization, with particular regard to the field of public utility. 
He has been consultant of the Italian Minister for Technological Innovation and Digitization and of the Team for Digital 
Transformation at the Presidency of the Council of Ministers for the “Digital Republic” project. He was a member of 
the Steering Committee of the Agenzia per l’Italia Digitale (Agid) for the definition of the “Design Guidelines for the PA 
websites”.
gsinni@iuav.it

Angelica Vandi 
MSc in Design for the Fashion System, PhD student in Design at Politecnico di Milano, Department of Design, and 
member of the Fashion in Process research laboratory. Her research interests focus on rethinking the ways of modelling, 
preserving, and transferring fashion cultural reservoir making use of new media technologies, understanding how the 
digital sphere could be employed to augment the tangible and intangible value of fashion heritage.
angelica.vandi@polimi.it

Andrea Vendetti 
After graduating from Sapienza University of Rome with a thesis on the clandestine presses of the Italian Resistance, and 
after a study period at ENSAD in Paris, he graduated from ISIA in Urbino with a thesis on the historiography of graphic 
design. He is in the final year of his PhD in Design at Sapienza University of Rome: his research consists of a survey on 
primary sources for the study of the history of wooden typefaces in Italy. 
He teaches Graphic design and History of printing and publishing at Rufa. He works as a graphic designer with archives 
and associations and is the co-founder of Slab, a letterpress studio in Rome. Slab is a workshop where teaching and 
research are carried out to safeguard Italian typographic culture, and where workshops, exhibitions and conferences are 
held. Andrea Vendetti has been an AIAP national councillor since 2022.
andrea.vendetti@uniroma1.it

Michele Zannoni
Associate Professor in Industrial Design at the Università di Bologna (Italy). His published articles and books explore the 
intersection of interaction processes and visual and product design. His scientific research is concerned with digital and 
physical products and the evolution of the user interface.
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Progetto Grafico
From 2003, the only Italian magazine totally 
dedicated to graphic design

CDPG Folders
Booklets dedicated to the AIAP’s Archives 
Funds and personalities of Design History.

AIAP PUBLISHES BOOKS, MANUALS, POSTERS, 
A MAGAZINE AND A JOURNAL. 
GRAPHIC DESIGN, COMMUNICATION DESIGN, 
DESIGN.

AWDA
The International AIAP Women
in Design Award

CAMPO GRAFICO 1933/1939
The Birth of Graphic Design

aiap.it/libreria/

0
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C
M

FONDO /  CLAUDIA
FOLDER MORGAGNI
CDPGAIAP

1
2

F

A
T

FONDO /  ANTONIO
FOLDER TUBARO
CDPGAIAP

https://aiap.it/prodotti/aiap-edizioni/pubblicazioni-aiap/
https://aiap.it/libreria/
https://aiap.it/prodotto/uncover/
https://aiap.it/prodotto/campo-grafico-1933-1939-nasce-il-visual-design/
https://aiap.it/prodotti/aiap-edizioni/progetto-grafico-magazine/
https://aiap.it/prodotti/aiap-edizioni/cdpg-folders/
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so AIAP CDPG, the Graphic Design Documentation 
Centre. Working to collect, catalogue, archive, 
enhance and promote any documents related 
to graphic design and visual communication. 
These documents (originals as well as layouts 
of projects, books, posters, prints, catalogues, 
correspondence, photographs) help to rewrite 
the history of graphic design in Italy and to 
support research and educational activities, as 
it is the CDGP’s intention to make these 
documents widely available.

AIAP
via A. Ponchielli, 3 
Milano
aiap.it – @Aiap_ita

A HEART 
BEATS 
WITHIN 
AIAP.
FIND IT OUT.



3
18

PAD   Pages on Arts and Design   #23

E
-1

0
2

7:
 S

h
if

ti
n

g
 P

a
ra

d
ig

m
s 

a
n

d
 A

e
st

h
e

ti
c 

O
u

tc
o

m
e

s 
in

 a
 H

o
u

se
 b

y 
th

e
 M

e
d

it
e

rr
a

n
e

a
n

 S
e

a
 b

y 
A

nn
a 

C
ec

ili
a 

R
us

so

PAD. Pages on a and Design
International, peer-reviewed, 
open access journal 
ISSN 1972-7887

#23, Vol. 15, December 2022

www.padjournal.net

http://www.aiap.it

	COVER PAD#23
	COLOPHON
	INDEX
	0. EDITORIAL #22
	Digital Memories. What future for the past? What past for the future?

	I. MEMORIES IN TIME OF CRISIS
	Mnemonic Wars, Ephemeral 
Narratives and Contested Terrains
	Digital Design Interstices. A Space for Collective Counter-
Memories
	The City as Text
. A Kilometric Scroll through the 
Memory of the Uprising in Chile, 
2019
	Mapping Diversity. The Memory Street Names 
Celebrate
	Design Experiences in Pandemic Times

	II. DESIGN HERITAGE AND VISUAL MEMORIES
	The Importance of Printed Ephemera in New Type Making

	Poster World. Bespoke AI Meets Curator Expertise for Public Engagement
	The Italian Government Interface. From the Spoils System to the Guidelines

	III. DIGITIZED & DIGITAL-NATIVE MEMORIES
	Are Memories an Interaction 
Design Problem?
	Hyper-Sensing Creative Acts
	The Invented Mnemotopes Archive. Design Digital Practices for the 
Memory of Places
	Exploring Futures of Infinite Data Storage through Speculative Design

	IV. BIOGRAPHIES
	About the Authors

	AIAP EDIZIONI
	AIAP CDPG
	BACK COVER PAD#22



