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Overview 
• Introduction - The Holonovel and Science 

Fiction Prototyping 

• Key Technical Concepts and the Story 

•  Immersive (e.g., "Holodeck") and other 
future technologies in a space exploration 
scenario and the ethical issues arising from 
them 

• The Holonovel as Fiction and its forms 

• The Holonovel and the Creative Process 

• The Holonovel and the Future 



Science Fiction Prototyping and the Holonovel 
• “Science fiction stories grounded in current 

science and engineering research that are written 
for the explicit purpose of acting as prototypes for 
people to explore a wide variety of futures”. [Brian 
David Johnson - 2010] 
• Arises from Johnson's need as Chief Futurist for Intel, to 

project requirements for microchip designs with lead 
times typically of 7 - 10 years. 

• Just as we need to experiment with and test a current 
product, for instance, in the real world, we need to do 
the equivalent for a future product in a future world. 
 

  

• Used for prototyping the future - technologies, societal developments 
etc., and their interrelationships. 
• In use with major companies and organisations such as Ford, Pepsi, Samsung, 

NATO. 

• Academic use developed by Vic Callaghan and others, with 
organisations such as the Creative Science Foundation important. 

• The holonovel can be seen as taking a particular type of scenario and 
narrative (related to the holodeck) as the starting point within the 
SFP context. 



Science Fiction Background 
• “The holodeck permitted the 

simulation  of  virtually  any  
environment  or  person  with  
the degree of fidelity virtually 
indistinguishable from reality. 
The holodeck employed three-
dimensional holographic 
projections as  well  as  
transporter  based replications  
of  actual  objects”. [Star Trek 
Encyclopedia] 
• Gene Dolgoff inspires   

• Star Wars – Princess Leia’s plea for help 
using a holographic video 

• Holonovel: “Holodeck or holosuite 
adaptation of a novel or similar work of 
literature ... In such programs, the 
holodeck participant often plays the role 
of the protagonist or another major 
character”. [Star Trek Encyclopedia] 

 
 



Actual Technology  

• Visual: 
Example - Laser stimulated 
cesium vapour 3-D display in 
space [Rochester University] 

• Tactile:  
Example - Focused ultrasound 
[Bristol University] 

• Robotic: 
Example – Kodomoroid 
newscaster [Osaka University, 
ATR Labs] 



Actual Technology - Experiential 
• Visual: Merging different 

realities 

• Physical and virtual world 3D 
interaction [Chafer, Hensman, 
Upton – Coventry University] 

• Visual: Combining "physical" 
from multiple locations 

• Hololens combining local and 
remote – including Mars data 
[Alex Kipman – TED Talk, 2016] 

• Sensory 

• Haptic (to feel a virtual object) 

• Brain Interface (Direct 
stimulation of sensory cortex) 

 



The Story 
• The Holodeck can be seen as 

the future of virtual and 
augmented reality 
technologies, which lose their 
distinction and merge. 

• Combining "objective/physical" 
and "subjective/experiential" 
developments make feasible 
the creation of new types of 
reality - including artificial life.  

• The technical and social context of a space exploration scenario lead to 
consequences of this that could contribute to a dystopian future and raise 
important ethical issues. 
• e.g., Technical: Communication time lag makes predictive "thinking" 

important. 
• e.g., Social: Environmental and other pressures on earth make successful 

space explorations and astronaut survival essential. 



SFP and the Holonovel as Fiction 

• 2017 is the 200th anniversary of  
of Mary Shelley completing the 
novel ‘Frankenstein’, which 
explored a similar theme to ‘The 
Responsibilities of Knowledge’. 
• Now a feasible possibility, 

grounded in current technologies 
and a suitable candidate for a SFP/ 
Holonovel approach. 

• “Year without summer” - 
inspiration! 

• We don't know the future, so it has to be imagined and therefore has 
to be fictional. But we need to go beyond technological forecasting. 

• Technology must be seen in context and in its interactions with other 
aspects of the future, particularly the human related ones. 

• Life is experiential. We need to know what the future will feel like if we 
are to make informed decisions about what type of future we want. 

• Fiction can be motivational and inspirational - as the holodeck is. 

 
 



SFP and the Holonovel – Beyond Text 
• Concept of SFP not limited to the written form 

• e.g., Diegetic Innovation Templating [Zheng & Callaghan - 
2016], also used artefacts and ideas from films and TV as 
the inspiration for design. 
• Such as the Star Trek Communicator (mobile phone) or 

Severus Snape's cloak from the Harry Potter films (fashion 
cape). 

• e.g., Immersive Reality Innovation Lab (i-Lab) [Callaghan, 
Davies, Zhang - 2016] 
• Collaborative online environment 

• The Holonovel as the literary form for modern 
media 
• 'Hamlet  on  the  Holodeck:  The  Future  of  Narrative  in 

Cyberspace‘. [Janet Murray, 1997] 
• Print  technology associated  with  the  novel as  a 

narrative  form; Camera technology with the cinema. 
• Proposes digital media should have a form like the 

holonovel as its equivalent (as in its Star Trek conception). 
 



SFP and the Holonovel – The Creative Process 
• SFP as an active creative process 

• Innovation Workshops [Wu – 2013]: “a  vehicle  to 
promote  creative  thinking  and  innovation  in  the  
business  and  technology  development process”. 
• Collaborative small group brainstorming exercise 

with a goal (e.g., a product), context and timeline. 
 • Environments for Learning, Design and Research 

• This concept can be applied to online and virtual/mixed reality spaces, 
such as the i-Lab and the Inter Reality Portal [Peña-Rios et al. - 2012] for 
learning and other applications. 

• Writing and Developing Holonovels 
• The process is also relevant to holonovels, in textual or other form. 
• The “fiction” element is important and applicable to any age group. 

“Rigorously thinking about the future via scenarios and crafting interesting stories via  
science  fiction  are  separate  methodological  approaches, but I contend,  methods that  
may be fruitfully  mingled... The sensual and emotional modes of reasoning native to 
narrative offer the prospect of tying in the causal structure of events in an intuitive way 
often missed by quantitative models “. [Michael Burnam-Fink – Arizona State University] 

 
 

 



The Holonovel and the Future 
• The Perfect Storm? 

• The holonovel as a flexible basis for Science Fiction Prototyping. 
• The holodeck (and the immersive technologies which will develop towards it) as 

a key component and enabling interface for future technology in many areas. 
• The holonovel as the appropriate fictional and narrative form for future media. 

• Holonovels as an Ecosystem 
• The future is a totality made up of interacting scenarios and narratives. 
• It is ideally represented as a set of interacting holonovels/SFPs. 
• These would make up an ecosystem in an immersive space with complex 

connectivity and dimensionality - a holo-network in a holospace, which could 
also interface with other systems, like the FuturICT 2.0 world simulation. 

• Creating Holonovels - Collaborative Networks 
• Even if holonovels are written individually, online support platforms would be 

useful to help holonovel writers, as with some existing Sci-Fi and SFP sites. 
• Creating holonovels can require complementary skills and expertise - in different 

disciplines, in creative writing, media production etc. In the future an immersive 
collaborative network with appropriate tools and services, parallel to the holo-
network previously mentioned and with connections to it, will be key. 

"The best way to predict the future is to invent it" [Alan Kay]. The 
holonovel has a key role to play in this! 



Jim Hensman: j.hensman@coventry.ac.uk 
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