A Scenario-Based Design Pack for Exploring Multimodal
Human—GenAl Relations

Josh Andres 1, Chris Danta !, Andrea Bianchi 2, Sahar Farzanfar 1, Gloria Fernandez-Nieto 3, Alexa
Becker 4, Tara Capel >, Frances Liddell 5, Shelby Hagemann ¢, Ned Cooper 1, Sungyeon Hong 1, Li Lin
7, Eduardo Benitez Sandoval 8, Anna Brynskov ?, Hubert Dariusz Zajgc 19, Zhuying Li 11, Tianyi
Zhang 12, Arngeir Bergel3
1. The Australian National University; 2. Korea Advanced Institute of Science and Technology, 3. Monash University, 4.
Anhalt University of Applied Sciences, 5. University of Edinburgh, 6. Northern Arizona University, 7. Independent
Researcher, 8. University of New South Wales, 9. IT University of Copenhagen, 10. University of Copenhagen, 11.
Southeast University, 12. Singapore Management University, 13. University of Bergen.
Josh.andres@anu.edu.au

ABSTRACT

Generative Al technologies are reshaping everyday
environments by enabling multimodal interaction. As their
ubiquity and agentic capacities grow, there is a pressing need
to understand how these systems reshape human-computer
interaction in relational, social, and systemic terms. We
introduce a scenario-based design pack for investigating
Human-GenAl relations. Grounded in assemblage theory and
structured around a three-stage process—Prepare, Make,
Reflect—the pack supports the prototyping, analysis, and
critical reflection of emergent sociotechnical configurations.
We evaluated the pack across three deployments: an ACM
workshop (n=22), a multidisciplinary design session (n=20),
and a university HCI class (n=260). Participants generated
scenarios that surfaced relational issues of power, agency,
visibility, and care. We contribute the design pack alongside
an exploratory framework to advance relational enquiry into
multimodal Human-GenAl relations, support more inclusive
and socially responsive GenAl practices, and complement
FATE approaches by grounding fairness, accountability, and
transparency in lived, multimodal configurations.
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1 Introduction

Generative Al (GenAl) technologies are increasingly
embedded in everyday systems across domains such as work,
education, healthcare, entertainment, and the home. With
capabilities spanning language, vision, sound, and content
analysis and generation, these systems enable new forms of
multimodal interaction and are reshaping how people engage
with technology [1, 5, 6, 12, 15, 33, 35, 38, 39]. As GenAl
becomes increasingly embedded and agentic, it is shaping
human behaviour more directly and profoundly than previous
technologies [15, 23, 26].

Traditional HCI interaction methods often focus on fixed user
roles and discrete tasks. These approaches are limited in their
ability to engage with systems that evolve over time and act
within broader sociotechnical configurations [16, 19, 30-32].
Assemblage theory offers a way to analyse these
entanglements between people, infrastructures, and
environments by treating them as interdependent,
dynamically configured components [1, 16,17, 19, 22, 30].

Recent HCI work has called for more relational approaches to
engage with these entanglements [16, 19, 30-32]. For
example, Ozcetin and Wiltse [30] examine how Terms of
Service agreements act as infrastructural artefacts that
preconfigure human-technology relations, distributing agency
across human and non-human actors as part of a co-
constructed performance. This perspective moves beyond
user-centred design by recognising that the boundaries
between humans and machines—and the agency each
exerts—are becoming increasingly entangled.

In response to these calls for more relational approaches, we
introduce a scenario-based design pack that supports the
investigation of multimodal Human-GenAl relations. It builds
on established scenario-based design methods in HCI [4, 8, 10,
27, 40]. The pack guides participants through multimodal Al
scenario creation and reflective discussion. We evaluated the
pack across three deployments with different groups: an ACM
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workshop (n=22), a multidisciplinary design session (n=20),
and a university HCI class (n=260). In each case, participants
used the pack to explore how GenAl reconfigures roles,
redistributes responsibilities, modulates visibility, and
reshapes practices of fairness and care, providing insights into
how relational configurations can be surfaced and critically
examined to inform the design of more inclusive, accountable,
and relational Human-GenAl interactions.

This paper makes three contributions:

1. A scenario-based design pack to support relational
exploration of Human-GenAl interactions.

2. A framework, informed by assemblage theory and
developed through three deployments, to configure
and analyse Human-GenAl relations.

3. Design implications to support inclusive and socially
responsive approaches to multimodal GenAl
practice, complementing FATE methods.

1.1 Safe and Responsible Innovation Statement

Our work supports responsible and inclusive multimodal
GenAl interaction through a scenario-based design pack used
across research, education, and practice. The pack enables
lived scenario creation and guided analysis to surface fairness,
accountability, transparency, and ethics. It helps examine how
generative systems distribute power, shape agency, and
impact diverse communities—supporting more inclusive and
accountable GenAl configurations.

2 Background

This section situates the assemblage lens and provides a brief
background on scenario-based design in HCI.

2.1 Assemblage Thinking for Relational
Technology Design

Assemblage theory has gained traction in HCI as a way to
understand how technologies operate within fluid, relational
configurations of people, environments, infrastructures, and
institutions. It offers an alternative to linear user-technology
models by foregrounding distributed agency, emergent
relations, and dynamic interdependencies [16, 17, 19, 22, 31].
Prior work has used assemblage thinking to examine smart
voice technologies [11], socio-technical entanglements in
mobile media [26], and infrastructural artefacts such as Terms
of Service agreements [30]. For example, Frauenberger [16]
argues for an entangled view of HCI that recognises human-
technology relations as co-constituted, situated, and shaped
by wider sociotechnical conditions. This perspective extends
design concerns beyond the interface, shifting attention to
how roles, agency, and responsibility are continuously
negotiated across systems.

Assemblage theory is particularly relevant to advancing
research at the intersection of multimodal Al and social
interaction, as it helps reveal how agency is distributed across
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systems, infrastructures, and interfaces—beyond what is
visible at the user interface. It foregrounds the relational
conditions through which people and GenAl systems form
configurations and engage in meaning-making, decision
processes, and communicative action.

In our work, we use assemblage theory to frame GenAl not as
a discrete tool, but as part of a shifting sociotechnical mesh.
This framing informs the design pack, guiding participants to
explore how GenAl mediates relational dynamics through
multimodal interaction across diverse contexts.

2.2 Scenario-Based Design as Methodological
Foundation

Scenario-Based Design (SBD) is a well-established method in
HCI for exploring interactions through situated, narrative
accounts of technology use [9, 10, 40]. Scenarios help frame
design problems, articulate emerging possibilities, and
examine how people and technologies relate over time. They
are particularly effective when working with technologies
whose behaviours and roles are still being defined, such as
GenAl systems [4, 27, 36]. SBD has been applied to support a
range of design approaches, including value-sensitive design
[27], participatory speculation [14], and responsible
innovation [31]. These applications demonstrate that
scenarios are generative and critical, as they provide a way to
examine how technologies shape agency, reinforce or disrupt
social relations, and participate in sociotechnical systems.

In this work, we adapt SBD to investigate relational aspects of
Human-GenAl interaction. The design pack offers a structured
format for creating multimodal scenarios using visual and
textual prompts, speculative artefact-making, and guided
reflection. It supports the configuration of GenAl relations—
helping participants explore how these systems may shift
roles, surface bias, redistribute responsibility, and reshape
communication within sociotechnical settings. The scenarios
foster relational thinking early in the design process, enabling
researchers to move beyond model and interface optimisation
and consider how the introduction of multimodal GenAl might
shape social relations more broadly.

2.3 Complementing FATE Frameworks
Through Design Practice

Responsible Al development is increasingly shaped by
frameworks for Fairness, Accountability, Transparency, and
Ethics (FATE), which offer audits, guidelines, and principles to
evaluate systems [13, 18, 24, 25]. While these frameworks are
essential for identifying and mitigating harms, they are
typically applied during implementation or retrospectively,
with a focus on technical performance and compliance. As
such, they offer limited support for early-stage design
activities ~ where  sociotechnical configurations and
assumptions are still being shaped.
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Recent work in HCI has called for more proactive, design-led
approaches that embed relational reflection into the design
process, especially for generative systems [17, 19, 22, 27]. Our
work contributes to this space by enabling participants to
explore and reconfigure issues such as power asymmetries,
bias, responsibility, and social visibility through situated,
multimodal scenarios. This method complements FATE
frameworks by supporting relational thinking at the outset of
design—before models, datasets, or interfaces are developed
and deployed.

3 Design Pack Development and Structure

We developed a scenario-based design pack to support
structured exploration of Human-GenAl relations. The pack
was created over a six-week period by the authors and refined
through two testing sessions. It was designed to scale across
workshop and educational contexts, while maintaining a focus
on how GenAl systems play roles, mediate relations, and
responsibilities as their generative and agentic capabilities are
integrated in everyday settings.

The development process was informed by prior work in
scenario-based design [8, 10, 27], speculative methods [8, 14],
and relational approaches to HCI [1, 16]. Drawing on these
works, we created a method that helps participants move
beyond user-centred framing and instead attend to the ways
GenAl systems operate within sociotechnical assemblages.

The pack is structured using the common three stage stages in
SBD, Prepare, Make, and Reflect. These guide participants
through the construction of speculative scenarios, the
production of multimodal artefacts, and structured reflection
on the social and systemic implications of their designs. The
design pack is available in the supplementary materials of this
paper as a slide deck, and includes facilitation guidance for a
2-hour or 4-hour sessions which have been validated across
three deployments.

3.1 Prepare

Participants begin by engaging with two thematic entry points
that frame the scenario activity: Evolving Relations Between
People and Al and From Interactional to Systemic Perspectives.
Each theme is paired with a set of provocation questions
(Table 1), designed to prompt reflection on how GenAl may
reshape interpersonal roles, institutional dynamics, and long-
term societal effects. Participants select a familiar technology
or setting and explore how the addition of multimodal GenAl
capabilities could reconfigure its function, interactions, and
the distribution of agency within emerging assemblages.

To structure the scenario, participants draw from a set of
ingredients commonly used in scenario-based design. These
include: setting and situation (e.g, locations, policies,
environmental conditions); actors (e.g., human participants,
GenAl systems, or non-human agents such as pets or
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landscapes); agendas (motivations and intentions of the
actors); props (objects or tools that mediate interaction);
pervasiveness (how the technology scales and integrates into
everyday life); systemic effects (social, cultural, and
environmental impacts); temporality (how relationships and
configurations shift over time); and relationship dynamics
(e.g., trust, dependency, disruption, augmentation).

Participants sketch their initial scenario on a worksheet in the
slide deck, assign it a working title, and note any contextual
details that shape the situation. This structured yet open-
ended process encourages participants to think relationally
from the outset—focusing on interactions and the broader
conditions and consequences of GenAl deployment.

Table 1: Themes and provocations to support multimodal
GenAl scenario development.

Themes Description Provocations

Evolving The profound impact of What roles should GenAl-
relations GenAl capabilities enabled technologies play
between presents the potential to to contribute positively to
people & Al redefine relations between the human-technology

humans, machines and the
environment. Given the
rapid addition of these
capabilities into everyday
life, it is timely to explore
the role of design in
creating possibilities to
examine these relations.

relationship?

In the human-technology
relationship, how shall our
technologies age with us?

From Scenarios can vividly How can we design

interactional capture depictions ranging GenAl-enabled
to systemic from interactional to technologies that reveal
perspectives pervasive scales, their ongoing societal and
illustrating technologies' environmental impacts
short and long-term effects | over time and encourage
in a sociocultural, ethical, reflection and action?
and environmental context.
Considering the societal
and environmental
trajectories, should
GenAl-enabled
technologies prepare us
for, or guide us towards
particular futures?
3.2 Make

In the Make stage, participants develop their scenario into a
more detailed artefact. This may include visual elements such
as storyboards, annotated sketches, or diagrams, alongside
textual components such as short narratives or role
descriptions. The goal is not to refine interface design, but to
externalise how the scenario unfolds: who acts, who responds,
and how GenAl mediates relations. This stage emphasises
low-fidelity making with tangible materials as a form of
inquiry. It allows participants to explore technologies and
relational configurations from new perspectives, surface
implicit assumptions, and examine how roles and dynamics
shift before any technical implementation is proposed.
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3.3 Reflect

The final stage invites participants to reflect critically on the
scenario they have constructed. Each group engages with
eight structured questions, drawn from established HCI
literature, and organised into four reflection focus areas
(Table 2). The questions are not designed to evaluate the
scenario as “good” or “bad,” but rather to surface who
benefits, who is affected, and how values and agency are
distributed within the configuration. Follow-up prompts
encourage participants to explore how their scenario might
evolve if key actors or contexts were altered—for example, by
shifting socio-cultural settings, introducing failure, or varying
human age or ability. This stage supports participants in
stepping back to critically examine assumptions, enabling
articulation of design considerations for creating GenAl
systems that are relational, inclusive, and socially responsive,
rather than mostly optimised for task performance.

Table 2: Eight reflection questions to support multimodal
GenAl scenario analysis.

Reflection category Question

Actors and power
dynamics - drawing
attention to roles,
visibility, and voice [29,

Looking at the actors in your scenario, what
roles did they play in relation to one
another, and which roles were explicit or
implicit in their relationship?

37]. How would the dynamics change if the
main actor was a child (8 years old), an
elderly person (80 years old), a
domesticated pet, or even a plant?

Technology mediation -
exploring the system'’s
agency and its role in
shaping experience [21].

Does your technology with GenAl
capabilities exhibit agency beyond its
functional or technical capacity?

Would you consider it a social agent
capable of interacting with and influencing
other social agents?

Systemic effects -
examining longer-term
and place-based
implications [27].

Imagine your scenario in a country vastly
different from the one you originally
imagined. How does the technology operate
differently in this place, and how do those
changes affect the human-technology
relationship?

What would happen to the relationships
between humans, non-humans, and
everyday objects imbued with GenAl
capabilities if the technology were to fail
(e.g., malfunction, become unavailable, or
produce unintended results)?

‘What implications might this have for
someone who has grown up coexisting with
this technology?

What are some of the considerations that
you would bring to designing for human-
technology assemblages after completing
this exercise?

Design process -
encouraging reflection
on design decisions and
assumptions [41].
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4 Three Design Pack Deployments

The design pack was deployed in three distinct contexts to
evaluate its adaptability, generative capacity, and relevance
across varied audiences. Each deployment followed the same
three-stage structure—Prepare, Make, Reflect—but differed in
duration and participant background. These variations
allowed us to assess how the method performed in research,
professional, and educational settings.

4.1 SIGCHI Workshop (n=22)

The first deployment was conducted as a full-day in person
SIGCHI 2024 workshop. Participants included HCI
practitioners, interaction designers, professors and doctoral
students with experience in speculative and Al-related design.
Working in groups of 3-5, participants completed the design
pack as a largely self-guided process. Each group produced
multimodal scenarios, paper sketches, tangible artefacts, and
written reflections. Structured group discussions concluded
the session, providing insight into how participants
interpreted and configured GenAl relations.

4.2 Multidisciplinary Design Session (n=20)

The second deployment was conducted as a two-hour in-
person session with mid-career professionals from diverse
fields, such as law, engineering, sustainability, policy, and IT.
Facilitators delivered an introductory lecture included in the
pack and provided a copy of the pack to each group to support
self-guided exploration. A midpoint check-in was held to
invite sharing, followed by a reflective discussion at the end.
This session enabled us to evaluate how the pack facilitated
engagement across non-HCI domains and supported scenario
construction  to  surface  diverse, interdisciplinary
understandings of multimodal GenAl.

4.3 HCI University Class (n=260)

The third deployment was conducted in a large undergraduate
and postgraduate HCI course. Over 260 students engaged with
the pack across two 90-minute sessions, working in small
groups. Teaching assistants introduced the pack and delivered
an initial lecture to frame the activity. Each group received a
copy of the slide pack. At the end of each tutorial, groups
presented their scenarios to a peer group, with some choosing
to share more broadly with the class. This deployment
demonstrated the method’s scalability and adaptability within
an educational setting, supporting both guided and self-
directed exploration of Human-GenAl relations.

4.4 Two Scenario Examples

The following two participant scenarios illustrate the types of
relational configurations the method enables. They show how
the design pack helps surface and examine Human-GenAl
relations across contexts. Additional examples are included in
the Appendix.
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Scenario one - The Al-Babysitter: This scenario is set in the
near future when tech workers will have company
smartphones enabled with networked Al agents that keep
watch over them, both professionally and personally. It tells of
Solara Tech employee Clara Matthews trying to attend an
interview at a rival tech company without her current
employer finding out. Fearing Solara Tech will punish her for
talking to its competitor Z Corp, and knowing her phone is
enabled with Al agents that survey her, Clara seeks out the
services of an “Al nanny.” On her way home from work one
day, Clara spies a paper flyer on a telephone pole advertising
an Al babysitting service. In this underground gig-economy
service, low-paid workers offer to mind people’s phones while
these people go offline. The Al babysitter tricks the Al agents
on the client’s or “liner’s” phone into believing they are still
with their owner by mimicking the owner’s human behaviours
(for example, by using playback-generated voice recordings).
Passing her smartphones over to her assigned Al babysitter,
the scenario ends with Clara heading into her interview at Z
Corp feeling a mix of anticipation and relief at being off the
radar, if only momentarily.

Figure 1: A future where people use corporate Al agents,
and the fear of surveillance that comes with it results in
an underground economy of Al Babysitters.

Scenario two - The Devil’s Al-dvocate: This scenario is set in
a creative agency in a European city that is experimenting
with the use of GenAl to enhance decision-making processes
within their team. The agency faces challenges due to a lack of
diverse opinions and power dynamics that prevent lower-
ranking colleagues from expressing controversial viewpoints.
To address this, they introduce anonymized online
discussions using Al-avatars that act as devil advocates during
meetings. During video call meetings, employees log in via a
secured platform that verifies their identity. Once in the
meeting, each participant is represented by an avatar that
conceals their identity and voice. An additional avatar,
controlled by the GenAl, participates without the other team
members knowing who the Al is. As discussions unfold, the Al
contributes diverse opinions and insights, learning from the
group's reactions, discussion styles, and decision-making
processes. The agency aims to use this setup to reduce
confirmation bias, encourage members to voice their opinions
more confidently and promote diverse viewpoints. However,
there are concerns that this approach also leads to a lack of
individual recognition for ideas, reducing the incentive to
contribute to the discussion and causing colleagues to hold
less respect for one another.
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Figure 2: Depiction of a virtual session where both human
and non-human avatars engage in discussions. Right:

Different avatars acting as a devil’s advocate, introducing
ideas that participants may be reluctant to share openly.

5 Thematic Analysis of the Scenarios

To understand how participants engaged with Human-GenAl
relations, we conducted an inductive thematic analysis of the
materials generated during the deployments. This included 60
completed scenarios incorporating written narratives, visual
sketches, speculative artefacts, and participant reflection
notes. We also collected facilitator field notes, photographs of
outputs, and video recordings of group discussions.

An initial series of collaborative synthesis sessions among the
authors, conducted over six weeks, used data from the first
workshop to conduct inductive thematic coding and develop a
preliminary coding frame, following Braun and Clarke’s
methodology [7]. This frame was then applied to analyse the
subsequent two deployments, with open coding used to
identify additional themes and enrich existing ones.

This process resulted in five themes, derived from 249 coded
units, that describe how participants interpreted, configured,
and problematised multimodal GenAl within everyday social
and systemic settings. We summarise the themes below,
illustrating each with quotes drawn from participant
scenarios and discussions.

5.1 Theme 1: Accountability and Cultural
Adaptability (51 units)

Participants frequently reflected on how accountability
becomes distributed across GenAl assemblages, complicating
attributions of responsibility and transparency, particularly in
workplace and healthcare settings. A participant noted:
“People could just pass their mistakes off to the Al—like, ‘that
was its idea, not mine.” Another scenario raised questions
around shared accountability: “How do we understand
responsibility in a doctor-Al assemblage?” Participants also
highlighted cultural variation in how agency and privacy are
valued, with one noting: “In China, giving agency to the Al is
less desired, but sacrificing privacy for health aid is preferred.”

These reflections reveal how GenAl reshapes immediate
human-technology relations and also interacts with broader
cultural norms around responsibility, agency, and acceptable
trade-offs.
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5.2 Theme 2: Intuition and Empathy in
Decision-Making (55 units)

Scenarios involving care and health contexts prompted
participants to consider how GenAl might disrupt human
intuition and empathetic practice. One participant reflected:
“The Al could diminish healthcare workers’ intuition and group
collaboration.” Others raised concerns about the redefinition
of relational care: “Replacing a family member’s care with Al
changes what family does and means.” However, some
participants also saw potential for GenAl to augment care
practices: “Al could help people interpret and dialogue with
their own health data.”

These reflections illustrate tensions between technological
support and the preservation of human-centred values,
highlighting how GenAl systems can simultaneously extend
and erode relational practices of care and decision-making.

5.3 Theme 3: Spatial Dynamics and Generative
Capability (23 units)

Participants reflected on how GenAl systems reorganise social
and spatial boundaries. In one scenario, a participant
described their ambivalence toward technological reliance:
“She felt naked without her gadgets, but there was also a sense
of freedom.” Others raised concerns about the extension of
GenAl into private data spaces: “How much of her biometric
data is used and shared beyond her family and doctors?” The
blurred spatiality of GenAl-mediated interactions in group
settings was also noted: “It’s a room full of avatars, and you
don’t even know which one is the AL”

These reflections show how GenAl challenges traditional
distinctions between private, social, and public domains,
creating configurations of presence, agency, and exposure.

5.4 Theme 4: Configurations of Care (74 units)

Participants surfaced multiple framings of care that extended
beyond efficiency or convenience. In one scenario, a
participant described the Al's influence on medical decisions:
“It’s like having a second opinion across the equipment and
carers.” Another scenario prompted reflection on the Al’s role
in child development: “If your kid grows up with the Al spoon
adjusting itself, do they still learn to listen to their body?”
Participants discussed the trade-offs introduced by
embedding GenAl capabilities into everyday routines, noting
how ongoing engagement could reconfigure dependencies and
shift traditional practices of care. These reflections suggest
that GenAl can both extend and displace care, depending on
how relational roles are configured over time.

5.5 Theme 5: Shifting Roles and Dependencies
(46 units)

Participants highlighted the ambiguous agency of GenAl
systems—functioning both as helpers and as sources of
confusion. One participant reflected on this tension: “The Al
made the child feel better, but the conflicting advice confused
the parent even more.” Others discussed how anonymity
mediated by GenAl complicated transparency and inclusion:
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“It was freeing to speak through the avatar, but it also meant no
one knew whose ideas were whose.” These dynamics reveal
how GenAl reshapes roles and dependencies, masking or
redistributing agency in ways that affect trust and
responsibility. Requiring careful design that fosters trust
while making agency legible within relational configurations.

6 Extending the Design Pack via
The “GenAl Relations Framework”

Informed by scenarios and reflections across deployments, we
developed a framework that extends the design pack to
support exploration of relational dynamics in Human-GenAlI
interaction. Grounded in assemblage theory, the framework
foregrounds how people, technologies, infrastructures, and
norms form shifting configurations as multimodal GenAl
systems are introduced. These are treated not as fixed
structures, but as emergent assemblages: distributed,
dynamic, and open to reconfiguration. The framework
supports both analysis and ideation by attending to how
agency is distributed, proximity negotiated, and visibility
modulated. It consists of three dimensions surfaced across
participant engagements: Generative Capability, Spatial
Proxemics, and Awareness of Relation by Others. Together,
these offer a structured way to configure, interrogate, and
reimagine how GenAl systems mediate and reshape social and
systemic relations.

Dimension One - Generative Capability: Explores the
spectrum of GenAl's generative ability.

Scripted Semi-scripted Dynamic Spontaneous

At the scripted end, GenAl uses predefined responses, such as
structured health advice based on fixed protocols. Semi-
scripted to Dynamic responses adapt to context while staying
within established frameworks, balancing flexibility and
reliability. At the spontaneous end, GenAl generates open-
ended, unpredictable outputs, often in unstructured
explorative conversations.

Dimension Two - Spatial Proxemics: Focuses on the
proximity between humans and GenAl.

Intimate Private —_— Social —_— Public

At the intimate space, GenAl handles personal data (e.g. health
or emotional) with tailored sensitivity. In private spaces, it
interacts within small groups such as a family, managing
shared but contained information. In social spaces, GenAl
mediates or participates in group interactions. At the public
level, GenAl operates openly, leveraging aggregate data for
societal or community.

Dimension Three - Awareness of Relation by Others:
Explores how visible Human-GenAl interactions are to others.
Obscured

Known Unknown

Partially Known

At the known level, all actors, such as colleagues or family, are
aware of the Human-GenAl relationship. In partially known
relations, only select actors, such as collaborators, are
informed, while others remain unaware. At the obscured level,
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the relationship is intentionally hidden, with the Al operating
in the background. At the unknown level, only a primary
person is aware of the Al's involvement, ensuring privacy but
potentially complicating trust and accountability.

6.1 Using the Framework to Analyse and
Develop Scenarios

We demonstrate the framework using the scenarios from 4.4.

The Al-Babysitter: a worker hires a gig-economy “Al
babysitter” to mimic her digital presence while attending a job
interview, evading surveillance by her employer’s Al systems.

e  Generative Capability: Scripted. The GenAl simulates
routine behaviour using voice playback and
presence mimicry, raising concerns around
authenticity, authorship, and deception.

e  Spatial Proxemics: Intimate. The Al is embedded in
the wuser’'s smartphone—an intensely personal
device—yet operates across personal,
organisational, and institutional domains.

e  Visibility to Others: Unknown. The GenAl's presence
is concealed, deliberately obscuring agency from
systems and supervisors. This relational opacity
challenges norms of accountability and power.

This scenario makes visible how delegated agency to the Al
babysitter and hidden operation configure assemblages for
workplace surveillance, illustrating dynamics where power,
multimodal Al, and norms co-produce surveillance relations.

The Devil’s Al-dvocate: a GenAl system participates in team
meetings by contributing dissenting viewpoints through an
anonymous avatar, encouraging diverse perspectives.

e Generative Capability: Semi-scripted. The Al
balances provocation with fluency, learning from
meeting dynamics while masking its identity.

e  Spatial Proxemics: Private-Social. The Al operates in
workplace meetings—shared, rule-governed spaces
where relational trust and group identity shape
interaction.

e Visibility to Others: Partially Known to Unknown.
While participants know an Al is involved, they
cannot attribute specific statements, raising issues of
epistemic trust, recognition, and authorship.

This scenario raises questions of voice, identity, and social
legitimacy. By diffusing agency across humans and Al actors in
a social work setting, it provides novel configurations and
raises questions about fairness of avatar access, transparency
in social settings, and accountability for statements made by
an Al whose identity is intentionally concealed.

In these scenarios, the framework surfaces what GenAl does
and how it participates in—and transforms—assemblages of
people, technologies, and environments. By examining the
three dimensions and associated questions (Table 3), it offers
levers for configuring agency, relational exposure, and
accountability. Using the framework alongside the design pack
supports FATE efforts by enabling researchers to explore how
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transparency is modulated through visibility, how fairness
and voice are enacted or suppressed in shared spaces, and
how accountability shifts when GenAl operates covertly or
with unclear authorship. This approach surfaces critical
questions early—before interfaces are built or models
deployed—positioning  scenario-led exploration as a
complement to audit-based evaluations traditionally used in

FATE research.

Scenario examples: B Al Babysitter

GenAl’s generative capability

Devil’s Advocate

Scripted Semi-scripted Dynamic Spontaneous
|

Spatial relation (Proxemics)
Intimate Private Social Public
|

Awareness of the relation by others
Known Partially Known Obscured Unknown

]

Figure 3: This image presents two scenarios developed by
participants mapped along the framework’s dimensions.

Table 3: Outlines questions and opportunities for human-
GenAl configurations via the framework’s dimensions.

Dimension | Questions Design Opportunity
Generative | - Does the Al's output Adjust generativity
Capability reinforce or challenge (scripted =
existing social roles or spontaneous) to probe
expectations? how different roles,
- Who benefits, who might be | values, or power
marginalised, by the way asymmetries are
GenAl generates content? shaped, reinforced, or
- Can people understand and | challenged in context.
challenge the logic of the Al's
responses?
Spatial - Who is included / excluded | Reconfigure spatial
Proxemics from the interaction due to placement (intimate —
(physical the AI's physical or social public) to test how
Al positioning? physical or networked
- How does location affect proximity affects care,
fairness of participation? inclusion, and
- What power or control is transparency.
afforded by proximity?
Awareness | - Who knows the GenAl is Prototype different
by others present—and who doesn’t? levels of visibility
- How does disclosure (orits | (known — unknown)
absence) impact to explore how
accountability, trust, or transparency affects
ethical use? user trust,
- Are power relations responsibility
obscured or clarified by the attribution, and
Al's visibility? perceived fairness.
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7 Discussion

The design pack enabled participants to generate nuanced,
situated accounts of how GenAl might reshape everyday
interaction. It proved adaptable across audiences and
surfaced systemic, relational, and ethical dynamics often
overlooked in early-stage design. This section reflects on its
contributions and future work opportunities.

7.1 Designing Beyond the Interface

Much GenAl development focuses on optimising outputs,
model performance, or interface interaction. While important,
this often overlooks the broader configurations in which
GenAl operates—where agency is distributed, responsibilities
shift, and long-term effects remain uncertain. Recent HCI work
calls for moving beyond linear user-system models to view
technologies as part of relational and systemic assemblages
[2, 3, 20, 22, 28, 30, 32]. For example, Frauenberger [16] calls
for approaches that surface the entangled nature of
interaction—where people, infrastructures, and technologies
co-construct meaning and shape one another’s roles.
Similarly, Giaccardi et al. [17] highlight the importance of
“configurations,” emphasising that design must account for
how relations, rather than objects or users, are what gets
designed. Our work responds to these calls by offering a
method to surface entanglements early in design. The pack
frames GenAl as a relational actor embedded in dynamic
contexts, not just an input-output tool. Through scenario-
building and reflection, it reveals broader implications—such
as role ambiguity, systemic effects, and shifting boundaries of
care and control. It provides a lightweight way to explore how
multimodal systems unfold across social, spatial, and temporal
scales before interface development begins.

7.2 Supporting Relational Enquiry in Al Design
The reflection component of the pack supported participants
in reasoning across interpersonal, systemic, and
infrastructural levels. Prompts encouraged them to consider
how GenAl systems might reconfigure care, redistribute
agency, or obscure accountability. These concerns became
tangible through scenario-making, where participants
surfaced misalignments, invisible assumptions, or ethical
tensions. By supporting early reflection on relational
dynamics, the method enables intervention before technical
trajectories become fixed, allowing assumptions and
configurations to be critically re-examined. This aligns with
calls for more situated, value-sensitive design methods that
foreground the lived dynamics of technology use [16, 27, 34].
It also complements existing FATE frameworks, which
typically engage Fairness, Accountability, Transparency, and
Ethics during implementation and post hoc through
evaluations and checklists [13, 18, 24]. In addition to
addressing these values retroactively, the pack enables
participants to construct speculative scenarios in which
power, visibility, and responsibility are actively configured—
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extending work on contextual fairness and situated ethics in
sociotechnical systems [16, 27].

7.3 Method Adaptability and Limitations

The design pack proved adaptable across diverse audiences—
from GenAl-familiar participants in workshops and
classrooms to those with limited exposure in multidisciplinary
settings. Its self-guided format required minimal explanation,
demonstrating scalability and accessibility across academic
and professional contexts. By grounding scenario
development in familiar, domain-relevant technologies, the
pack enables participants to explore how generative
capabilities might reshape everyday human-AlI relations. This
approach supports speculative design while maintaining ties
to lived experience and near-future possibilities. Some
participants expressed interest in extending their concepts
into mid-fidelity prototypes to examine how these relations
evolve over time. While the method aligns with FATE
principles, its outputs are not generalisable due to the shifting
nature of Al regulation, use, and cultural context. Instead, the
pack serves as a flexible tool for ongoing, situated inquiry into
emerging sociotechnical configurations.

8 Conclusion

This paper introduced a scenario-based design pack to
explore Human-GenAl relations in multimodal, social, and
systemic contexts. Grounded in assemblage theory, the pack
enables researchers to surface and interrogate how GenAl
systems configure agency, responsibility, and care within
everyday sociotechnical settings. Across three deployments
with diverse groups (n=302), the pack demonstrated
adaptability and generative capacity, helping participants
construct scenarios and critically reflect on impacts beyond
the interface—such as role ambiguity, power asymmetries,
and social visibility. By embedding reflection within design
activity, the pack offers a lightweight yet rigorous method for
engaging with ethical and relational questions early in design.
It complements FATE approaches by grounding fairness,
accountability, and transparency in lived, multimodal
configurations. Our work contributes the design pack and
framework to advance relational enquiry into Human-GenAl
relations and support the development of more inclusive
GenAl systems.
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