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Abstract
The Green IT approach questions the environmental, social
and economic impact of digital technology. Design fiction is
a discipline that can guide behaviors in favor of Green IT by
building new imaginaries. However, to our knowledge, few
studies assess the impact of narratives of possible future on be-
havioral intentions. To answer this question, we conducted a
study with 388 participants, examining the impact of 14 dif-
ferent scenarios of possible digital futures on individual per-
ceptions. The results showed that, for individuals with already
a high level of Green IT practices, the fear dimension of sce-
narios has a preeminent impact on their intention to further
increase these behaviors, whereas people with little practice of
Green IT are more sensitive to confidence and the presence of
solutions. These results pave the way for the integration of spe-
cific technological narratives within the construction of future
public policies in favor of Green IT.
Keywords: Design fiction; Green IT; Attitude; Behavioral in-
tention; Narratives.

Introduction
In regards to the environmental crisis, digital technologies
have multiple and complex impacts. On the one hand, its en-
vironmental and social impact is not negligible (Kallinikos,
Aaltonen, & Marton, 2013). On the other, digital techno-
logical innovations could help address some environmen-
tal issues, as proposed by the ”IT (information technology)
for Green” concept (e.g., Molla, Cooper, and Pittayachawan,
2011), or social issues (see Schneider, 2019, for examples of
digital technologies benefits on society). Indeed, despite ef-
forts to optimize its consumption and recycling, the comput-
ing industry global greenhouse emissions amount to 2.1 to
3.9 percents, and these are expected to increase further in the
coming years (e.g., Freitag et al., 2021). The same ambiva-
lence applies to social aspects : while connecting billions of
people together, a digitalized world can still generate inequal-
ities (see Lutz, 2019, for examples), as some people could be
excluded from this ultra-connected society. Social media ap-
plications have been praised for their ability to inform and
help protest movements in authoritarian countries (Diamond,
2010), before being accused of disseminating conspiracy the-
ories and enabling mass manipulation (Morozov, 2012).

Related work
Green IT and behavioral interventions

Hence, digital technology is a complex sector, widely inte-
grated into all aspects of society: at individual, organisational
and governmental levels. In the light of its contradictory ef-
fects, it now seems necessary for ecological and societal tran-
sition plans to seriously consider the place of digital technol-
ogy in our society, and ask the question of how to encourage
individuals to adopt more responsible digital practices. The
Green IT approach has emerged to address the social and en-
vironmental challenges posed to society by digital technolo-
gies. This approach aims to examine the environmental, so-
cial and economic impact of digital technology (Murugesan,
2008). It has been defined as ”an integrated and cooperating
set of people, processes, and computing resources (Watson et
al. 2010) that aim at pollution prevention, product steward-
ship or sustainable development, Chen et al. 2009; Molla et
al. 2009a) for the purpose of enhancing environmental and
economic performance (Melville 2010)” (Tan, Pan, and Zuo,
2011, p.3).
The Green IT approach implies the adoption of specific be-
haviors by governments, organizations and individuals, such
as the appropriate recycling of technological tools. As far as
individuals are concerned, relatively few studies have been
carried out to define the factors involved in adopting behav-
iors associated with Green IT (see Theis and Schreiber (2021)
for an overview). Some of the studies identified possible in-
tervention factors, such as social norms (e.g., Yoon, 2018),
motivation (e.g., Wati and Koo, 2012) or perceived knowl-
edge (e.g., Ahmad and Nordin, 2014; Leung, Lau, Sham-
sub, and Lau, 2018; Rochat and Ragot, 2022). For example,
Rochat and Ragot (2022) showed that the more knowledge
individuals thought they had about Green IT, the better their
attitude and intention to adopt Green IT behaviours. How-
ever, to our knowledge, very few of these studies have tested
the application of such interventions (see Loock, Staake, and
Thiesse, 2013 for an example), particularly in behavioral in-
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terventions. The vast majority of them do not propose any
causal links. Additionally, other behavioral interventions
have been identified in the context of pro-environmental prac-
tices (see Khanna et al. (2021) or Nisa, Bélanger, Schumpe,
and Faller (2019), for examples of meta-analysis or litera-
ture reviews), as the implementation of financial incentives
or awareness-raising interventions. However, the literature
has not always shown the effects of this type of these inter-
ventions (see Nisa et al. 2019, for examples).

Narratives and Foresight
Among the range of behavioral interventions, it appears that
narrative could be a relevant option to encourage certain
types of behaviors. In fact, narratives are part of persua-
sive interventions, as opposed to argumentative strategies
(Bilandzic & Busselle, 2013). Narratives are here defined
as ”a cohesive, causally linked sequence of events that takes
place in a dynamic world subject to conflict, transformation,
and resolution through non-habitual, purposeful actions
performed by characters” (Braddock and Dillard, 2016, p.2).
In a 2016 meta-analysis, 74 articles were identified ex-
amining the impact of narratives on intentions, beliefs,
attitudes and behaviors (Braddock & Dillard, 2016). The
latter showed positive effects of narratives, particularly on
attitudes, intentions and behaviors. Moreover, according
to Yang (2013), storytelling has a strong persuasive power,
whereas quantitative statements and information are less
persuasive. So that, in the environmental crisis situation,
narratives could be powerful tools to help societal change
by making sociotechnical projects desirable and likely for
a variety of social groups (Ruhrort, 2023). In this sense, a
study has examined the effects of projecting participants to
2050, according to different factors, on their attitudes and
political intentions, particularly in relation to climate change
(Bain, Hornsey, Bongiorno, Kashima, & Crimston, 2013).
They showed that a projection linked to future benevolence
influenced current attitudinal attitudes and intentions.
To elaborate foresight narratives, various forecasting
methodologies can be used, such as scenario planning (see
Gürdür Broo et al. (2021) or Xhelili et al. (2020), for con-
crete examples of the application of this methodology). In
relation to this topic, some studies have examined individual
perceptions of possible futures, via their perceived desir-
ability or their perceived probability (e.g., Cuhls, Dragomir,
Gheorghiu, Rosa, and Curaj, 2022). Others have studied the
effects of reading forward-looking scenarios on participants’
willingness (e.g., Johnson, Bell, and Teisl, 2016). For
example, Johnson et al. (2016) showed that participants who
had read scenarios with more or less distant time dimensions
were more likely to report wanting to take part in land use
planning. This latest study shows that narratives presenting
possible futures can have an effect on individual intentions.
In parallel, other methods of speculative foresight are also
used, such as design fiction. This discipline is defined as ”a
way of exploring different approaches to making things, prob-
ing the material conclusions of your imagination, removing

the usual constraints when designing for a massive market...
This is a different genre of design that is forward-looking,
beyond incremental, and makes an effort to explore new kinds
of social interaction rituals. Design fiction is about creative
provocation, raising questions, innovation, and exploration.”
(Bleecker, 2022, p.7). Design fiction differentiates itself from
other foresight methods by allowing individuals to be more
immersed in possible futures (Burnam-Fink, 2015), making
them more accessible. What’s more, they make these futures
more likely (“Le design fiction: Une méthode pour explorer
les futurs et construire lavenir ?”, n.d.). Design ultimately
builds more engaging, debatable, emotionally immersive
scenarios. This methodology has been used in various fields
to speculate on possible futures, such as the field of artificial
intelligence in the educational context (e.g., Cox, 2021) or
sustainable mobilities (see “The Landscape of Envisioning
and Speculative Design Methods for Sustainable Mobility
Futures”, (2020), for an example of some studies). Moreover,
some have looked more specifically at design fiction and
pro-environmental practices (e.g., Schippl, 2016; Wakkary,
Desjardins, Hauser, and Maestri, 2013). However, to our
knowledge, no study of design fiction has been carried out
on Green IT in a wide way. More specifically, no study has
examined individual perceptions of these scenarios and their
effects on the adoption of practices associated with Green IT.

Objectives
Yet these questions are both relevant and necessary. Indeed,
as mentioned above, societal and environmental situations
cause us to consider the impact of digital technology, particu-
larly in the future, and the behavioral intervention to be put in
place to guide behavior. The literature has shown an interest
in studying the effects of narratives, particularly prospective
ones with design fiction, as a behavioral intervention, via the
individual perceptions they induce. It appears that design fic-
tion could act as a behavioural intervention, encouraging indi-
viduals to adopt behaviours associated with Green IT, through
the presentation of future Green IT in 2040. Hence, the ob-
jectives of this observational study were twofold: 1) to study
individual perceptions of scenarios derived from design fic-
tion and; 2) to study the effects of perceptions induced by
the scenarios on attitudes and behavioral intentions towards
Green IT.

Method
Participants and Experimental Design
A total of 389 participants (Mage = 37.40; S.D. = 11.80; min-
max = 19.00-70.00)1, including 94% participants living in the
United States of America, 3,60% living in India, and the oth-
ers lived in Brazil, Italy or others. The sample consisted of
187 women and 197 men2. They have participated in this

127 participants did not correctly indicate their date of birth, so
this average age was calculated on a sample of 362 participants.

2Two participants did not wish to reply and three did not reply to
the item.
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online study on a voluntary basis. They did the survey via
the Amazon Mechanical Turk (AMT) platform and were paid
1.50$. They were randomly assigned to one of the 14 study
conditions, each presenting a different design fiction scenario
on Green IT (28 people per group on average, S.D. = 3.14).

Measures
All items were measured on a 5-point Likert scale with 1
= ”Strongly disagree”, 2 = ”Disagree”, 3 = ”Neutral”, 4 =
”Agree” and 5 = ”Strongly agree”.
Control variables. Attractiveness towards technology was
measured by three items3 derived from the Agarwal and
Prasad (1998) scale (e.g., ”I like to experiment with new dig-
ital technologies”. The analyses showed a bad reliability for
this scale, α = .61.
Participants’ current adoption of Green IT behaviors was
measured using two items inspired by the Chow and Chen
(2009) scale (e.g. ”I often practice Green IT”). Analyses re-
vealed good reliability for this scale, α = .76.
A manipulation check item was created, in the form of a
single-choice question on the theme of the text they had just
read. This item was used to check that the study had been
completed seriously (”What was the major theme of the sce-
nario you read?”). All participants who got it wrong were
rejected from the study.
Explanatory variables. Participants’ desirability of the sce-
nario was measured by four items (e.g., ”This scenario is de-
sirable”) and their probability of acceptance was measured
by four items (e.g., ”This scenario is probable”). The analy-
ses revealed medium reliability for desirability scale, α= .58,
and probability scale, α = .59.
Perceived problems and solutions within the scenarios were
measured with two items (e.g., ”This scenario provides solu-
tions”).
The share of digital technology and Green IT perceived in
each scenario was measured by using one item each (e.g.
”This scenario incorporates Green IT”).
Participants’ distrust of the future presented in the scenario
was measured by five items (e.g., ”I will be wary of this fu-
ture”). Perceived trust in the presented future was measured
using six items (e.g., ”I can trust this future”).4 The analyses
revealed good reliability for distrust scale, α = .77, and trust
scale, α = .83.
Dependant variables. The participants’ attitude towards
Green IT was measured with five items adapted from the
Chow and Chen (2009) scale (e.g., ”For me, practicing Green
IT is pleasant one”). Analyses revealed good reliability for
this scale, α = .74.
Behavioral intention to adopt Green IT behaviors was mea-
sured using three items taken from the study by Rochat and

3It was initially measured with four items, but the inverted item
of the scale was removed from the analyses as it made the scale
unreliable, α = .29

4Initially, trust was measured by seven items. However, due to an
error in the nomination of the last item, it was not taken into account
in the calculation of trust in the scenarios presented.

Ragot (2022), who had adapted them from the study by Chow
and Chen (2009) (e.g., I will intend to practice Green IT”).
The analyses revealed good reliability for this scale, α = .68.
Change of intention ratio. Finally, a behavior change ra-
tio score was calculated by subtracting the scores for cur-
rent adoption of behaviours associated with Greent IT from
the scores for intention to change behaviours associated with
Green IT. These scores were then converted into absolute val-
ues.

Material
Green IT was presented to all participants with a text of 60
words. It succinctly defined this approach and presented four
associated behaviors (e.g., ”Avoiding buying new digital de-
vices”).
In total, 14 foresight scenarios on Green IT by 2040 were
constructed through design fiction methodology. The 14 sce-
narios were relatively homogeneous in terms of length, av-
eraging 499.21 words (S.D. = 30.63, mdn = 502, min-max =
430-546).
Design fiction is a methodology to creating forward-looking
scenarios. In this study, scenarios were designed in both
an analytical and a creative way. In the first stage, struc-
tural drivers, like demographic dynamics, social and societal
shifts, and game-changing technologies were combined. In
this plausible and feasible decor, weak signals and disruptive
innovations on the whole digital value chain have been ex-
plored, to identify new and radical solutions that help go off
the beaten tracks. The next step was more creative with an un-
derstanding of the tensions that structure the futures of what’s
digital to create stakes, choosing the desirable approaches and
then let the writers, designers and futurists work together to
play with all the future-building components they have to en-
vision desirable, engaging and inspiring futures. In this way,
these futures have been constructed and designed to be neither
utopian nor dystotypical, but possibly desirable and plausible.

Procedure
First, participants were informed that they would be conduct-
ing a study about their perceptions of a possible future and
that their data would be treated confidentially and anony-
mously for scientific purposes. Secondly, they were asked to
respond to randomly assigned items of attractiveness towards
technology. Afterwards, the presentation of Green IT was
read, and then the participants answered the two randomly
presented items of current adoption of Green IT. In a third
step, they were given instructions about the text they were
going to read and were informed that they would be asked a
memory test with specific questions about it at the end of the
study. In the fourth step, depending on their random assign-
ment, the participants read one of the 14 scenarios. Then, they
answered the perceived desirability and probability scales, the
perceived share of digital and Green IT in the scenario read
scales, their confidence and distrust in the future scale, inten-
tion to adopt Green IT behaviors scale and attitude towards
Green IT scale. All of these items were presented randomly
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to the participants. Finally, participants indicated their gender
and date of birth. They then answered an manipulation check
item. In total, the study lasted about 10 minutes.

Results

Analyses are performed with STATA software (V15.0) and
jamovi 1.6 (jamovi project, n.d.). The distribution into 14
groups was carried out randomly, ensuring an even distribu-
tion between women and men, and age. Variance analyses
showed that the averages values for attractiveness towards
technology (F = 1.04, p = .409) and Green IT practices (F =
1.07, p = .389) do not vary significantly between the groups.
As a reminder, all participants rated the scenario they had
just read according to eight criteria (desirability, probability,
trustworthiness, distrust, problems, solution, technology and
Green IT presence). A factorization (MCA) was performed
to study the associations between these criteria by represent-
ing them in a 2-dimensional Euclidean space. The first two
dimensions have a cumulative inertia of 64.10%.
- ”Solution based trust”. The first dimension (31.9% inertia)
of our representation has as its main contributing variables:
solution (0.18), presence of digital technology (0.13), pres-
ence of green IT (0.13) and trust (0.20).
- ”From worrying to reassuring”. The second dimension
(28.80%) has the following main contributing variables: de-
sirability of the scenario’s occurrence (0.28), distrust (-0.21)
and probability of the scenario’s occurrence (0.18).
The 14 scenarios were placed as supplementary variables in
the resulting map, and grouped in four classes by doing an
hierarchical classification (using Ward’s clustering method).
Then, these scenarios were grouped with Ward’s clustering
method was to cross-tabulate the scenarios with the averages
obtained for the eight construction variables (see Figure 1).
By choosing four groups (using Duda-Hart stopping rule), a
description of these four classes can be done, using their po-
sition on the MCA base map and their characteristics:
- 1. An optimistic transition (presenting scarce solutions, but
rather reassuring): Not much digital technological novelties
in these scenarios, which are more about individual and soci-
etal adaptation (six scenarios ; n = 171).
- 2. Controversial technological solutions (presenting solu-
tions but considered a little worrying): Located to the right,
but rather downwards. Some solutions exist, but they are a
little worrying (mass surveillance and control) (four scenar-
ios ; n = 106).
- 3. A better and harmonious future (presenting solutions and
judged reassuring): Located in the upper right-hand dial. This
cluster is made up of just one scenario, presenting a very pos-
itive solution oriented future (one scenario ; n = 23).
- 4. A stunned world : This cluster of scenarios is situated
at the bottom left (presenting scarce solutions, and consid-
ered as worrying) : The scenarios in this group focus more on
crises than on their resolution (three scenarios ; n = 89).

Figure 1: MCA representation of scenario groups according
to their ”distrust” and ”solution” perceptions

Effects of clusters of scenarios
In order to statistically verify the link between the four clus-
ters of scenarios identified and the attitude and adoption in-
tention associated with Green IT, non-parametric Kruskall-
Wallis analyses were carried out, followed by Mann-Whitney
U tests when they proved significant. Non-parametric anal-
yses were carried out because of the imbalance in the num-
ber of participants in each of the scenario clusters (one of the
clusters consisted of only one scenario, with 23 participants)
(see Figure 2 for descriptive analyses).
Preliminary analyses were carried out to check the homogein-
ity between control measures. They showed no significant
differences between clusters for attractiveness towards tech-
nology, Kruskall-Wallis(3) = 3.25, p = .355, and current
Green IT practices, Kruskall-Wallis(3) = 3.77, p = .287.
The analyses revealed a significant effect of the four types of
scenario on the attitude associated with Green IT, Kruskall-
Wallis(3) = 8.62, p = .035, and the intention to adopt be-
haviours associated with Green IT, Kruskall-Wallis(3) = 9.95,
p = .019. However, no significant link was shown for the cal-
culation of the change of intention ratio, Kruskall-Wallis(3) =
4.82, p = .185.
For attitude, participants who read scenarios classified as ”An
optimistic transition” reported a lower attitude towards Green
IT than those confronted with the scenario classified as ”A
better and harmonious future”, U = 1356, p = .015. Similarly,
participants in the ”A better and harmonious future” scenarios
reported having a better attitude than those in the ”A stunned
world” scenarios, U = 675.00, p = .011. No other differences
were revealed by the analyses, p > .099.
Concerning intention to adopt Green IT behaviours, results
showed that participants in the ”An optimistic transition” sce-
narios have reported having less intention of adopting Green
IT-related behaviours than those who had read ”Controversial
technological solutions” scenarios, U = 7472.00, p = .012.
Similarly, participants in the ”Controversial technological so-
lutions” scenarios reported having more intention of adopt-
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Figure 2: Means and standards deviation associated with
measures according to group scenarios

ing Green IT-related behaviours than those who had read ”A
stunned world” scenarios, U = 3727.00, p = .010. Analyses
showed no other significant differences, allp > .092.

Effects of participant characteristics
We use the participants’ initial responses : gender, age and
declared use of Green IT to form eight combinations. A pro-
jection of these combinations as supplementary variables on
the previous MCA, shows two groups, mainly based on the
declared usage of Green IT : whatever age and gender, (1)
people with higher usage of Green IT expressed more anxiety
and more solutions orientation, while (2) people who declared
a lesser usage, expressed less solution, and more reassuring.
To test this categorization on the final answers of the ques-
tionnaire (after reading the scenarios and judging them), we
do a regression of: 1) the intention of practicing Green IT
and; 2) the attitude Verso Green IT by the different criteria
used in our factorization for each of the groups (see Table 1).
Whether the intention is to adopt Green IT or the associ-
ated attitude, for the group with higher practitioners of Green
IT, analyses showed that distrust is the more significant and
important coefficient with probability of occurrence. For
the group with lesser practitioners of Green IT, the trust
parameter is the most important, as well as for intention
to adopt Green IT-behaviours and for attitude. Individuals
who strongly practise behaviours associated with Green IT
are more sensitive to scenarios that present a future that we
should be wary of. On the other hand, individuals with a low
level of Green IT behaviour are more sensitive to scenarios
presenting a future in which they can be confident.

Discussion
This study had the objectives 1) to study the perceptions of
foresight narratives, constructed using the design fiction ap-
proach, on individual perceptions and 2) to examine the im-
pact of these perceptions on intention to practice Green IT
behaviors and attitudes towards Green IT.
Firstly, the results showed that four clusters of scenarios could
be differentiated on the basis of the perception measures

collected (desirability, probability, trustworthiness, distrust,
problems, solution, technology presence end Green IT pres-
ence). Some of these criteria are more influential than others:
(1) the trust (or fear) and (2) the presence of solutions to the
problems.
Second, results showed that these perceptions influence the
attitudes and behavioral intentions associated with Green IT.
Our results showed that individuals who were confronted
with scenarios judged to lead to positive solutions for the
future reported a more positive attitude towards Green IT
than individuals confronted with scenarios judged to be (1)
the most worrying, with no solutions, or (2) less technolog-
ical, presenting societal and individual adaptations. More-
over, participants who had read scenarios considered to be
solution-oriented and a little worrying, were more likely to
adopt behaviours associated with Green IT than those con-
fronted with worrying scenarios, and presenting no solutions,
or presenting few solutions with more societal or individual
adaptations. These results suggest that prospective scenarios
derived from design fiction can have a framing effect, thanks
to the perceptions they convey. The framing effect (Tversky
& Kahneman, 1981) shows that decisions depend on the way
(positive or negative) in which the problem is described (in a
risky situation, it is easier to choose the option that is posi-
tively presented). It has been verified empirically by numer-
ous studies (Khberger, 1998), in many fields, such as artificial
intelligence (e.g., Ragot et al., 2020).
Our results seem to indicate that these effects are conditioned
by the perceptions induced by the future scenarios presented.
It is possible that these perceptions induced different emo-
tions in the participants. According to the literature, these
emotions or affects are strong predictors in the context of cli-
mate change (see Brosch, 2021, for a recent meta-analysis).
It is all the more interesting to note that our results suggest
differences in the effects of perception on attitude and in-
tention to adopt behaviour. Indeed, it turns out that, to in-
crease a more positive attitude towards Green IT, proposing
scenarios with positive solutions seems the most effective.
This suggests that potentially positive affects conveyed by
future scenarios improve attitudes towards Green IT. This re-
sult may be consistent with the findings of Bain et al. (2013).
These researchers had shown that the positive (benevolent in
their study) nature of projections does indeed seem to pos-
itively influence attitudes, particularly in the context of cli-
mate change. Conversely, and contrary to Bain et al. (2013)’s
results, scenarios perceived as more worrying, and therefore
likely to generate more negative emotions, increase the in-
tention to adopt Green IT. This is in line with certain re-
sults from the literature, which have shown that messages
with negative emotional content influence adaptation inten-
tions, for example in the context of climate change (Hine et
al., 2016). In this sense, it is possible that a form of threat
have been perceived by the participants, a threat that has ef-
fects on evocations of fear (Carey, McDermott, & Sarma,
2013). According to some studies on pro-environmental be-
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Table 1: Regression analysis
Intention to adopt Green IT-behaviours Attitude associated with Green IT

Higher practitioners Lesser practitioners Higher practitioners Lesser practitioners
Desirability -0.139 (.215) 0.063 (.484) 0.050 (.330) -3.580 (.996)
Probability 0.248 (.017)* -0.001 (.989) 0.050 (.045)* 5.582 (.357)
Presence of IT 0.056 (.518) 0.145 (.021)* 0.103 (.006)** 8.492 (.058)
Presence of Green IT -0.127 (.177) 0.051 (.419) 0.036 (.288) 2.252 (.601)
Distrust 0.404 (.000)*** 0.028 (.706) 0.116 (.025)** 1.863 (.978)
Trust 0.165 (.141) 0.262 (.001)*** 0.086 (.129) 3.260 (.001)***
Solutions 0.064 (.512) 0.124 (.076) 0.062 (.128) 1.641 (.006)**
Problem -0.181 (.079) 0.068 (.282) -0.006 (.842) 5.411 (.181)

Standardized beta coefficients; p-values in parentheses. *p < .05, ** p < .01, *** p < .001

haviour intentions, threat appeals have contradictory effects
(see Kothe et al., 2019, for an example). Our study seems to
indicate that the effects linked to the perception of a threat
can be differentiated according to the type of content pro-
posed: the presence of technologies, the absence of solutions,
and so on. Moreover, the futures presented are concrete sto-
ries, not abstract ones, and messages that appeal to fear in
a concrete way would be more effective than more abstract
ones (Schuetz, Benjamin Lowry, Pienta, & Bennett Thatcher,
2020). These results confirm the metananalysis of Bechtoldt,
Götmann, Moslener, and Pauw (2021) which show that peo-
ple’s belief in their ability to change and engage in adaptive
actions, as well as their emotional reaction are the strongest
predictors of behavior change. However, all these explana-
tions are only speculative, as we do not measure affects or
emotions in this study. It would be interesting, in future stud-
ies, to record the emotions induced by the presentation of
prospective scenarios in order to verify this hypothesis.
Finally, the results of this study showed that the perceptions
linked to the scenarios had a different influence on the inten-
tion to adopt behaviour and attitude, depending on the pro-
file of the individuals. In fact, this study showed that people
who already practiced a great deal of behavior associated with
Green IT were more influenced in terms of adoption intention
by scenarios judged to be somewhat distrustful. Conversely,
people with few Green IT-related behaviours were more in-
fluenced by scenarios judged to present a confident future.
This shows that design fiction must present possible futures
adapted to the characteristics of the populations concerned.
Taken together, these results show that design fiction can in-
deed influence individuals, as narratives of possible futures,
through the perceptions it can convey. This is ultimately in
line with the results of Braddock and Dillard (2016)’s meta-
analysis , which showed that narratives have an influence on
attitudes and behaviour.
This study presents several limitations. First, the reliability
analyses of the desirability and probability measures proved
to be relatively average. Second, the analyses revealed a
strong disparity in terms of the number of participants in the
clustering of scenarios into four categories.It would be inter-
esting to conduct a similar study with groups that are more

equivalent in terms of number of people. Thirdly, attitudes
towards Green IT were not measured until after the scenarios
had been presented. It would be interesting, in future studies,
to investigate a possible effect of attitude change through the
presentation of design fiction scenarios. Fourthly, other per-
ceptual measurements of the scenarios presented could have
been carried out. For example, the quality of script writing,
perceived meaning, etc., could be studied to examine their ef-
fects on attitudes and behavioural intentions. This should be
investigated in future studies. Finally, only behavioural in-
tentions were measured, not actual changes in behaviour. In-
deed, there are different conditions that may not lead to adop-
tion action (Dubuisson-Quellier, 2018, for examples). There-
fore, in future studies, it would seem appropriate to measure
this adoption of behaviour via a longitudinal study.
In this study, it is suggested that design fiction, via the per-
ceptions it induces, could be considered as a behavioural in-
tervention for Green IT behaviors. It would be interesting, in
future studies, to compare or to complete its effects with other
forms of intervention for other behaviours.

Conclusion

Based on the results of this study, people who are already
aware and active will be more sensitive to the trust solution,
whereas for people who are not convinced, the need to be re-
assured first is predominant in the proposed story. In addition,
the results of this study suggest different effects depending
on the connotations of the scenarios presented. They seem to
show that to improve people’s attitude towards Green IT, it is
preferable to expose them to future solutions. On the other
hand, to encourage them to think about adopting behaviours
associated with Green IT, scenarios considered more worry-
ing are more effective. These promising results pave the way
for new foresight studies on the influence of future narratives
on the orientation of individual behaviors. This could be an
important guideline for more effective storytelling, through
design, to promote responsible and ethical behavior in rela-
tion to digital technologies.
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