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Project: Interactive Cultural Resistance

This brief employs the theory and practice of cultural resistance as a point of 

departure and asks you to adopt a critical stance through a piece of interactive 

design. Along the way, you will also collect, archive and communicate all your 

research through an interactive site of your process (your blog).

You are already part of an industry that sits at the heart of the global engine 

that is capitalism—a voracious system with an extraordinary ability to copy 

dissenting voices. (Gap and William Burroughs, Pepsi and Temporary Autono-

mous Zones) Icons and images can become diluted and emptied of meaning, 

reproduced to meet the specific needs of a multinational or a brand.  

Cultural resistance within post modernism is, by its very nature, slippery. It can 

take many shapes—for instance, a skateboarder rewriting architectural space 

or a mass pillow fight staged in front of the AGA. 

As a designer, you are amassing a powerful set of communication skills and 

techniques; analytical and ordering skills that can be applied far beyond the 

space of commercial design. This project is asking you to engage with cultural 

resistance by selecting a subject matter of your choice, and interrogating it 

through your interactive design practice. Choose what matters most to you. 

It could centre on the big picture such as issues relating to the environment, 

terrorism, privacy, prejudice or human rights. It could also be highly confes-

sional, the personal acting as political. What is important is that you research 

the chosen area thoroughly and through a process of design, begin to ask 

those awkward questions. 

Your response to this brief could be presented as a subversion of a traditional 

interactive design form such as the re-commercialisation of an existing online 

site, or the commercialisation of cultural resistance products. Alternatively, it 

could interactively explore and communicate how the tactics of cultural resis-

tance (Reclaim the Streets, Lucy Orta) could potentially inform design practice. 

Conversely, it could look to culturally resist / expand / challenge opportunities 

presented by hegemonic interactive systems, or it could look at creating an 

interactive system to aid and abet cultural resistance.

The underlying assumption behind this brief is that culture has become an 

industry—an observation most powerfully articulated by the Situationists during 

the 1960’s. They believed that human relationships were becoming increas-

ingly commodified, culminating today in a state of affairs where brands no 

longer want to sponsor culture, they want to be culture.  

Schedule

October 20, 2016 

Project Assigned

October 25, 2016  

Project research: 3 examples 

of cultural resistance through 

/by design

October 27, 2016 

Proposals Due

November 03, 2016 

Site Maps and Sketches / 

Storyboards of Interaction 

Due 

November 15, 2016 

Paper Prototyping

November 17, 2016 

Wireframes Due

November 29, 2016 

Mock-ups Due

December 06, 2016 

Final Project Crit (Site & 

Support Material due)

NOTE

Projects may be revised for 

the final portfolio, but the final 

grade will be a combination 

devised from the original and 

revised versions.
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Requirements

You will be responsible for the following:

1. Written proposal, site map, prototype, wireframes, and mock-ups

· A written proposal that sets out and explains the specific approach, visual 

and ideological, that you are going to take with your design to this brief. 

This should be backed up with the research (secondary) that you have 

conducted. Cite your research.

· A site map detailing the users’ experience.

· Sketches and storyboards that detail how your user interacts with the site.

· Wireframes of the whole interactive piece.

· Full colour and in-situ mock-ups for the homepage and a minimum of 6-12 

content pages (this will be dictated though by your specific project and its 

parameters)

2. Presentation and Portfolio. The process work, research, design work and 

your Design Rationale will be contained in both a final presentation (10 min) 

and portfolio piece (15–20 pages). Both of these documents will be fully de-

signed and should be able to function as standalone documents, for example 

in your portfolio or as an email attachment.  

3. Interactive Research Document (blog). You must collect, document and 

communicate the primary and secondary research that you have undertaken.

4. Design Rationale (2–3 pages) explaining the choices made and positioning 

the design of your interactivce site commenting on its appropriateness and 

how it meets specified criteria (e.g. cultural resistance). You must specifically 

discuss and utilise the primary and secondary research that you have con-

ducted and importantly analyze your work in respect of your research.

Evaluation criteria include, but are not limited to:

a) Quality of proposed answer to the project brief

b) Quality of technical components

c) Quality / quantity of class participation 
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