
  



  



// INTRODUCTION 
 
We were tasked with creating a prototype system to 
support an organisation. Focusing on civic participation, we 
chose Amnesty International. 
 
Our design solution, The Faces of Amnesty, was agreed 
following extensive research, making use of various 
methods. 
 
The iterative process can be found here: 
https://interactiondesign17.wordpress.com/ 
 
 
 

  



// METHODOLOGIES 
 
Throughout development, we employed the Double 
Diamond framework (British Design Council, 2005), a 
structured approach addressing challenges in four phases. 
 
 

 
 
 
Though the framework provided structure to development, 
we also took a user-centred approach: strategy, research, 
analysis, design ideation, and prototyping. Allowing 
feedback loops to be identified, where we unintentionally 
became subjective designers. 
 
  



// CONTEXTUAL RESEARCH 
 
Internet-based research was carried out to establish 
Amnesty’s background, context and aims, in preparation for 
further research. 
 

 
 
It was essential we better understand civic participation. By 
investigated civic technologies used within society and 
politics, from a sociological perspective, we discovered a 
shared feeling of mistrust and disengagement in society 
regarding politics. 
  



// LITERATURE REVIEWS 
 
New Civics? New Media? (Zuckerman, E. 2013) discusses a 
digital media, post-informed citizen model of civic 
participation, referred to as “participatory civics”. Similar to 
slacktivist, those who take to digital media require instant 
gratification that they’re making impact on the issue. 
 
 

 
 
 
Hyper Normalisation (Curtis, A. 2016) shows politics 
through incredibly powerful perspective, emphasising 
society’s desensitisation. Drawing on issues similar to 
areas Amnesty address via campaigns and lobbying. 
 
Analysis of multimedia, including The Refugee Diaries (BBC, 
2017), highlighted the importance of knowing our audience 
and how best to communicate our message. Amnesty 
don’t strictly have users, there are those who support 
Amnesty and those who Amnesty help. 
 
  



// TECHNOLOGY & PROJECT 
REVIEW 

 
Street demonstrations that made innovative use of 
technology to raise awareness through unique expression 
were studied. 
 

• Heineken Ignite (Projection Artworks, 2015) – 
Inspired our street demonstration. 

• Laser-Tag (GRL, no date). 
• Light Cycle (Guerrilla Projection, 2016). 
• Tidy Street (Snub, 2011). 
• Nelson’s Column (Krzysztof Wodiczko, 1985). 
• Stand with Syria (Banksy, 2014). 
• VR Syria, Panic Button and Detekt by Amnesty.  

 
 

  



// INTERVIEWS & QUALITATIVE 
DATA ANALYSIS CODING 

 
We made best use of lectures and workshop by seeking 
advice, leading to helpful guidance from professionals. 
 
Diverse questions were prepared for an interview with 
Amnesty Regional Manager, Alice Podd. The interview was 
structured yet informal to allow spontaneous dialogue; it 
was recorded, transcribed and examined through 
Qualitative Data Analysis, and coded and pawed to obtain 
insights thematically. 
 
In addition, to acquire a technological point of view, we 
endeavoured to liaise with an Amnesty Technology & 
Human Rights Advisor. 
 

  



// ETHNOGRAPHIC RESEARCH 
 
Ethnographic research was carried out at Cabot Circus, 
Waterside, and The Bearpit. “Ethnographic field research 
involves the study of groups and people as they go about 
their everyday lives” (Emerson, et al. 2011). 
 
Bearpit insights: 

• Political atmosphere – protest 
announcements/graffiti. 

• Isn’t just an underpass – embraces 
culture/community. 

• Building projection wasn’t feasible.  
• Positive messages are less likely to detract the 

public’s attention - discussion with fundraiser. 
 
Moving forward, user personas and scenarios were 
created; positive/negative message research identified 
‘compassion fatigue’ affects people constantly bombarded 
with negative messages, deterring as opposed to 
encouraging. This insight generated the concept of 
celebrating Amnesty’s achievements to enthuse the public. 
 

    



// THEMATIC ANALYSIS 
 
Thematic analysis refined our data into themes, a method 
used in qualitative research, efficient in “identifying, 
analysing and reporting patterns” (Braun & Clarke, 2006). 
 
Thematic analysis of the interview and Amnesty’s 
campaign topics identified a rise in racial discrimination 
post-Brexit. Both an issue within Bristol and a pain-point of 
Amnesty, highlighting we must use a culturally diverse 
space. This exercise led to outlining our mission 
statements. 
 
 

 
 
  



// EVIDENCE ANALYSIS & INSIGHTS 
 
Initial hypothesis; TFOA meets Amnesty’s aims, responds 
to our mission statements and fulfils The Bearpit 
Improvement Group’s (2017) vision. 
 
Main insights:  
• Amnesty are always looking for innovative street 

demonstrations to raise awareness and support, as 
although well known, their movements aren’t 
recognised by everyone. 

• There has been a rise in racial discrimination post-
Brexit. 

• Compassion fatigue affects those constantly 
bombarded with negative messages. 

• Projections achieve visual impact. 
• People are drawn to unfamiliar physical objects. 
 
Mission Statements: 
• Through positive statements, inspire members of the 

public to join the Amnesty people power movement. 
• Through our street demonstration, educate the public 

on Amnesty’s achievements in order to gain awareness 
and support. 

• Amnesty’s ethos is a part of all of our lives and we are 
all collectively responsible in the fight for our human 
rights, which is why we are utilising public space to 
bring people together harmoniously. 

 
The Bearpit Improvement Group’s Vision: 
A thriving public space that inspires significant change, 
innovation and social engagement shared within the 
community.  



// IDEATION & PROTOTYPING 
 
When formulating project ideas, we got carried away, 
agreeing an idea without user-centred design evidence 
(Magain, M. 2017). Upon reflection we noticed we 
fortuitously became subjective designers. Resulting in 
returning to the drawing board – an example of ideation 
feedback loops (Baxter & Baxter, 2017). 
 
 

 
 
 
We planned to project onto buildings surrounding The 
Bearpit, however, observational research established 
constraints. Therefore, explored canvas options, which lead 
to the design of the cubes – a feasible, innovative 
alternative.  



// USER TESTING 
 
The final prototype was user tested noting participant 
behaviour to determine design insights and validate 
assumptions (NNGroup, 2017). 
 
User testing aimed to assess: 

• Image/projection quality 
• User understanding/engagement 
• Efficiency of setup/technical deployment 

 
Insights: 

• The process wasn’t seamless – Selfie turn around 
must be 1-2 minutes. 

• User interaction didn’t flow – How could the 
process be coherent? 

• Some users didn’t comprehend the face mosaic – 
Simplify and develop information leaflets. 

 
 

 
 
  



// SUMMARY 
 
The Double Diamond framework (British Design Council, 
2005) allowed challenges to be undertaking iteratively, 
seeing new insights exposed throughout. All design 
decisions were user-centred considering usability, 
practicality and technical requirements. The project’s body 
of evidence included internet-based, qualitative, 
ethnographic, academic, interaction and ideation research 
(UX Mastery, 2017). In conclusion, we were satisfied we 
met the aims of Amnesty and our mission statements, and 
hope our prototype speaks for itself. 
 
 

  
  



  



// PROJECT SUMMARY 
 
The Faces of Amnesty (TFOA) is an interactive street 
projection designed to educate the people of Bristol and 
raise awareness of Amnesty’s achievements. 
 
The project aims to inspire the public to join Amnesty’s 
people power movement by highlighting their 
accomplishments and emphasising that we are collectively 
responsible in the fight for our human rights. We will utilise 
The Bearpit to bring people of all backgrounds and 
ethnicities together harmoniously, chosen for its political 
atmosphere, community feel and central location. 
 
TFOA projection consists of four cubes displaying: 

1. “Amnesty International” - Affiliation with the 
organisation. 

2. Positive statements - For example: “55,000 
prisoners of conscience freed since 1961.” 

3. Selfies taken by members of the public, translated 
into a face mosaic made up of the 55,000. 

4. “#FacesOfAmnesty” - To create media attention, 
raise awareness, educate and reach as many 
people as possible. 

 

// CURRENT SITUATION 
 
Amnesty is a global movement of over 7 million people in 
more than 150 countries, campaigning to fight human 
rights abuse. Informal discussions identified Amnesty is 
well known, though their movements aren’t recognised by 
everyone.  
 



Amnesty’s previous campaigns have successfully created 
awareness and support, resulting in political change. We 
aspire to contribute further awareness, education and 
support for Amnesty as this meets their primary need. 
 

// WHAT PROBLEM ARE WE 
TRYING TO SOLVE? 

 
Compassion fatigue effects people who are constantly 
bombarded with negative messages, which deters as 
opposed to encourage. Conversely, we aim to celebrate 
Amnesty’s accomplishments to enthuse the public. 
 
An Amnesty Fundraising Manager identified a rise in racial 
discrimination post Brexit. In response to this insight, we 
have chosen The Bearpit, which symbolises centrality and 
multi-cultures. 
 

 
 
Some may have little faith that they can contribute to 
political change. We aim to inspire faith in the people power 
movement, engaging the public without the pressure to 
donate. 



// WHO IS THIS GOING 
TO IMPACT? 

 
Amnesty supporters, volunteers, fundraisers, and Bristol’s 
community. The statements will engage the general public 
and those who have contributed to Amnesty will see their 
positive impact. 
 
The interactive element encourages the public to approach 
the street demonstration and become a part of it personally 
by taking a selfie, translating as a visual representation of 
standing united in the fight for our human rights. This 
essential element creates a connection between the public 
and Amnesty’s achievements. 
 

// WHAT ARE THE CONSTRAINTS? 
 
• Protecting the identity of those participating, however, 

the project involves only those who are willing and give 
consent. 

• We may not obtain permission from the council, 
Bearpit Improvement Group and Amnesty in order to 
utilise the public space and Amnesty’s brand. 

• Support required from Amnesty volunteers to provide 
information about the organisation and how to become 
a part of the project. 

• Technology is accessible at a low cost and content 
administration is manageable, however, we are not yet 
familiar with the software.  

• People may not stop for the demonstration, however, 
observational research suggests people are more likely 
to engage with political media in The Bearpit. 



• The weather could be detrimental to the project due to 
electrical technology and reduced members of the 
public willing to stop. 

• Cost of hiring two projectors and obtaining permission 
to borrow Amnesty iPads in attendance of a volunteer. 

 

// WHAT RESOLUTION WILL THE 
FINAL PROTOTYPE BE? 

 
A ‘cereal-box’ model demonstrating the cube projection, 
taking into consideration space, and a technical projection 
of the interactive feature. 
 

// WHAT IS THE SCHEDULE FOR 
THE PROJECT? 

 

 
  



 



// THE FACES OF AMNESTY 
OVERVIEW 

 
The Faces of Amnesty (TFOA) is an interactive street 
projection designed to educate the people of Bristol and 
raise awareness of Amnesty’s achievements. 
 
TFOA projection consists of four cubes displaying: 

1. “Amnesty International” - Affiliation with the 
organisation. 

2. Positive statements - For example: “55,000 
prisoners of conscience freed since 1961.” 

3. Selfies taken by members of the public, translated 
into a face mosaic made up of the 55,000. 

4. “#FacesOfAmnesty” - To create media attention, 
raise awareness, educate and reach as many 
people as possible. 

 

// PROTOTYPE OVERVIEW 
 
In order to design and build a suitable prototype for our 
project, we experimented with a variety of techniques using 
an iterative design process: 
 
• Conceptual sketches - Initial ideas on paper, sharing 

concepts with the group and creating common 
understanding. 

• Photoshop mock-up - Ideas evolved to digitalisation, 
allowing a 3D perspective in vector format.  

• Small-scale model - Progressed to the next level from 
2D to 3D, by creating a tangible small-scale model. 

• Experimenting with imagery - Example imagery 
facilitated discussion through visualisation.  



• Lego model - Established cube ratio through a 3D 
perspective with tangibility.  

• Large-scale cardboard construction - Testing 
construction and materials on a larger scale. 

• Technical prototype - To test projection mapping and 
feasibility of the project before completing the final 
construction. 

• Final prototype - Four realistically sized cubes, one 
projector and projector tower. 

 
 

 
  

//LOW FIDELITY PROTOTYPES 
 

// CONCEPTUAL SKETCHES 
 
In order to gain a shared understanding of our idea, we 
created rough representations of the project that helped us 



to validate concepts early on in the design process. This 
allowed for communication of the team’s shared vision 
from everyone’s perspective, ensuring as a group, we were 
on the same page. 
 
Insights obtained from the initial sketches highlighted that 
four cubes would allow for improved readability and 
content display, than that of three. 
 

 
 

// DIGITIALISED MOCK-UP 
 
The aim of creating conceptual mock-ups in Photoshop 
was to instigate a realistic view of the project interface, 
again exercising visual communication within the group. A 
digital 3D perspective of TFOA added a sense of realism to 
the concept and we were able to assess whether or not the 
aesthetics of the project would be feasible in 3D form. 



Drawing on insights, we felt that the cubes housed the 
content effectively in an innovative way and were ready to 
advance towards physical construction. 
 

 
 

// SMALL-SCALE MODEL 
 
A preliminary, small-scale version of the project was built to 
catch potential problems and promising insights, early on 
in the process. Small paper cubes were assembled to gain 
a better understanding of proportion and scale. The 
feedback gathered from paper prototyping identified that 
the thinner cubes should be half the height of the face 
mosaic cube. 
 
This exercise probed design questions that had not been 
thought of primarily and established that the cube concept 
is feasible and would allow for four individuals to interact 



with the project at any one time, while any number of 
people could view the street demonstration. 
 

 
 

// EXPERIMENTING WITH IMAGERY 
 
Based on feedback acquired from the previous sketches 
and paper models, we rapidly moved on to prototyping the 
face mosaic cube out of cardboard. We did this in order to 
facilitate discussion through use of example imagery. This 
concluded that the interactive face mosaic feature could 
encourage engagement from the target audience and 
potentially create a connection between them and 
Amnesty. 
 

 
 



// LEGO MODEL 
 
Although simplistic, creating TFOA cubes out of Lego 
allowed us to consider cube ratio from a 3D perspective 
with tangibility. This task brought to light our need to 
consider the distance between the cubes and how they 
would be assembled as one. The dynamic Lego pieces 
enabled experimentation, which lead to how the cubes 
would fit together, without detracting from the interface. 
 

 
 

// LARGE SCALE CARDBOARD 
CONSTRUCTION 

 
With key areas mocked up, we moved towards the large-
scale construction of the project interface. Cubes were 
assembled out of recycled cardboard, providing a better 
understanding of the prototype’s scale. Content size, 



readability and accessibility factors were considered 
throughout the process. 
 
This exercise was particularly insightful as questions were 
evoked leading to further discussion, such as: 
 
‘ Is  cardboard a suitable material  for the f inal 
prototype?’ :  We discussed that cardboard is not to the 
professional standard that we wanted to achieve, as it 
lacks durability and looks unsightly. However, working with 
cheap material allowed us to get creative and make 
mistakes, thus representing an iterative approach to 
designing the cube to scale. 
 
‘ Is  50cm x 50cm big enough to capture the eyes 
of our audience?’ :  For the prototype presentation, we 
felt that the size of the cubes should not be smaller than 
that of the cardboard prototype. The cubes need to be large 
enough to capture the eyes of the audience and the text 
should be of an appropriate readable size. 
 
‘Should the cube background be black,  grey or 
white?’ :  Although the background colour is not imperative, 
we discussed that a white background would allow for high 
quality projection imagery. 
 
Although the cardboard material was not up to spec, this 
exercise was beneficial in cementing the group vision for 
the project. We identified that the cube material must be of 
a professional standard and through effective group 
discussion, we agreed that a technical requirements and 
equipment specification document should be created. This 
document is essential as it lists all of the technical 



equipment and resources required to deploy the project 
successfully. 
 

 
 

// TECHNICAL PROTOTYPE 
 
The aim of the technical prototype was to test the projector 
with the single cube before using valuable time and 
resources to assemble the whole project. We experimented 
with projection overlays to assess how the cube material 
worked as a background for the images. 
 
The process: 

• Chose to use foam board, a lightweight and cost 
effective material scaled at 59cm x 59cm, larger 
than the previous prototype. 

• Set up the projector in a darkroom, initiated 
software (Modul8) and positioned the cube for 
testing. 

• Projection mapped test imagery onto two sides of 
the cube due to only having one projector. The 
projection content was manipulated using Modul8 
VJing software, which allowed for real time testing. 
We experimented with various selfies differing in 
size and contrast. 



User testing insights: 
Many factors, including projector-to-cube distance, 
height/angle of projector and environment lighting were 
examined during this process. Experimenting with the 
projector equipment established that technical setup was 
relatively quick and simple.  
 
Whilst user testing, we found that natural light interrupted 
the quality of the projection. Therefore, the environment 
lighting would need to be low for best results.  
 
When a selfie was taken without background consideration, 
the face mosaic overlay looked like a layer of pixels to 
some participants. In response, further selfies were taken 
against a white background to ensure the face mosaic 
overlay was recognisable to all participants. 
 

 

 

// CONCLUSION 
 
We were satisfied with the technical setup and felt 
confident in completing the rest of the prototype. Though 
we could have continued with the face mosaic cube alone, 
it was worthwhile creating the rest of the cubes, in order to 



complete the prototype and give those in attendance an 
accurate representation of our vision. 
 
Initially, we proposed that the final prototype would include 
a ‘cereal-box’ model. We did not anticipate exceeding our 
expectations, thus, our final prototype is more advanced 
than originally intended. 
 

// PRESENTATION & VIVA SESSION 
 
To summarise, we will follow this process on the day: 

• Pin poster to appropriate position on wall. 
• Set up the cubes as desired. 
• Position projector tower housing the projector and 

laptop running the software Modul8. 
• Connect projector and laptop to power outlet via 

extension cable. 
• Secure cables to floor with electrical tape avoiding 

trip hazards. 
• Place warning sign on projection tower. 
• Launch Modul8 on laptop, open Dropbox and 

prepared selfie folder. 
• Test content on the main cube and adjust lighting 

as required. 
• Implement final content slideshow in preparation 

for assessment. 
• Place project information leaflets and trade books 

on table.   



  



//PROJECT SUMMARY 
 
Aim: 
Research and create a prototype to support Amnesty 
International. 
 
Mission Statements: 
Inspire members of the public to join the Amnesty people 
power movement. Educate the public on Amnesty’s 
achievements, in order to gain awareness and support. 
Demonstrate Amnesty’s ethos is a part of all of our lives 
and we are all collectively responsible in the fight for our 
human rights, which is why we are utilising public space to 
bring people together harmoniously. 
 
Insights: 
• Amnesty are constantly in need of awareness and 

support, they’re always looking for innovative street 
demonstrations and, although well-known, their 
movements aren’t recognised by everyone. 

• There has been a rise in racial discrimination post-
Brexit. 

• Compassion fatigue affects those who are constantly 
bombarded with negative messages. 

• Projections provide impact through visuals. 
• People are drawn towards unfamiliar physical objects. 
 
Design Solution: 
The Faces of Amnesty (TFOA) is an interactive street 
projection designed to educate the people of Bristol and 
raise awareness of Amnesty’s achievements, responding to 
the insights creatively. 
 
 



 
 
TFOA projection consists of four cubes displaying: 
 
1. “Amnesty International” – Affiliation. 
2. Positive statements – For example: “55,000 prisoners 

of conscience freed since 1961.” 
3. Selfies taken by members of the public, translated into 

a face mosaic made up of the 55,000. 
4. “#FacesOfAmnesty” – Create media attention, raise 

awareness, educate and reach as many people as 
possible. 

 
Space: 
The Bearpit is a thriving public space that inspires 
significant change, innovation and social engagement 
shared within the community (The Bearpit Improvement 
Group). TFOA will utilise The Bearpit due to its political 
atmosphere, community feel and central location. 
 
Technology: 
Two projectors, projecting onto two sides of the cubes, 
housed within a protective tower. Two laptops running 
Modul8 VJing software, in order to projection map onto the 
cubes. Four iPads used to take selfies, connected to 
Dropbox for transfer to laptops, logged into Amnesty 
International twitter feed. 
 
For further detail, please refer to the project blog: 
https://interactiondesign17.wordpress.com/ 



 


