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Overview

• The project records and visualises individual consumption patterns through 
an interactive consumption map, which is based on location and timeline.

• Demonstrating “Necessary”, “Ambiguity” and “Impulsive” consumption in 
everyday purchasing behaviour.

• Objective: To guide audiences towards critical reflection on consumerism 
and their own behaviour. Presenting personal consumption behaviour 
through data storytelling and visualisation techniques



A/B MANIFESTOS
A/B Manifesto [a] [b]

1 Provides answers Asks questions

2 Narrative of production Narrative of consumption

3 Design for production Design for debate

4 Make us buy Make us think

From the A/B MANIFESTOS list, I chose four sets of words, which related to “buying”,” Consumption”,” 
Reflection”, and” Thinking”; these words are close to purchasing.

One of the ideas which the tutor talked to me about is “Map recording”
1. Record all things I bought, from coming to the UK to now, and calculate whether I have overconsumed.
2. Where and when did I buy these products?
3. What is it?
4. Economic globalisation. (Not adopted)



Inspiration & Context

• Consumerism: The Symbolic 
Significance of Everything We Buy.

• Theoretical underpinnings: 
• Baudrillard (1998): Consumption concerns 

symbols rather than use value
• Dunne & Raby (2013): Critical design poses 

questions rather than providing solutions

• Design inspiration: Interactive mapping 
and data storytelling projects



Concept Development
• Initial concept: Consumption records (static)

• Iteration: Transformed into visual charts and map displays

• Outcome: Integrated with story mode and interactive
narrative to create an immersive experience



Key Features
Interactive Map: Location markers + timeline scrolling Data Cards: Tap points to view 

spending details (items, prices, notes)



Key Features
Icon System: Distinguishes between Necessary / Ambiguity / Impulsive purchases.

Story Mode: Plays the spending journey chronologically, like a ‘film’

Multimedia Integration: Embeds photos, videos, and statistical charts



Proposed Outcomes
• A comprehensive interactive web map 
• Video presentation (Story Mode) 
• Academic contribution: Integrating consumerism critique with data 

storytelling 
• Professional contribution: Exploring how interactive design serves 

social reflection 



Data Collection
• I used an Excel spreadsheet to build the initial GeoJSON data and utilised Claude 

to convert the format.
• Download images and videos from my personal decives and upload it to the 

website to show it.



Challenges & Limitations

• Technical challenges: Reliance on open-source libraries (Leaflet, D3.js) 
and AI (Claude, ChatGPT) code generation

• Data constraints: Limited to personal consumption data with a 
restricted sample size; users cannot upload their own data.

• Design tension: Balancing engaging appeal with academic merit



Next Steps

• Refine interactive effects (animation paths)
• Enhance playability (Not enough now)
• Conduct user testing and gather feedback for improvements
• Incorporate additional data and visual representations into the final 

presentation



Conclusion

• Project Core: Not merely a record of consumption, but a catalyst for 
reflection

• Academic Significance: Validating the potential of critical design 
within a consumerist context

• Professional Significance: Providing a model for future data 
storytelling and interactive design



AI Usage Statement

• In this project, I utilised two AI tools: Claude and ChatGPT.
• Using Claude to create almost all code projects with ChatGPT assistance, including CSS, 

HTML, JavaScript, Geojson



AI Usage Statement

• Claude and ChatGPT also assisted me in making appropriate 
adjustments to the website framework and updated the web pages 
for the final project.
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