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Module 1
Sustainability & Climate change: 
historical perspective and their 
relationship with Arts
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What is tactical media, memes, remix, subvertising and 
culture jamming? 

How can the above be framed as an artivistic practice?

Can you find exemples of the above‐mentioned digital 
formats that are related to sustainability and climate 
change?

What strategies should be used when creating memes 
or remixes with an artivisitic intent?

Lesson 2

Topic 2
Artivism’s digital 
formats

Essential Questions
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Artivism’s digital formats



ARDES – MODULE 1 – LESSON 2 

SUBVERTISINGCULTURE 
JAMMING 

MEME
REMIX

BRANDALISM
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• Digital manipulation of images can now be 
made with ease, and AI systems have also 
entered the scene.

• These digitally manipulated and produced 
images can then migrate to a wealth of 
other formats and supports.
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http://brandalism.ch/manifesto/
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https://www.youtube.com/watch?v=-iX3nJ6zUBY
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Videogames
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Videogames
• Video games have emerged as an integral facet of 

audiovisual culture.
• Notably, video games have transcended their mere 

entertainment value, assuming the role of a narrative 
medium adept at fostering consciousness and 
instigating transformative initiatives within our tangible 
realm.
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Videogames
• Analogous to their cinematic counterparts, video games 

employ screens and characters as vessels for storytelling 
endeavors. 

• However, the unique attribute that sets video games apart 
lies in their interactive nature, endowing players with 
agency and influence over the unfolding narratives. 

• As active participants, players are confronted with 
decisions whose repercussions permeate the virtual 
scenarios in which they are immersed. Pondering upon the 
hypothetical proposition of salvaging the world, one might 
contemplate whether they would seize such an opportunity 
and act upon it.
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The McDonald's Videogame
"Making money in a corporation like McDonald's is not easy! 
Behind every burger there is a complex process you need to master: from pastures to the 
slaughterhouse, from restaurants to branding. 
You'll discover all the dirty secrets that made us one of the biggest company in the world."
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The Playing for the Planet Alliance was launched on 23 September 2019 at UN Headquarters in New 
York during the UN Secretary‐General’s Climate Action Summit. The initiative is being facilitated by 
UNEP with the support of GRID‐Arendal and Playmob. In joining the Alliance, members have made 
commitments ranging from integrating green activations in games, to reducing their emissions and 
supporting the global environmental agenda.
https://playing4theplanet.org/
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However, gaming technology is also responsible for a very 
significant role in producing quickly outdated consoles and 
accessories, which add to the already increasing pollution.

Therefore, before using one specific medium, we 
should always check its actual footprint, at the 
risk of not contributing to the solution, but 
adding to the problem instead.
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Is online 
artivism 
effective?

1. Digital Divide
2. Weaponization of 

Social Media in Politics
3. Slacktivism and Virtue 

Signaling
4. Passive Interactivity
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Activity 1 ‐ Summary

Name of Activity Setting Aim Time (h)

A1. Create a digital 
artivist project 

Group

Online and Classroom

Create a sustainability 
and climate change 
digital artivist project

4
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Activity 1 ‐ Instructions

Step 1 – Identify a present‐day cause that your whole group can find relatable.

Step 2 – Decide on at least two (eventually more) of the studied formats (meme, remix, etc.). 

Step 3 – Create digital prototypes of several elements within your project. 

Step 4 – Create a strategy for delivering your project to the public, aiming at maximizing its 

impact/effect, while considering possible negative consequences. Be aware of your project’s 

ecological footprint. 

Step 5 – Present your project in class and gather feedback from other groups.
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