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OVERVIEW

ABSTRACT

We live in an era in which social media newsfeeds 
have become the way many obtain political 
information, and in which this information is 
presented to reach users without severity by 
using impulsive interactions such as likes, emojis 
and shares. These interactions create an illusion 
of involvement and knowledge, because the 
subsequent opinions are based on what the 
computer or smartphone screen tells users to 
do. Sharing and interactions are limited and 
restricted to what social media allows users to 
participate with. These interactions develop 
shallow behaviors and create a one-sided view of 

users’ worlds and an untrustworthy democracy. 
Because of this, engagement with the screen 
is creating a rift between the intention behind 
users’ behaviors and the dissemination of social 
and political information. When social media 
empowers users to read political events, it 
provokes a disconnection from reality, results in 
disseminating information that reinforces bias 
opinions between users, and creates an echo 
chamber of misinformation. This has developed 
into a social media culture where access to 
political messages are everywhere and seen by 
anyone. All of these things are the foundation 
for propagandistic messages. 
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INTRODUCTION

Social media has become both a global meeting 
ground where people can express their opinions, 
gather, and interact with each other via virtual 
communities around the world and has become 
a habitual part of social life by giving people 
the opportunity to share pictures and comments 
in a public space. Social media as a medium 
has created an online culture between people-
users, making it an important social apparatus 
where people can generate their own content. 
Additionally, this digital platform makes 
information and news easy to share with others 
because of its immediacy and widespread use. 
Users identify with political information and believe 
other users will be interested in reading the same 
material. In fact, information on social media has 
empowered mainstream mass media to create an 
illusion of democracy by creating large, unified 

digital communities. For this reason, it is common 
to see overt promotion and propaganda related 
to any social and political problem. This has given 
social media a new role in society, where human-
people-users are heavily relying on it. 

One of the users principally responsible for this 
new role of social media is former president 
of the United States Barack Obama. When he 
ran for president in 2008, he decided to use 
this platform as a strategy because he could 
not afford to visit every state in the country 
(MediaSaucer, “How Obama Won Using Digital 
and Social Media”). By the end of his campaign, 
his influence on social media had increased with 
millions of followers and marked an essential 
step for future presidential candidates. President 
Obama established a new environment that 
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changed the way people thought about and 
accessed politicians. Moreover, due to the intimacy 
of the digital environment, as the social media 
was consumed, it inspired a unique and personal 
relationship with the content. Sensing this, his 
campaign’s aim was to make the people feel close 
to the candidate and his campaign, filling a major 
time and space gap for Obama. 

From that point onward, the infusion of political 
messages into social media has changed the 
way people understand information and has 
even affected important political decisions in the 
United States. On one hand, social media can 
be a democratic platform for the free exchange 
and sharing of political ideology. On the other, 
empowered social media users often share and 

like political propaganda in an echo chamber 
of news that is posted on social media’s walls. 
In other words, the interface design of social 
media has often provided an illusion of equality 
and democracy, but sometimes pushes political 
propaganda that creates a false, one-sided world 
of personal and political values. 

In part, this paper will analyze evidence of how 
political messages in social media create a 
change in the behavior of users by evaluating the 
engagement of screen-based perceptions related 
to political propaganda.



ViSUAL THESIS 
EXPLANATION

The goal of the visual thesis project was to create a 
visual experience combining two different worlds. 
In this experience, the room was completely dark. 
The concept of the real world was presented where 
the audience walked into the room and started 
listening and watching the information that was in 
the projection and on the phones. 

The visual exploration is based on how the 
audience¬ bases their lives around propagandistic 
messages in the media. In the room, there is a 
construction of three panels where a projection of 
political propaganda is displayed from the news, 
riots, and protests. These events represent the 
reality and reactions of people who are against and 
in favor of the propaganda. The narrative used for 
this projection was the reality of the society. When 
people step inside the room where the projection 

is displayed, this action represents that people 
are a part of the reality.

The panels represent the wall of social media, 
where there are three cubes with devices. As 
the people approached the cube they became 
users, where the sides of each cube extend 
around their face and block them from the 
projections around them. On the screen of each 
device are postings from social media such as 
Facebook, Instagram, and Twitter. The users will 
scroll through social media platforms that are 
designed with fake, satirical, and real political 
information. Also, the users are allowed to 
“like” the information that is presented. When 
the information of the propaganda is “liked”, 
it will pop up information that is related to how 
the users interact with it. This reaction can be 



positive or negative. At the end of the scroll is a 
message that will take them to the beginning of 
the social platform and be ready for the next user. 
These cubes represent the echo chamber of how 
the information is caught inside of them. However, 
at the same time. when the users are in front of 
cubes the snippets of the videos are projecting 
behind them. 

At the end of this visual experience, the audience 
wrote their feedback on a slip of paper and put it 
in a ballot box that was designed for this purpose. 
This feedback was used to finish the conclusion 
of this research paper. It was important for the 
audience to share their opinions because the visual 
element created 

a new experience in their minds. Now, this 
audience is more aware of what is happening in 
social media and the creation of propaganda.

Some of the audience members were curious 
about what was inside the cubes. Some of them 
touched the phone and interacted with the 
information that was displayed on the screen. 
Some of them were fascinated by how the 
information was displayed and comprehended 
that social media plays a role in their lives when 
political information is disseminated around 
the platform. The participation of the audience 
was essential to the visual experience because 
most the people who walked inside the room 
expressed that it was a thoughtful and powerful 
project that represents modern society. 

ViSUAL THESIS 
EXPLANATION



INSPIRATION



The purpose of this research was 
to create a visual experience 
related to my written thesis. For 
this reason, the exploration for this 
project was nine weeks. In week 
nine was the final exhibition where 
people could explore and interact 
with this visual experience. 

RESEARCH











The base of my intentions was to 
develop a cube where the user 
could manage the information 
that social media brings to them. I 
explored differents materials such 
as paper, acrylic and wood. 

PROTOTYPES/FIRST BASE









According to the critiques in 
class, the prototypes were 
developed to the point that I 
started to define my concept of 
social media and the users.

PROTOTYPES/SECOND BASE











The advance of exploration helped 
me to determine that my main 
element was to create a cube 
where users could put their faces 
to look at the social media while 
blocking their peripheral vision. 

PROTOTYPES/THIRD BASE

















In this part of the developed 
protopytes I had to take 
two steps back because the 
materials were weak and 
unstable. The develonment of 
this idea turned so that I had to 
build a panel strong enough to 
sustain the cubes and phones.

PROTOTYPES/FOURTH BASE

























The panels and cubes were 
done. In this step, I presented my 
project to my class and accepted 
their critiques. I made the last 
changes for the final exhibition.

PROTOTYPES/FIFTH BASE







This was the last part of 
my project where I had to 
present it as an exhbition. I 
was critqued by my thesis 
committee professors.  

PROTOTYPES/SIXTH BASE











Exhibition day.

PROTOTYPES/SEVENTH BASE













Feedback from users.

PROTOTYPES/EIGHTH BASE





CONCLUSION

In conclusion, this paper presented two case 
studies where the users found different solutions. 
The first case study was based on the past 
presidential election and the differences between 
Obama’s and Trump’s social media strategies. Both 
cases show how social media empowers users and 
politicians to act to in favor or against causes and 
present solutions that affect the United States. 
Social media has been growth in a way that the 
users’ interaction with newsfeeds and posts act as 
propaganda, which in turn creates one-sided or 
even false views. ‘Likes’ are not reflective of truth 
or facts because they are based on the biased 
interpretation of the information that is shared. 

This digital environment is based in the 
expectation of what users believe. The big issue 
with user experience on social media is the ease 

with which users accept content uncritically. 
Users read the content that others publish on 
the platform and believe it, creating assumptions 
that probably are not true. As users create 
propaganda information that is not real, it can 
alter the stability of the platform from a calm 
virtual community to a chaotic virtual community.
The fact that political information on social 
media engages users to focus on their personal 
screen is a factor that is affecting society. This 
effect in social media produces an echo chamber 
where the information is spread and creates 
misinformation, but at the same time creates 
propaganda. Users feel connected with this 
information and feel a desire to use the dynamic 
of liking, sharing, and commenting. This create 
confusion, untrustworthiness, and contradictions 
in the social media environment. 



CONCLUSION

People like to be engaged in social and political 
causes and spread information with marches, 
riots, and protests. But technology has created 
an easy way to gather support and fame 
online, where people are considered the users. 
Users disseminate information by clicking their 
computers or smartphones and believe creating 
shallow interactions is the correct way to argue 
by. These interactions show how users think and 
proceed to any social and political problem or 
circumstance that provoke their desires to like 
any political propaganda on social media. 


