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We are RootBound Design, a team of 
activists, designers, anti-consumerists 
and innovators working to interrupt the 
invisible flow of capitalism and corpo-
rate power within the campus and lo-
cal communities of Madison, Wisconsin 
through our generation of interactive me-
dia. Inspired by the mission of Reverend 
Billy and the Church of Stop Shopping, 
we strive to integrate natural mapping, 
hands-on learning and site specificity 
into everything we do in order to foster 
an organic, unconventional learning ex-
perience that encourages local alterna-
tives to corporate consumerism. 

We aspire to link our brand’s aesthetic 
to the ideals we embody, and thus our 
installations incorporate earth tones, 
simplicity, natural elements, minimal-
istic vibes and a bohemian ambience. 
Our products are user-friendly, user-ac-
cessible and target the senses in order 
to cultivate an innovative approach to 
commercial society, and we hope that 
through our projects we can expand the 
notions of community, life, and imagina-
tion within the Madison area and beyond. 
So, whether you’ve just begun to discov-
er globally, are ready to act locally, or 
are somewhere in between, RootBound 
Design is here for you.
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Former and Potential Clients 

This choice of composition is 
deliberate so as to foster an expe-
rience design that mirrors the pro-
tests that Reverend Billy and the 
Church of Stop Shopping perform 
within corporate settings, “inter-
rupting” the flow of capitalism and 
diverting the consumer’s attention. 
Additionally, while we found the in-
formation architecture of our tutor 
text fascinating primarily due to the 
fact that the cover of the book, fea-
turing a portrait of Bill Talen in pop 
art design, functions ironically and 
satirically as a commentary on the 
nature of commercialized society 
and popular culture, we did not feel 
that this paradoxical structure would 
foster a transparent mission for our 
clients, and thus we opted for a nat-
ural, simplistic aesthetic to more 
appropriately capture our purpose. 
Many of our former clients, includ-
ing Greenpeace, the Sierra Club, the 
World Wildlife Fund, EarthFirst!, the 
National Wildlife Federation, Friends 
of the Earth, the National Geograph-
ic Society and the Rainforest Action 
Network, align with our artistic and 
social standards, and we look for-
ward to collaborating with you in a 
similar manner in order to make a 
difference.

Our tutor text, What Should I Do if Rev-
erend Billy Is in My Store? introduces 
Reverend Billy and the Church of Stop 
Shopping, a unique activist group who 
describe themselves (via their web-
site, www.revbilly.com) as “wild, an-
ti-consumerist gospel shouters and 
Earth-loving urban activists who have 
worked with communities all over the 
world defending community, life and 
imagination.” We are inspired by the 
way in which the tutor text, while heav-
ily text-based and structured in the 
style of a standard autobiography, in-
tersperses a variety of “interruptions” 
throughout the text -- primarily isolat-
ed blocks of gospel/sermon which 
aspire to further Bill Talen’s message 
and mission (think “The Reader Will 
Please Rise”).



Stop Shopping: The Game

Creative Concept of the Game:
One design element of our tutor text that we really wanted to carry over into 
our game was the fact that the user experience of the book gives the user 
the sense that they have been adopted into the Church of Stop Shopping. 
Reverend Billy both informs the reader of what the Church of Stop Shopping 
is and adopts the reader into textual performances by the activist group. We 
translated this overall experience design to our game by providing users with 
a virtual journey that begins with the user acting as an everyday consum-
er from Madison, Wisconsin and converting them into an anti-consumerist 
through the teachings of Reverend Billy. The Church of Stop Shopping pro-
vides a user experience that is grounded in a social rationale that is fairly 
common on a smaller scale within earth-conscious consumers, but Rever-
end Billy’s mission adopts its own persona in its projection of these ideals 
via extravagant performance culture. People get the chance to encounter 
Reverend Billy’s outlandish performance/speech style through conversing 
with him and viewing videos, but also are given logical reasons as to why 
consumerism has the potential to create a negative impact on the world.



We are confident that our game effective-
ly utilizes elements from the CAT design 
framework to accomplish our goals in ex-
perience design. From the technical stand-
point, we have chosen to use ARIS as the 
platform through which our game has been 
created. This benefits our experience de-
sign by placing our users on a virtual map of 
the real world. By sending them to locations 
that exist in reality, our game gives them an 
applicable understanding of how Reverend 
Billy’s anti-consumerist ideals could be im-
plemented not only in the real world, but in 
one’s local area. 

The ARIS platform also affords the ability to 
grant and revoke items and attributes from 
the players. Specifically, our game gives 
and takes away “anti-consumerist” points 
from the users to reflect the metaphorical 
gains and losses we make as humans as 
we strive to abide by our own belief systems. 
The concepts that drive our game are those 
concepts that Reverend Billy uses to struc-
ture his own activist following. The textual 
information provided in our game makes 
claims about consumerism and big corpo-
rations that fall in line with Reverend Bil-
ly’s way of thinking. Through conversations 
and plaques, we inform the players of the 
resources being used up by Americans’ in-
cessant shopping along with the sweatshop 
work that often provides the products that 
Americans love to buy. As for the aesthetic 
design of our game, the look and feel is very 
much like navigating on a GPS. Because the 
look of the map on which the game takes 
place instills a sense of familiarity in users, 
the user experience will provide a more re-
ality-based look and feel.

Stop Shopping: The Game



User Experience
Our information architecture is struc-
tured via the LATCH conceptualization 
due to its organization through location 
and time. We apply virtual site speci-
ficity due to the fact that our game is 
designed in a way that allows the user 
to be virtually located anywhere in the 
world while playing. We chose Madison 
and New York so that the user can gain 
information about Reverend Billy in one 
area of the country where he’s based, 
and then have the ability to go back 
to one’s own location and apply it to a 
personal local space.

Our information design employs a hi-
erarchy of information in that the user 
learns the basics of anti-consumerism 
and then is able to gain more infor-
mation about how you can implement 
those ideas in your own life and loca-
tion. The data of the game serves as 
the landscape of our information de-
sign due to its mapped design, we ap-
ply narratives of time and space vso 
that the user can comprehend that the 
timeline of the game is driven through 
a linear model in that time progress-
es from beginning to end, just as would 
happen in real life, and the user adopts 
the experience that they are virtually 
moving through an interface that mir-
rors reality.

As we designed this game, we also ad-
hered to components of the UX design 
framework to create an experience in 
which the user felt as though they were 
converting to an anti-consumerist life-
style. Our game evokes cognitive, af-
fective, and visceral impacts within our 
users due to the utilization of rationality 
for the purpose of subverting anti-con-
sumerism, in eliciting emotions of intro-
spection and contemplation regarding 
the negative aspects of consumerism, 
and in creating a game that we feel is 
grounded in reality due to its interactive 
and consequence-driven nature.

Our experience design allows for a va-
riety of affordances including feedback 
in the ability to touch and press buttons, 
the ability to zoom in and out, the pres-
ence of notifications when a quest be-
gins and ends, and the implementation 
of natural mapping due to the fact that 
the game is literally set up on a map.



Scholarly Connections

Both Reverend Billy’s activist group and our game reflect Deleuze’s concept of 
societies of control. In contrast to Deleuze’s disciplinary societies in which hu-
mans move through life as complete steps (e.g. completing school, moving to the 
barracks, working in a factory), societies of control continually train and educate 
individuals with no clear beginning or end. Importantly, living a life without shopping 
is portrayed as a continuous learning experience in both the Church of Stop Shop-
ping and in the design of our game. Real life is messy, it is impossible to become 
the perfect anti-consumerist and then move onto the next step in life. As outlined 
throughout Reverend Billy’s book and as played out in our game, individuals give 
into the temptation of consumerism. Even Reverend Billy has not achieved the 
status of a perfect anti-consumerist. At the end of our game, the goal is not to 
become the “ultimate anti-consumerist,” but rather is to leave with a better sense 
of why consumerism negatively impacts the earth and our society, and to move 
forward with an increasing desire to learn more about how they can shop in a way 
that is not harmful to humans and our planet.


