








Hello!

Please scan this QR code to
watch the videos 1 created for
my pamphlet.

Thank you :)

or click this link:
https://vimeo.com/showcase/12235458?share=copy&fl=sc&fe=Fs
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@@~ This project asks what happens to
+ identity when the self is no longer
authored, but produced by the systems
it exists within. As social media
platforms structure visibility,
interaction, and participation,
identity may not come from intentional
self-expression alone, but from
constant exposure and response to what

is shown.

In that case, is the online self
actually an extension of the IRL self,
or something shaped by the platform
itself? What does it mean to have
multiple accounts? Are these different
versions of me, or just the same self
adjusting to different environments?
And 1T identity is being shaped within
these systems, how much of it is
actually mine?



P oposal

I grew up online. From a
very young age, | was
constantly moving between
different platforms and
devices, YouTube, Tumblr,
Instagram, early fandom
communities, and drawing
apps like Procreate. It’s
hard for me to separate
those experiences from
how 1 grew up at all. The
internet wasn’t something
separate from my life; it
was where | spent a large
part of my time thinking,
making, and connecting. |
would watch videos, draw,
and try to recreate what
I saw online, slowly
developing my own
interests through these
spaces. At the time, it
didn’t feel overwhelming
or negative. It felt
open, exploratory, and
self-directed, like 1
could actively look for
things and build
communities around them.
I didn”t feel like
anything was being
decided for me yet.

A lot of my early sense
of creativity came from
this environment. |
posted drawings, wrote
small stories, and

participated in fandom
spaces where people
shared very specific
interests. Even though
these were digital
spaces, they felt
personal . They shaped how
I understood myself and
how I related to other
people, often through
shared iInterests and slow
discovery rather than
constant exposure.

Ten years later, when 1
look at how my
12-year-old niece engages
with social media, that
experience feels very
different. She uses
platforms like TikTok in
a way where content is
constantly flowing rather
than something she
actively goes out to
find. Instead of



searching for specific
interests, she is placed
into a feed that is
constantly updated and
shaped by algorithmic
systems. The content she
sees is not something she
actively searches for in
the same way I once did.
What stands out to me is
not just the content
itself, but the way it is
structured. There is less
separation between
choosing to engage and
being presented with
content. Seeing this
shift makes me uneasy,
because it suggests that
the conditions of growing
up online have changed
significantly in a
relatively short amount
of time. 1 understand
what she is doing, but I

don’t fully recognize the
environment she i1s doing
it in.

This contrast has led me
to question how identity
is formed within these
changing digital
environments, and whether
the way 1 understood
identity growing up still
applies now. My research
examines how identity is
constructed across
digital and physical
spaces, focusing on how
social media platforms
shape the relationship
between the online self
and the offline (IRL)
self. | am interested in
whether identity remains
something continuous
across these contexts, or
whether 1t becomes
multiplied, taking on
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different forms depending
on the platforms people
inhabit.

Part of this question
also comes from how 1
currently use social
media. | maintain
multiple accounts for
different parts of my
life, including art,
design, personal
expression, and more
anonymous spaces. This
does not feel like
performance in a
deliberate sense, but
more like a way of
organizing and protecting
different aspects of
myself, even if it seems
like a bit much from the
outside. However, I am
also aware that each of
these spaces comes with
different expectations,
audiences, and forms of
visibility. This makes me
wonder whether these
“separate selves” are
actually distinct
identities, or if they
are better understood as
expressions of a
multiplied self shaped by
the environments 1 am
moving through.

This project situates

cont’d.

itself within a broader
investigation of how
platform structures
influence identity,
attention, and social
behavior. It considers
how algorithmic feeds,
visibility systems, and
platform-specific
cultures shape the ways
people present themselves
and understand others.
Platforms such as TikTok,
Instagram, YouTube, and
earlier spaces like
Tumblr and fandom
communities are not
neutral spaces; they
actively structure what
is seen, how it
circulates, and how users
participate within them.
This project draws from
personal reflection,
comparative analysis of



platform environments,
and making as a form of
inquiry of digital
spaces. This includes
visual making such as
creating ASCII art that
can explore identity and
interaction through
social media. It looks at
earlier participatory
internet cultures, where
users actively sought out
communities and content,
alongside contemporary
platforms where content
is increasingly surfaced
automatically. This
comparison allows me to
trace how changes in
platform design affect
creativity,
self-expression, and the
formation of identity
over time.

Ultimately, this research

asks what happens to
identity when the self is
no longer authored, but
increasingly produced by
the systems it exists
within. I don’t think the
answer is fully one or
the other, which is what
makes it difficult, and
worth asking. It
considers how people
navigate these conditions
in their everyday lives,
and whether it is still
possible to distinguish
between an authored self
and a produced one within
these environments.
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Autoethnographic Research:
I will continue using my own experiences online
as a primary site of indujry. This will include
the work 1 have been doing such as free writes,
personal reflections, and specific moments in
my life that helped shape my online identity.
Rather than treating these as subjective, | ~~+
will frame them as autoethnographic data, where
my personal experience becomes a way to analyze
broader patterns around identity and self
presentation online %

+
Ethnographic Research:
Building from my observations of my niece, I |
will shift towards a more structured comparison
between different generations of platform use. --0--
Instead of focusing on her as an individual |
subject, | am interested in comparing the
conditions of use: what I was doing on
platforms like Tumblr at her age versus what
she is doing on TikTok now. This can include
looking closely at moment to moment behavior
(how content is interacted with, shared etc.)
rather than making assumptions. | plan to focus O
on observing and documenting the actual
practices of children on the internet now.

o]o
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Platform Behavior Research:

I will conduct a close analysis of specific
social media platforms (such as TikTok and
Instagram) to understand how their structures
shape identity. This includes examining reward
mechanisms, feed and algorithm logic, and
asking what kinds of self each platform
encourages. +

' ~~+

Designing Alternatives to Social Media:
Moving forward, 1°d like to explore what it
would mean to create a space that operates
differently from current social media
platforms. Rather than attempting to redesign
existing systems, | am interested in creating
smaller scale environments that prioritize
intentionality, authorship, and slower
engagement. The question that is guiding this
is what would a digital space look like iIf it
protected expression rather than optimized it?
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