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Figure 1: Teaser Image. Explain the image.

Abstract

- 100-150 State the problem, Why is it a problem and why is it interesting ? Your solution and achievements. What follows from
your solution? -

Instagram’s design has changed what it means to work as an artist. Sophie Bishop’s (2025) concept of influencer creep describes
this: self-branding, algorithmic optimisation, and performed authenticity have migrated from influencer culture into artistic
labour; increasing pressure to constantly perform visibility and deepening inequalities already present among artists. These
pressures come from specific features of the platform, including engagement-ranked feeds, opaque algorithmic governance, and
monetisation incentives. Because these features are identifiable, they are also changeable in principle. Current research on this
topic mostly describes what Instagram does to artists without asking what a differently built platform would need to do instead.
This paper addresses that gap. It treats Bishop’s three tenets as a framework, mapping each one onto the design choices that
produce it, then evaluates the platforms Cara and Sub to see whether their current features interrupt each pressure, simply
relocate it, or fail to address it at all. The paper’s contribution is a projection, based on these platforms’ present features, of
how they and future alternatives could be developed further to separate creative visibility from algorithmic performance, while
still preserving the discovery and competitive energy that also drive creative growth.
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1. Introduction

Algorithmic feed design on major platforms like Instagram increas-
ingly shape how digital artists create, driving overwhelmingly fast
trend based features, and put on performance pressure. There is
little escaping the echo chambers. What drives creative autonomy
if not algorithms or advertisements? Yes, right— authenticity. In
the ever-evolving landscape of digital technology, user experience
(UX) design and structure plays a crucial role in guiding consumer
behavior. With this paper I want to examine this and the other side
of the canvas, the many developers and what intentions they creator
their user experiences. Digital artists tend to critize and distrust the
recent developemnets of algorithmic developements on app design
structures of big player platforms like Instagram. But what could
be helpful for the digital artist community and what is notinhg and
flagged as actually helping us and what is making the app be either
it leaves them feeling overwhelmed and the pressure to perform
with their work. The question of the paper asks: What do alternative
apps (e.g. Cara and Subs) try differently and with what alternative
intentions do they design and develope their softwares.

Filtering out from the approaches that we’ve already come ac-
cross in big player apps like Instagram, how do they use deceptive
design practices that manipulate users into taking actions they did
not intend to take or would have avoided if they had been fully
informed. Maybe they don’t need to be, and they don’t to be. It’s
about shifting away from what we’ve already learned that works
on our artist community, but rather how desingers and developers
can find a way to improve and alternate. People like Kevin Gal-
las Mayer already developed a concept and I want to see how this
could in future visions can be developed further without taking out
all the fun.

Could there be a future where we decentralize from just Insta-
gram as an app, and turn towards smaller community apps that are
chronological and not heavily algorithmic apps; specificly designed
for a more niche and theme specific purpose? What would be nec-
essary to still keep the engagement fun so people actually use them
to interact with each other and not to either consume or hate on the
content?
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Platform Links

e Cara: https://blog.cara.app/about
e Sub: https://www.subs.tv/?lang=de

Planned Interviews

1. Software engineer who has already developed a platform: Kevin
Gallas Mayer

2. Student developing a fair platform concept: @saraluna.r

3. Content creator using Al: Sophia Becker, @sophia.info

3. Main Content - Name and Structure the Main Content
According to your Paper

3.1. Method

The aim is not to analyze Instagram in isolation, but to identify
what differentiates it from emerging alternatives, and what specif-
ically drives users to stay on it for hours at a time. The method
proceeds in three steps:

1. Review existing research on interface design, distinguishing be-
tween design choices that are known to keep users engaged and
those that do not work well.

2. Use interviews to generate fresh perspectives on app structures
that support more conscious and mindful use, while remaining
enjoyable and practical for artists working on the platform.

3. Identify what would need to change in current platform design
to support that kind of use.

Discussion points (work in progress)

e Judging from critiques developers have already raised, and im-
provements they have already attempted, what features and val-
ues around sharing artwork with others could become more im-
portant for artists in the future, as Al generated content increas-
ingly fills these platforms?

e Should AI generated content on social platforms be flagged, and
if so, how?

o A shift in content format across platforms: long, slow paced films
giving way to shorter series and formats, long YouTube videos
condensing into short podcast snippets, and the broader rise of
short form content such as Reels.

e Whether discovery and community functions can work without
an algorithm. This raises the question of the trade off between
algorithmic and non algorithmic design for newer, sustainable
social platforms: is it chronological ordering itself that limits
discovery, or is discovery more a function of community size,
niche specificity, and social curation, meaning people sharing
work directly, as opposed to heavy virality? Algorithm free does
not necessarily mean discovery free, if community structure can
take over the algorithm’s function.

3.2. Results

WIP A sketch of an app that is Social and community driven, not so
heavily algorithmic, less features that focus on advertizing products
etc.

WIP
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3.3. Discussion

WIP One open question for the discussion section is whether mov-
ing toward more niche platforms would actually reduce the hu-
man drive toward individuality and self-branded artistic personas,
or whether it would do the opposite. Niche apps built around in-
teraction and communication, rather than broad visibility, could
widen the gap between undifferentiated, random content and artis-
tic personas that are deliberately built with a clear purpose. In
other words, removing the pressure to perform for a mass algorithm
might not eliminate the urge toward self-presentation altogether. It
could instead separate artists who use these platforms mainly to
communicate and connect with others from those who continue
producing content without real intention behind it, regardless of
the app’s design. WIP

4. Formatting your paper
4.1. Bullet Points

The following is an example for a bullet points list. The contribu-
tions of this paper are

e my greate archivement number one,
e a second awsome insight,
o and last but not least the third contribution.

4.2. Figures
All graphics should be centered.

If your paper includes images, it is important that they are of
sufficient resolution to be faithfully reproduced.

Instructions from the original conference template (for the ACS
FUB it is not that relevant):

To determine the optimum size (width and height) of an image,
measure the image’s size as it appears in your document (in mil-
limeters), and then multiply those two values by 12. The resulting
values are the optimum x and y resolution, in pixels, of the image.
Image quality will suffer if these guidelines are not followed.

Example 1: An image measures 50 mm by 75 mm when placed
in a document. This image should have a resolution of no less than
600 pixels by 900 pixels in order to be reproduced faithfully.

This is an examplary reference to Figure 3, which shows the in-
credible test image from the Eurogaphics conference.

4.3. Tables

A simple table might look like the following. However there are
several ways to create and layout tables - it is up to you to style a
table up to your liking. This is a reference to Table 1.

4.4. Formulas

In IXTRX it is fairly easy to add mathematical symbols and formulas.
See the following as example [wik19]:
a=bg+r (D)
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Figure 2: Here is a sample figure. All figures must have sensible
captions and must be referenced in the text.

Coll | Col2 Col2 Col3
1 6 87837 787
2 7 78 5415
3 545 778 7507
4 545 18744 7560
5 88 788 6344

Table 1: Here is a sample table. All tables must have sensible cap-
tions and must be referenced in the text.

which is true if @ and b are integers with b # c.

L'=L/1-= (@)

4.5. Footnotes

Please do not use footnotes at all.

4.6. References

References are layouted automatically. Add the needed entry to the
bibtex file and use the citation command to reference the entry.
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Figure 3: Two-column width figure

If you don’t want to mention the author’s name just add the cita-
tion to the end of the sentence [Per85]. You can also cite more than
one references at the same time [GSH18, Per85,SLKD15].

Sometimes you want to refer to the authors name. With this tem-
plate you need to write out the names manually. For more than two
authors you only use the name of the first author and abbrivate the
remaining names with "et al."

An example for more than two authors:

Raul et al. [RRDRO09] thoroughly review the different ap-
proaches for segmentation algorithms. Our problem requires
the segmentation of color images, summarized by Cheng et
al. [CJSWOI].

An example for two authors:

Also aiming for a fragmented aesthetic appeal by transforming
original image data "piecewise", Collomosse and Hall [CHO3] ren-
der from salient image features a cubist version of an input. Simi-
larly, Lai and Rosin [LR13] loosely aim for a cubist appearance by
segmenting an input and by simplifying the segments into constant
colors, while maintaining global structures.

An example for one author:

Artistically, we are inspired by the art of Wehrli [Weh03], who
manually creates image decompositions and rearrangements.

5. Conclusion

Please direct any questions to the production editor in charge of
these proceedings.
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