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SR 2. Dedesigning a social
media app
3. Food for though




A case study on dedesigning a conscious
social media app
Instagram.
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“There are only two
iIndustries that call their
customers ‘users:

llegal drugs and
software.”

Edward Tufte



Social mediais perceived as a source of
happiness today but often leads to stress
and anxiety. And since we end up checking
our phones every 4 minutes, 344 times a day,
digital wellness has become more important
thanever.

| have 2 reasons for my case:
1. BRIEF —

| stumbled across ‘UXPLORER22°

organised by YUJ DESIGN, for which they
had this brief ‘Design for Digital Wellness’

2. COVID LOCKDOWN —

Become flashpoints for conversations
about mental health during COVID-19.

To cover the major use cases and flows
and mention a few edge cases.

Instagram has its design philosophies
as anorg. Not to break through those
philosophies unless necessary.
Essentially, simplicity is the key.

Considering Instagram’s product and
design teams work independently of
Facebook’s parent org.

. This experience should not break or

intervene with the visual social media
ecosystem that Instagramiis.



O

Many young adults
feel anxious and lack
control over how
much time they spend
on Instagram.

*
EXPECTED OUTCOME:

A document highlighting issues along with
suggestions for improvement.

o

Desdesign to cultivate
conscious Social
Media.

1. USERGOALS:

Enjoy quality content on the platform
without feeling guilty.

2. BUSINESS GOALS:

Provide best-suited content and
services, neutralizing Dark Patterns.

Provide best suited
content and services,
neutralising Dark
Patterns.

1.  ConductaUX Audit of Instagram to
evaluate flows in different scenarios and
for different use cases.

2. Develop recommendations toimprove
the digital wellbeing flows and edge
cases.

3. Design & develop test cases for A/B
testing, to increase adoption of a new
feature.



WHATISINIT FOR
INSTAGRAM?

Why is itimportant
for the business to
solve the problem of
users'lack of control
over time spenton
Instagram?

How will it benefit them?

When users felt
that one company,
In particular, was
responsible for
wasted time, users
abandoned that
product.

This will give people a sense of control over the
algorithms that shape their experiences.



GLOSSARY

Common design and

digital wellbeing terms

o1 02 (0] 04
Obligation Nagging Forced Interface
Loop Action Interference
05 06 07 08
Sneaking Dark Hick’s K.L.S.S. (Keep It
Patterns Law Simple, Stupid)
09 10 1 12
Fogg’s FOMSI (Fear of Social Social
Behavior Model Missing Something Approval Reciprocity
Important) (Tit-for-tat)
13 14 1153 16
Bottomless bowls, Instant Nudging Attention
Infinite Feeds, and Interruption Economy
Autoplay
17 18 19 20
Decision Desperate Digital Navigability
Fatigue Choices Boundaries
21 22 23 24
Isolating Phantom Nomophobia Social
Entertainment Buzz Comparison
25 26 27 28
Synthetic Digital Cancel Tik Tok
Urgency Detoxing Culture Famous
29 30 31 32
Dopamine Gamification Scheduling Snapchat
Feedback Loop Rewards Dysmorphia



Mindfulnessis the abillity
to pay attention to what's
he present moment.



Secondary
Research



On average, Thistime adds up
we pick up our to about

| 3 hours
58 times and 15

per day

phones

minutes

* 70% of sessions <2 min Source: blog.rescuetime.com/screen-
*  25% of sessions are two to 10 min time-stats-2018
*  B% of sessions are >10min

67 % |
Oof smartphone users compulsively

check their phone for messages, alerts, or calls -
even when they don't notice their phone ringing or
vibrating.

Source: Udemy In Depth: 2018 Workplace
Distraction Report

43% employees turn off

phone during work hours to cope
with distraction.

2%

feel that a lot of people have a lack of
control when using tech.

> 3 6% millennials

and GenZ say they spend

+ 2 h rS checking their

smartphones during the workday.




PEOPLE'S
RELATIONSH I P WITH Activity Engagement Participtgnts
SOCIAL MEDIA .

; . Checking phones for notifications
I nS|g htS Passively scrolling through social media
Looking at content before sleep
1. People spend more time on Using search engines
digital activities they believe Messaging others ,
h tive tonthei Communicating via calls or emails
ave a'nega ive impact on their Browsing shopping Online
wellbeing, and Dual-screening
. .. Using Social media
2. Spend Iess.tlme on 'd'lgl'[f:ﬂ Being on device during conversations
activities with a positive impact. Watching videos

12
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Research



SETTING ASCENE

14

Problemwe are
researching for

Target age groups

Gender ratio for
research

Occupation of the group s
we wanted to target

Our relationship with interactive
technology has become
increasingly harmful to our
physical and mental health.

16-24 y/o

60:40 (Male : Female)

1. Fresh graduates

2. Highschool and College
Students



CONTEXTUAL
INQUIRY

15

| asked 20 Gen-Z between
the ages of 16 to 24, half in the
Highschool/College Students
and half Fresh graduates.

1. Instagram was the primary app. Every 20 had it
and spent the most time onit daily.

2. Facebook has fallen out of favour, and Instagram
has replaced it to an extent. Has become more
of an organisational tool.

3. Twitter and Reddit have assumed the role of
aggregators and personal curators for heavier
broadcast users.



USAGE VS
USERS

Usage
Categories

Social
Media

Entertainment

Communication

Web
Surfing

Navigation

16

20
Instagram

14
Twitter ‘

20
YouTube

20
WhatsApp

18
Facebook

14
Linkedin

18
Spotify

15
Snapchat

1
Reddit ‘

10
Netflix

Apps presented
are ordered by the
average number
of times per day
spent on app.

Number of
users found this
app using

X

App Name




STATEMENTS

FROMUSERS
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01

“I'll stay on my phone
instead of going to
sleepwhenlintendto.”

02

“| feel like I’'m missing
something important at
work if | don't check my
phone.”

03

“| get distracted when
I'm with my friends and
family.”

04

“l tend to lose track of
time whenI'monmy
phone.”

05 06 o7 08

“lamvery sensitive,and  “Ifeeloverwhelmedby  “lfeelthe needtocheck “Spmething |

after some pointintime,  the amount of unread my phonerightawayif ~ mindlessly click

| feel | want to throw DMs | have.” it vibrates or makes a Instagram without
my phone across the sound.” knowing why.”

room.”

09 10 11 12

“I spend more time “l go to Instagram for “lusedto set timers “It sometimes

on social mediathan| 15min and feel trapped for social media, but it becomes alot to take
would like.” sometimes.” doesn’'t work becausel| andis draining.”

justignore the timer.”

13

“I feel bombarded with
allthese sounds and
noises on Instagram
which weren't
bombarded before.”

14

“I'try to see what |
wanna see by directly
going to my favourite
creator’s feed and
tryingtoignore the
rest.”

15

“When I have exams,

| delete social media
fromtime totime
because | know how
easily | can get sucked
in.”

16

“I see people clicking
pictures of their food
whileit's cold.”



BEHAVIORAL
INSIGHTS
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1. Timing the notification often
determines whether the user
will click onit

2. Often disable the notifications

3. The user doesnt want to
waste time figuring out the
message's urgency.

4. The user gets distracted more
often by social media.

5. The user wants to change their
behavior.

6. Users begin with asingle
intentional interaction followed
by a series of unplanned
interactions.

7. Feels being sucked deeper
into your device. Push
notifications are one of the
biggest culprits.



Define



ARTICULATING
BRAND CHARACTER
OF

20

o

Instagram

Instagram, owned by Facebook’s parent company
Meta, is a visual social media platform that revolves
around photo and video content.

“Give people the power to build
community and bring the world
closer together”.

Celebrating Individuality
Unapologetic And Bold
Effortlessly Cool
Eternally Young

2 billion monthly.

Primary users (on their consumer-facing app)
are everyday people who want to remain digitally
connected to their community.



UNDERSTANDING Instagram Reels, short-form videos that are wildly
P R O D U CT popular with viewers.
PORTFOLIO

Reels
Messenger
Stories
Posts Feed
IGTV
Shops
Filters (AR and standard)
Search and Explore
Live
. Ads

SOONOOAWN S

Someone tagging us

New followers

Bottomless and intermittent news feed
Other people’s stories

Who viewed your story

Someone reacting to your story

Someone going live

Explore feed

Shopping

10. Messaging

1. Filters

12. Postlikes and comments

13. Not getting enough expected rewards (negative)
14. Feeling triggered by someone else’s content
(negative)

CONOOA N

*

Receiving such a variety of stimuli allows us to build patterns
and habits that make us invest in the product on a deeper level.

21



USERSETS

22

Users set fragmentation
onthe basis of

User sets created

Context of use

o AW

“Frequency and duration of
engagement”

. [Passive User] =

[Hyperactive Users] =

While in Office/class
During meeting

While driving or walking
While at home
Concentrating on work



USER PERSONA

23

AASTHA PANDEY

New User
18 y/o, Student
Jaipur

G08.| S Wants to spend G08.| S 1. Shewantstohave
less time staying short breaks in
connected online. between studies.
Doesn’'t want 2. Wantto control her
unnecessary distractions while
distracting working on projects.
notifications. 3. Wantstoseeher

. Wants gentle favorite creator’s
reminders for when he posts and ignore the
spent too much time rest.
scrolling.

Frustratlons Gets distracted Frustratlons 1.  Needtouninstall
during office team social media apps
discussions. during exams.

Needs to turn off his 2. Feels overwhelmed by
phone to get his work the amount of unread
done and focus. DMs.

Findsit difficult to 3. Check her phone right
understand the new away if it vibrates or
feature’s functionality. makes a sound.

. Social media 4. Mindlessly clicks
notifications have him Instagram without
constantly checking knowing why.
her phoneinthe 5. FeelsFOMOifshe
anticipation of work doesn’t check her
related notifications at phone.
home.




MENTAL MODEL

24

extremely confidentin
their own ability to navigate

content thatiseasy to
scan

sensitive to tone

skeptical of the information

They often click
first,and ask questions later

rarely blame themselves

quick to use Google



WHAT DO WE
HOPE FORWHEN
WE CLICK?

25

eg. “OMG | just spent 4 hours on Instagram.”,
is of either

1. Arational choice madeinabad
situation (e.g., “Life sucks let’s
munch and watch cat videos.”)

2. Arational choice made with
amisunderstanding (e.g., ‘|
thought | could spendjust a
few minutes!” or "l thought itd
make me popular and happy!”).

Because of which when Genz felt
that one company, in particular,
was responsible for wasted time,
users abandoned that product.



USER
JOURNEY
MAPPING

26

o o o o
01 02 03 04
Checks update on Scrolls through social Looks up maps for Completesan
phoneright after media while having traficand ETD forwork  OTT series while
waking up breakfast commuting
o o o o
05 06 o7 08
Getsdistracted from Non-work-related Sets up ameeting He got overwelled
notifications during a notificationsleadtoa onthe day’s event with the option while
meeting loss of focus calendar ordering food online
® o o @
09 10 11 12
Constantly checks Messages his friends Books a cab, goes out Browse online to plan
devices in anticipation and hangs outs with to have dinner with and book atrip at the
of notifications his friends to watch a friends to catch up on long weekend
movie what’s happening
o o
13 14
Sets alarms for waking He takes the device
up the next day tobedto catchupon
social media



UX Audit



UXAUDIT Conduct aUX Audit of
Instagram to improve “Time
Spent” flow, supporting digital
wellbeing among digital native.”

To evaluate the severity of
issues, | gave impact scores to
different problems. 3 is the most
severe and 1isless severe.

Assessing Impact

Cosmetic Itis a suggestion
UX Friction Causing frustration or delays
Task Blocker Prevents task completion

Score system for assessing the severity
of usability issues.

28



O1

USER FLOW FROM
THEHOME TO"TIME
SPENT".

29

Highinteraction cost and low discoverability of
“Time spent” tool.

|IA-issue:

Lack of Accelerators, which might increase
speed up the interaction for the native user.

Ul-issue:

It looks too overwhelming/crowded to the user
and might prevent users from completing their

tasks.

« Flexibility and Efficiency of Use
« Match between System and the Real World

« Aesthetic and Minimalist Design

3, Task Blocker

1. Enable frequent users'shortcuts.

2. This willreduce the interaction cost from 4
clicks to 1to view information at a glance.

Increases the discoverability of ‘'Time Spent.’

Improved Microcontent can provide valuable
information and nudge users toward a desired
action.

Design better nudges and place them at the
right location.



( N\ [ )

12:00 P4l 12:00 V4l

e

12:00 P4l

Qv jonmobbin v =

Professional Dashboard N
A ( oom Tools and resources just for businesses.
(=) cna

& Your activity

One place to manage your

. .
activity
Your story  channelnews... bbe nike \ 10 0 7
;‘ Posts Followers  Following We've added more tools for you to review and
reuters : manage your photos, videos, account and

reuters + Original Audio

Jon Mobbin he/she/they/them

activity on Instagram.

All about design Ti
1226 University Drive, Menlo Park, California 94025 @ Slmhe spent’ . | 1 >
ee how much time you usually spend
on Instagram each da
Edit profile g Y
. O Settings Photos and videos
Aditools Insights Contact % View, archive or delete photos and >
@ Archive videos you've shared
) ¢« [Interactions
EI]J Insights g Review and delete likes, comments, and >
your other interactions.
D Your activity .
— Account history
e Review changes you've made to your >
@9 QRcode account since you created it.
[ saved Q Recent searches
Review things you've searched for on >
— Instagram and clear your search history.
~ *— Close Friends
® Ladies and gentlemen! ' ' isi
g : (2 Links you've visited N
Are you ready to shut ﬁ Favorites See which links you've visited recently.
+2  Discover People Archived
[ P @ View and manage content you've >
archived
@ COVID-19 Information Center
- Rerantlv dalatad
\. J .

Lack of Accelerators Lack of Information Scent Low Discoverability High Interaction Cost
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7

12:00 o4l
& Time spent

Time on Instagram

18,

Daily Average
Average time you spent per day using the
Instagram app on this device in the last week

Fri Sat Sun Mon Tue Wed Today

Manage Your Time

Set reminder to take breaks

Schedule a reminder to take regular breaks from
scrolling.

Set daily time limit
Limit the time you spend on Instagram each day by
scheduling a reminder to close the app

Notification Settings

Choose which Instagram notifications to get. You
can also mute push notifications.

Set daily time limit

15 minutes
30 minutes
45 minutes
1 hour

2 hours

@ OO OO0OO

Off

Missing Granular Data

(H
\.

Min. Features and Tools

Time for a break?

Edit Reminder

Not now

Reminder Blindness

Improved Microcontent



HOW MIGHT WE
STATEMENTS

32

o1 02 03 04

How Might We How Might We How Might We How Might We

support and protect help people stay support boundaries decelerate the

people’s focus from focused on asingle between work and Dopamine Feedback

unwanted disruptions?  task? online social life? Loop?

ensure consumptionof  remind people to ensure the users help people break

quality content rather be aware of your understand the new away from endless

than quanhty’? Surroundings Wh||e fe?.ture’s fUnChona“ty Scrolllng and put the|r
they’re on the move? without d|ff|CU|ty? devices down?

09 10 1 12

How Might We How Might We How Might We How Might We

increase the speed of provide the users with set gentle reminders schedule non-urgent

the decision-making maximum relevant for when you've spent notifications to

process for the contentinashorttime?  toomuch time scrolling be delivered only

application users?

aimlessly in a certain
app?

whenyou're ready
toengage in certain
activities, such as
responding to social
media?
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PROBLEM STATEMENT

Many young adults
feel anxious and lack
control over how
much time they spend
on Instagram.

a
b
GOAL

To helpreduce
Instagram'’s "bad"” use
while moderating/
limiting its good use.

SOLUTION

Provide best suited
content and services,
neutralising Dark
Patterns.



THREE LEVELS OF
DESIGN INTERVENTION

O

Giving people more
choices to interact
with information.

34

Designing space for
people to contemplate
their actions.

Finding meaningful
things to measure.



Ul Design



soolution
I8Wpapp is here!

See acomplete picture of your relationship with
Instagram and get tips and tools to help you
achieve your personal sense of digital wellbeing,
added as a concept feature to Instagram through
which users can:

Way'
Dashboa(d

Focus wode

de
gedtime Mo

xions
Juce -‘“‘eﬂup
RedV

cation®

af
o Not!
N\aﬂag

oo 2

Assess and Monitor Your Habits
Set Healthy Boundaries

Pause Distractions

Focus Better

Utilize Self-Control Tools




O1

Time Spent

37

Mapping Time on Instagram

The gradient is one of Instagram’s most
recognizable elements.



& Time spent 3 hrs 41 mins
42 26

Daily screen time target

Ways to disconnect

00.19
Dashboard

Focus Mode

Bedtime Mod i
edtime Mode Set daily screen target

Reduce interruptions

Manage Notifications whis Qiiing

3 hrs 41 mins Take a Break

= o L= ]

Get aquick picture of your Fine-tune your digital habits with Set screen time target and track
relationship with Instagram tips and tools witha progress bar



02

Manage your time spent

Dashboard

The dashboard lets the user see
granular data of time spent on each
offering. (Normal posts, Stories,
IGTV and Reels).

Bringing transparent design whichis
clear about intentions and honest in
actions.

39

=l

< Dashboard

Screen Time

3 hr 3min daily average
1% from ek

Today

Today 3 hr 41 min

Last seven days 21 hr 24 min

@ Reels

1 hours

@ Messenger

54 mins
A

Show all 10 in-app features

Bringing transparency to time
spent on each feature

Discover how much time you've
spent watching Reels videos
today, yesterday, and over the
past week.

Set daily time limit

Custom duration
30 minutes
20 minutes

10 minutes

Reducing ‘Decision Paralysis' by
providing finite options

Breaking down the duration into
limited options will help users set
timers without the burden.
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@® = @® : ® =l ®
< Bedtime Mode < Setaschedule ‘I g @J <o @

Bedtime Mode

Start End

11:00 o 9:00 .

Use sechedule o

Sleep Better

Remind me when it's bedtime

Set a schedule

Sound reduction
Sync with alarm

Finite scroll

Turn on while charging s
~ m -

Time for bed?

You've been watching for 30 minutes.
Take a moment to rest by closing Instagram.

Edit Reminder

Not now

In Control Contextual Adapting Manual Speed Bumps

40
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< Focus Mode & Setaschedule

Focus Mode

Start End

9:00 am 5.00 pm

- Q00000 :
Want to Focus

better? Use sechedule (o)
Set a schedule

Pause Distraction

Turn on Focus Mode

Exceptions
Use a location

Allowed Notifications
Turn on Focus Mode

Not now Allow messages from Use a WiFi

Learn more
Allow calls from

Invisible Until Needed Designed for Personalization Contextual adapting and User
Freedom

4
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Notifications < Notification Settings

Notifications

Reduce Interruptions

Batches

Time to take a break?

Manage Notifications Set a batch
Whew! You just watched

Push Notification Morning @ 293 Reels in
Notification Settings Evening @ 60 minutes.
Night

Take a Break

Look up

Remind me to take a break

Start break now

Not now

Allow for Personalization Notification Batching Improved Microcopy

42



06

Instagram + 4m

Instagram
(Nike): Nike just made a post

L ]
N u d g I I Ig 1hr, 43 mins spent * 13 unlocks today

microsoft.design Tomorrow @Flipgrid launches a series
of new background designs for its camera experience.
These are the fruit of a collaboration with the amazing
people at @YamboStudio. more

#*

Be careful

) Look up
Avoid using your Instagram

while commute. Avoid using your Instagram
while working

Dismiss Not in office?

Not walking?

G googledesign

20 years of greatness have led us here. ...
I Original audio nikebasketball - 2 2 people

» Q o H

System Nudges Contextual Nudges Passive Nudges

43
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In Control

44

Home

0 .
25 Following

Favourite

Giving Control

susidesign

Incognito

| Add account

Privacy and Anonymity
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Try Something New

Looking for
something different?

Get content
recommendations beyond
what you ususally watch.

New to you

Cancel

Invisible Until Needed

45

Try Somthing New

% dezeen

== conceptkicks

ﬁ E%%

G pentagramdesign

|Hhrﬂ=|m.|ukj- W

Real-Time Personalization
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¢ susidesign v

Messaging 2 e

Messages Requests (1)

Wite a message Silent

h Jane Cooper
Searcl Sent brown_kanjars ... 24m

Add post to your story Jenny Wilson

Liked a message . 2h
Jane Cooper
_coop10

Jenny Wilson General

jen
Esther Howard
Esther Howard Liked a message 8h
Esssther

Leslie Alexander
Seen 2h ago

Leslie Alexander
Lesilie

sav

Savannah Nguyen
Sent eplaxia's reel. 2d

Savannah Nguyen
a

Darlene Robertson
Dara23

q Darlene Robertson
Marvin McKinney !& Seen 2h ago
McKinney

. Marvin McKinney
Send to Silent Inbox Reacted & to your messa... 2w
When Silent Messages is turned on, users wont receive a
notification to help reduce interruptions without missing out

Option of Silent Inbox Chunking Messages

46
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Entry points for
new features

1. Designing for Discoverability

2. Designing for Findability

47

Qv N

microsoft.design Tomorrow @Flipgrid launches a series
of new background designs for its camera experience.
These are the fruit of a collaboration with the amazing
people at @YamboStudio. more

=9l ®

® 6 O 6

12:30 .
Instagram

[+

P
&

Time to take a bre

Time to take a break? X

Regular breaks can help you rest. You can
turn on reminders to take breaks when it
makes sense for you

Not now

293 Reels

60 minute

Learn more

G

googledesign

Tl ®

ROF

Start break now Tlme fOI‘ bed" ust made a post
Not now

s spent + 13 unlocks today

You've been watching for 30 minutes.
Take a moment to rest by closing Instagram.

Edit Reminder

Not now

A Q ®&® B @

Want to Focus
better?

® T al ®
& O ®

Turn on Focus Mode

" nike and nikebasketball
Not now

20 years of greatness have led us here. ...

- JOK- 10

Your Story googledesign nike figma

e microsoft.design

Learn more

- Original audio nikebasketball - 2, 2 people

» Q @
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Lk

1. Makean MVP &testit with users.
2. Improve the user flow based on feedback.

3. Improve the Ul based on feedback.

1.

Design & develop test cases for A/B testing
toincrease adoption of a new feature.

Explore new metrics that promote mindful
use and meaningful engagement.

Design better system defaults, clear about
intentions, honest in actions, and free of
dark patterns.

1.

I never knew; that observing an
application closely can be so
enlightening! | could've never guessed
the number of insights I've gathered
&how this experience canbe usedin
future digital products.

| learned how to do Audits and the
difference between Dark Patterns and
Persuasive Patterns.

Documentationis essential in projects.
This one will vary for the respective
designer, but for someone like me,

who canonly doonething atatime. It's
crucial. It keeps my mind clear & focused
onthe workin front of me.



Thanks for stopping by! COPYRIGHT ©2022
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