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1 Introduction

During my 4-month study period in Hakodate, I have the opportunity to undertake a research project
under the supervision of Mr. Ian Frank. This project delves into a critical question in our modern
society: our passive digital consumption, meaning the way we absorb online content without conscious
effort.

While traditional television limited the content offered to viewers, social media platforms like
YouTube Shorts, Instagram Reels, and especially TikTok, have transformed consumption into a con-
tinuous and infinite flow, driven by recommendation algorithms. These algorithms are designed to
capture and retain our attention, pulling us into an endless scrolling cycle by offering us personalized
content, meticulously tailored to our preferences.

Personally, as a heavy consumer of these formats and having often experienced the ”infinite scroll”
myself, I find this subject highly relevant. It not only reflects a global social phenomenon but also
touches on essential issues such as mental health, time management, and our relationship with tech-
nology.

2 Project Objective

Through this project, I aim to develop an interactive and immersive interface using the Three.js
library, designed to raise awareness and encourage reflection on our digital consumption. The project
will incorporate visual and interactive elements that represent and critique our dependence on social
media and content-driven platforms. My goal is to immerse the user in an experience where they can
navigate through various representations of mental health, the effects of endless social media scrolling,
and the interaction between dopamine and technology use. This experience will be framed within a
game-like scenario, where the user may also be prompted with reflective questions about their own
consumption habits, encouraging personal introspection and engagement.

The ultimate goal is to create a reflection about how algorithms capture and manipulate our
attention, and how this passive consumption can impact our well-being and productivity.

3 Tools

For this project, I have chosen Three.js, a JavaScript library that enables the creation of 3D web
applications. It’s a powerful tool for producing immersive and interactive graphics. Since I've never
used this tool before, this project represents a dual opportunity: not only will I learn to master a new
tool, but it will also become a valuable asset for my portfolio and CV, showcasing my ability to use
modern technologies for real-world projects.

As a multimedia student, I am very interested in creating interactive content, and learning this
tool seems crucial to deepening my skills in this area. It is also an opportunity to address a real-world
problem that affects millions, if not billions, of users worldwide.

The aspect of sharing knowledge (informing, warning, prompting reflection) on such an important
issue seems like a fulfilling and relevant approach to me.


https://threejs.org/
https://threejs.org/

4 Topics Explored

I would like to explore the following topics in my project :
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Mental Health: How does excessive digital consumption affect our well-being?
Time Management: How much time do we spend scrolling, and how does it affect productivity?

Social Media Algorithms: The role of recommendation algorithms in capturing and retaining
user attention.

Human-Technology Interaction: How do screens and algorithms shape our daily interactions
and habits?

Dopamine and Reward Systems: The link between dopamine release and compulsive scrolling
behavior.

Digital Addiction: Exploring how passive consumption can lead to addictive behaviors.

FOMO (Fear of Missing Out): The psychological pressure to stay connected and consume
content.

Cognitive Overload: The effects of being constantly bombarded with information and media.

Virtual Relationships: How online interactions differ from real-world connections.

To do

My main objective is to deliver a functional project by the end of January 2025. To maximize my
chances of success, I will soon prepare a detailed retroplanning, outlining each step of the process and
ensuring efficient time management. This plan will help me stay on track and meet the necessary
milestones as I develop the project.
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