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ABSTRACT 

With increasingly sophisticated devices connected to increasingly faster networks, the 

current iteration of the Digital Age is more accessible, prevalent, and powerful than ever before; 

it is characterized by a high level of integration between digital networks and actual social, 

cultural, and urban or spatial networks. The ability to quickly and widely share information 

presents unique opportunities and challenges. As these modern technologies and platforms 

become more ubiquitous, the hallmark tension of the science fiction genre, character versus 

technology, is unfolding on a grand scale. Threatening to destabilize societies around the world, 

the rapid proliferation of misinformation on social networks has caused serious harm, especially 

when considering the spread of conspiracy theories and consequential events motivated by its 

spread. Without the adoption of comprehensive guidelines aimed at the suppression of 

misinformation on social networks, contemporary digital technologies will play a large role in 

dismantling widespread cooperation among human beings.  
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EVIDENCE-ORIENTED PLATFORMS: GUIDELINES FOR ADDRESSING 

MISINFORMATION ON SOCIAL NETWORKS 

Introduction 

With increasingly sophisticated devices connected to increasingly faster networks, the 

current iteration of the Digital Age is more accessible, prevalent, and powerful than ever before; 

it is characterized by a high level of integration between digital networks and actual social, 

cultural, and urban or spatial networks. The ability to quickly and widely share information 

presents unique opportunities and challenges. As these modern technologies and platforms 

become more ubiquitous, the hallmark tension of the science fiction genre, character versus 

technology, is unfolding on a grand scale. Threatening to destabilize societies around the world, 

the rapid proliferation of misinformation on social networks has caused serious harm, especially 

when considering the spread of conspiracy theories and consequential events motivated by its 

spread. Without the adoption of comprehensive guidelines aimed at the suppression of 

misinformation on social networks, contemporary digital technologies will play a large role in 

dismantling widespread cooperation among human beings. 

There are several proposals across many disciplines trying to offer solutions to this 

problem. Since this is an interdisciplinary issue related to transnational uses of digital networking 

technology, often national or local social roles and expectations, democratic norms or the lack or 

violation of them, and highly variable human behavior, I believe a creative humanities approach 

can offer valuable insight. Building on research from media studies, the philosophy of 

technology, and business journalism, I will define and propose the evidence-oriented platform 

(EOP) as a powerful example that can be used to develop guidelines aimed at suppressing 

misinformation on social networks. Forensic Architecture (FA), a research agency that publishes 
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detailed investigations on human rights violations, offers a prime example of an EOP. Taking 

into consideration research from the disciplines mentioned, I will analyze one of the most widely 

used social networks in the world, Facebook (FB), and compare it to FA. This analysis will allow 

us to arrive at a clear understanding of what an EOP is and how it can inform a possible solution 

for this increasingly prevalent issue. 

Being in a Digital Environment 

This paper expands on research I completed for an earlier essay. In “The Metaphor of the 

Digital Environment,” I argued that we need to rethink our relationship with digital technology 

by understanding our devices in tandem with the internet as a digital environment (Chun 1). The 

point I was trying to convey was that for us as a society to take injustices such as online bulling, 

fraud, and misinformation seriously, we need to treat the digital environment the same way we 

treat the real world. There must be higher levels of accountability in the digital environment. Our 

“digital footprint” is real and sometimes matters just as much or even more than our interaction 

with the natural environment because digital technology plays by different rules. Joseph A. Cice, 

in an article discussing digital footprints and lifestyle, defines “digital footprint” as “a collection 

of an individual’s online behaviors, including social media, websites, purchases, and/or all a 

person’s other online movements” (Cice 1). Building off Cice’s definition, I consider the digital 

environment to be the digital places where people set foot: social media, websites, online stores, 

etc. However, the digital environment also constitutes users and devices. Comparing the digital 

and natural environments yields key similarities and differences. I want to briefly spend time 

making the comparison between the two in order to introduce key ideas that I will use for my 

analysis of FB and FA. 
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Characteristic of the contemporary phase of digital culture are the widespread similarities 

between the digital and natural environment. They both allow compelling thoughts and ideas to 

form between people and information. For example, if someone wants to get an idea of what a 

destination will be like, they might go to Google Maps and enter Street View to check it out. 

Google’s digital maps and navigation service gives information that tries to accurately reflect 

reality. Another example of reflecting reality within the service is the ability to see real-time 

traffic conditions. These features are all aimed at giving users an accurate idea of where things 

are in the natural environment. In other words, Google Maps simulates the physical world, but it 

is also a digital reproduction and rending of the real everyday world in which we live and move. 

That said, it is important to note the key differences that emerge between the digital and 

natural environment. Sticking to the Google Maps example, it is obvious that the service is not as 

immersive as actually being at the location. The digital experience is confined to the 

specifications of the device you’re using the service on. Furthermore, that device needs to be 

connected to the internet in order to access information. Navigating a road by the ocean on Street 

View is not the same as driving on that road in the natural environment. The screen only offers a 

visual stimulus that doesn’t fully reflect reality or conjure the same feelings and emotions one 

has from being in that natural environment. When you’re driving by the beach in the real world, 

you can feel the ocean breeze and taste the salty mist. The sun rays burn your skin and, if you 

want to, you can park and walk out into the water. It is important to note that these observations 

do not account for people who cannot experience the Google Maps interface or the oceanside 

with all their senses such as those who are visually impaired. The way technology has been 

designed to accommodate for individuals with certain disabilities raises more questions beyond 

the scope of this paper.  
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The largest takeaway from the comparison between the digital and natural is that the 

digital environment has substantial limits when it comes to experience. These limitations drove 

me to explore research from media studies and the philosophy of technology. Academic research 

from media studies begins to break down the unprecedented nature of digital technologies in 

comparison to analog ones. This will be important for our analysis of FB and FA. 

Misinformation is very much about media and its influence on people. Conspiracy theories are 

legitimized by widespread sharing of media forms trying to prove false narratives. Photos, 

videos, and comments by users represent just some of the media forms that are part of the 

legitimizing process. 

Media Studies 

Martin Lister et al., in their book New Media: A Critical Introduction, break down the 

technical process of digital media technologies in comparison to analog ones and clarify an 

important similarity: “the principle of conversion from physical artifact to signal” (Lister et al. 

17). Before digital media technologies became widespread, radio and television broadcast 

transmissions were dominant communication forms. In the case of broadcast media, the physical 

analog properties of image and sound media are converted into wave forms of differing lengths 

and intensities which are encoded as the variable voltage of transmission signals (Lister et al. 

17). Broadcast media was an analog process from start to finish. In comparison, digital media 

technologies “are not converted into another object but into numbers; that is, into abstract 

symbols rather than analogous objects and physical surfaces” (Lister et al. 18). The type of signal 

that physical artifacts are converted into is notably different. The most important implication of 

this difference is that digital media is immediately subject to “the mathematical processes of 

addition, subtraction, multiplication and division through algorithms contained within software” 
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(Lister et al. 18). In comparison to digital media, broadcast media is limited in that it is not so 

easily subjected to these processes.  

In order to understand the substantial difference, consider a broadcast radio program. 

Someone on one end is producing auditory information that can be transmitted to anyone who 

has a radio and is in range of the signal. However, the people listening to the program can only 

interact with the broadcast in a limited way. If a listener wants to have their thoughts 

broadcasted, the radio host would have to allow them to call in and voice themselves. Even when 

this takes place, there can only be a few callers at any given time. For digital media, once 

networks connecting many digital devices are established, there are few limits to the number of 

interactions that can take place between users. More specifically, social networks allow both 

producers and consumers to interact in numerous ways across time. Radio transcended the issue 

of space in that it allowed people to communicate across long distances but there were time 

constraints. Digital technologies can transcend time and space by allowing people to easily and 

rapidly access information whenever they want; it doesn’t matter when or where that information 

was produced and when or where someone wants to access that information.   

Keeping in mind mathematical processes, another important consideration for digital 

media is how easily it can scale and the implications of its ability to scale: how slow or fast 

things can spread. Lister et al. add that “the scale and nature of [digital technologies] are so 

significant that we might well experience it not as a continuation but as a complete break [from 

analog technologies]” (Lister et al. 17). In other words, the scalability of digital technologies and 

platforms define an unprecedented moment in human history. With digital technologies, we have 

never been connected in the way that we are today. Anything that enters the digital environment 

and all the things that the digital environment comprises can spread rapidly. This issue of scale is 
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made more relevant by the fact that people are connecting to increasingly faster and more 

sophisticated devices and networks. For many people in the United States and around the world, 

downloading files from the internet has never been so fast and reliable. This is true for media in 

general, but it is also true for the software that powers our devices. Lister et al. point to the 

importance of this. Since digital technologies exist on such a massive scale, strengths and 

weaknesses of algorithms contained within software deployed to massive user bases can have 

substantial consequences. This will be an important consideration for our analysis of FB and FA. 

Philosophy of Technology 

Tessa Leach in Machine Sensation: Anthropomorphism and “Natural” Interaction with 

Nonhumans analyzes the way that people interact with technology and the problems that arise 

from these interactions. Leach argues that anthropocentric thought poses a significant obstacle 

for understanding our relationship with technology because an effective understanding can only 

be attained by considering the technology itself or what she calls the “nonhuman” perspective 

(Leach 20). Machine Sensation analyzes four unique technology products through the lens of 

object-oriented ontology (OOO), which Leach defines in the following way: 

OOO is a prominent set of theoretical, practical and artistic ideas that have significantly 

influenced the so-called nonhuman turn, a movement in the contemporary humanities 

away from an anthropocentric view of the world and towards foregrounding nonhumans 

and their perspectives. (Leach 10) 

Her work touches on the notion of character versus technology which is defined as the point 

when technology grows beyond its intended use (“What Is”). Leach admits that one of the 

greatest limitations to this approach stems from the solution it proposes: we can never truly 



11 
 

understand what it is like to be a nonhuman. In other words, while OOO prioritizes the 

nonhuman perspective, people who want to follow this approach can never truly detach 

themselves from the human perspective because they are humans. Regardless, OOO is useful in 

that it allows us to approach the nonhuman perspective and effectively address technology’s 

limitations. Perhaps Leach’s most memorable attempt at applying OOO is with a case study of 

Microsoft’s Xbox Kinect. She effectively highlights the anthropomorphic marketing schemes 

that Microsoft implemented, how its marketing led to high expectations, and how the product 

ultimately fell short. 

 Leach makes the distinction between two different sensory worlds: the Kinect-brand and 

the Kinect-artifact (Leach 113). On the brand side is everything that Microsoft promised the 

product to be. The initial goal for the Kinect was to offer a more natural way for gamers to 

interact with the console in comparison to a standard gaming remote. Leach points out how pre-

launch videos by Microsoft were entitled “Behind the eyes of Xbox One Kinect” and “Inside the 

brains of Xbox One Kinect” (Leach 88). She ties these titles to her original argument by stating 

that these names “continue Microsoft’s efforts to anthropomorphize the Kinect-brand and to 

encourage games and users to think of their products as an active, smart participant in creating 

entertaining experiences” (Leach 88). Microsoft’s biggest problem would end up being that the 

Kinect-brand over promised and the Kinect-artifact (the device) under delivered. While the 

device was supposed to make interacting with the Xbox easier by reading the motion of people 

through cameras and sensors, it turned out that these were simply not adequate to capture human 

motion effective There were also issues with the Kinect’s voice command feature that promised 

to allow users to turn on the device by simply commanding it to do so. The feature simply didn’t 

work well: people had a lot of problems getting it to activate. At the time of this writing, 
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Microsoft no longer ships the Kinect with its latest Xbox Series X. Leach sums up the fiasco by 

stating that “anthropomorphizing machines is a powerful method for conveying the utility and 

sophistication of an electronic entity but is often highly misleading” (Leach 100).  

While OOO is a powerful approach for analyzing something like the Xbox Kinect, it isn’t 

clear that it would be effective for analyzing social media. Leach does consider another 

approach, postphenomenology, which claims that “human perception and other intentionalities 

extend through machines” and that “technology must not be considered abstractly, but in terms 

of human-technology relations” (44). This would appear to address the tension of technology 

growing beyond its intended use, i.e., social media has a negative impact on human beings. 

Postphenomenology may also begin to support the argument that the spread of misinformation is 

an extension of human intention; since social network companies are motivated by growth, if 

misinformation increases user engagement and therefore platform growth, then it shouldn’t be 

suppressed. However, abstraction as it is considered by Lister et al. is still important for our 

analysis. Felix Stalder in “Between Democracy and Spectacle” cautions of “new forms of control 

and manipulation” that are “masked by a mere simulation of involvement and participation” 

(242). This is problematic for average users who perceive new modes of communication, such as 

social networks with profiles that are not institutional or commercial, as more authentic (Stalder 

245). Focusing too much on the technology itself (OOO) or human-technology relations (post-

phenomenology) will prohibit us from understanding that abstraction allows for misinformation 

to be accepted and promoted by users. The key takeaway from Machine Sensation for our 

analysis is that we do need to more closely consider the artifacts that constitute a social network, 

including the platform’s brand and the “back-end” as Stalder describes in his text. Considering 

these elements will allows to have a better understanding of our relationship with the platforms. 
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Business in a Digital Environment 

The pioneers of Silicon Valley initially set out to make a positive impact on society. With 

the wide adoption of personal computers and the development of the internet, the networked 

nature of online communication encouraged the development of social network platforms. The 

recent Netflix docudrama The Social Dilemma expands on the issues brought by social networks 

through animation, dramatizations, and interviews. Tristan Harris, the co-founder of the Center 

for Humane Technology and former Google employee, succinctly captures the magnitude of 

Silicon Valley’s influence: “never before in history have 50 designers—20- to 35- year-old white 

guys in California—made decisions that would have an impact on two billion people” (Social 

00:09:15). As Harris articulates this, an animation depicts a pair of white hands attached to 

strings typing away at a keyboard. The strings imply that the typist is being controlled like a 

marionette by something or someone else. I’d argue that this animation is a visual metaphor of 

the influence and power that only a handful of transnational corporations (TNCs) have over both 

groups and individuals that purchase and use their products and the people who make them (their 

employees). The grip that technology executives have over their workforce can be very tight. In 

Silicon Valley, there is a general practice of not speaking negatively about the company or 

leadership one works for. Perhaps companies emphasize the substantial salaries, benefits, and 

amenities they offer to their workers. In return, they ask them to stick to the brand they want 

their companies to display.  

Business Journalism 

Rana Foroohar in her book Don’t Be Evil: How Big Tech Betrayed Its Founding 

Principles and All of Us offers one of the most comprehensive overviews of the business side of 

various technology products and services including social networks. She offers an in-depth 
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analysis of how major TNCs such as Amazon, Apple, Facebook, and Google, often referred to as 

Big Tech, wield their power in problematic ways. Her insights will come in handy for our 

analysis of Facebook because one of the biggest proposals for combatting misinformation on the 

platform is for the company to change its business model (Burt). Furthermore, an understanding 

of the corporate side of the issue will be vital for defining and proposing guidelines. Foroohar 

provides valuable insight for understanding the motives behind platforms like Facebook whose 

business model ultimately encourages driving growth by any means necessary. 

There are notable narratives that make up Silicon Valley’s conscience. By conscience, I 

mean the motivation and drive of company executives. Founders and CEOs of major technology 

companies like Facebook often believe that their missions are noble; therefore, their motives 

shouldn’t be questioned. Foroohar essentially outlines autocratic attitudes that exist among 

Silicon Valley leaders, stating that executives tend to believe that their priorities should “override 

the privacy, civil liberties, and security of others” because “they know best.” In other words, Big 

Tech “should be free to disrupt government, politics, civic society, and law, if those things 

should prove to be inconvenient” (Foroohar). In a 2009 interview with Business Insider, Mark 

Zuckerberg stated that the main directive to Facebook developers and team members at the time 

was to “move fast and break things” (Blodget). On the surface, this statement sounds like the 

motto of an irresponsible child. However, what lies behind the statement is a lot more sinister. It 

is the motto of a careless but powerful executive. Facebook claims their mission is to “give 

people the power to build community and bring the world closer together” (“Our Mission”). 

These words have changed little throughout Facebook’s history. In Zuckerberg’s mind, this 

noble mission gives the company permission to move fast and break things; he believes that his 

product is an antidote to some poison that the world needs. Facebook’s public mission statement 
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essentially serves as a symbolic shield from liability. Foroohar discusses how Big Tech 

executives, including ones at Facebook, have known for years about the risks of their platforms 

“being used by nefarious actors to send users down rabbit holes of propaganda” (Foroohar). 

When Facebook is criticized about this issue, they often respond by saying that they’re simply a 

platform that reflects the wants and desires of people. This counter argument also works as a 

shield from liability. The truth is that all major publicly traded companies have a mission of 

increasing profits year over year. Facebook’s public mission statement is a diversion from the 

truth. Their private mission is based on greed. The way that Facebook increases profits is by 

increasing the platform’s user base as much as possible in order to monetize the data they collect 

from them through the sale of ads on the platform. It doesn’t matter that “connecting the world” 

is worth breaking things. Facebook’s real interests incentivize the development and 

implementation of algorithms that get people going down rabbit holes. Their profit priority also 

incentivizes expanding into as many markets as possible. We will see in our analysis that these 

interests ultimately make the platform dangerous. 

Analyzing Facebook and Forensic Architecture 

I want to begin my analysis by listing the key insights that I have put forth throughout 

this paper: 1) the digital and natural environment are similar in that they both allow compelling 

thoughts and ideas to form between people and information, making the digital environment 

incredibly impactful; 2) digital media is subject to mathematical processes; 3) digital media can 

transcend time and space; 4) algorithms contained within software can be scaled rapidly; 5) we 

can distinguish between two unique sensory worlds, brand and artifact, and identify tensions 

between people and technology; 6) we must consider what a given technology actually is; 7) we 

must consider the true intentions behind the technology and its producers. Given these seven 
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insights, I want to put forth and address two main points of comparison: FA and FB’s motivation 

and how that motivation impacts what they offer. 

Facebook, Inc. is a publicly traded company that maintains the largest social network in 

the world and owns Instagram, WhatsApp, and Oculus VR. It employs over 50,000 people 

(Tankovska). As of 2021, the company has a market capitalization of more than 900 billion 

dollars (Forbes). FA is a university-based research institution that is primarily focused on work 

related to investigations. It has a team of less than 50 people. As different as these two may 

seem, their differences don’t impede our analysis because we are focused on how misinformation 

can be perceived and possibly corrected. The goal is to develop guidelines for fighting 

misinformation that are defined by what I call an evidence-oriented platform or EOP. In a broad 

sense, EOPs are platforms that present information based on evidence. Since Forensic 

Architecture uses evidence to digitally reconstruct events, we can assume that they, to a large 

extent, embody an EOP. As we compare the two, we’ll refine our definition of an evidence-

oriented platform and see how Forensic Architecture could offer valuable approaches for social 

networks. 

An organization’s mission statement is important because, in Facebook’s case, it can 

serve as a symbolic shield that protects their true intentions. As discussed in our review of 

business journalism, Facebook’s private mission is to grow as much as possible in order to 

increase their user base. Facebook’s public mission is to make the world more connected. In 

comparison, Forensic Architecture offers a mandate: “to develop, disseminate, and employ new 

techniques for evidence gathering and presentation in the service of human rights and 

environmental investigations and in support of communities exposed to state violence and 

persecution” (“About Agency”). One could argue that FA’s private mission is to gain recognition 
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as an investigation agency so that they can continue to grow their reputation. But even if that was 

the case, FA’s mandate is clear and focused. They would still be in the business of 

investigations. Facebook’s vague mission of connecting the world allows them to acquire other 

social networks and expand into new markets because the consolidation of services that connect 

people works to fulfill their mission. That said, we can say the evidence-oriented platforms have 

specific, clearly stated goals that firmly guide the work they do.   

Both FA and FB have a presence in the digital environment and work with digital media 

in meaningful ways. Both provide platforms that are about documenting events. Last year, 

Forensic Architecture released a platform that allows people to document instances of police 

brutality. Other investigations that have been conducted by FA involved collecting information 

from social networks, including Facebook, in order to gather evidence and develop a better sense 

of what took place. To reiterate, both FA and FB work with digital technologies and media. 

Considering the importance of event-driven digital media, we can declare one important aspect 

about evidence-oriented platforms: they prioritize the validation of digital media in order to draw 

solid conclusions about events. This validation and presentation of likely conclusions as to how 

real-world events have unfolded whose real world causes and effects have been obscured by 

accident or design is essentially what Forensic Architecture is all about.  

The way each organization is financed begins to explain their motivation. For Facebook, 

a larger user base means there will be more users to get hooked on the platform. Facebook can 

then justify whatever it charges on ads because of its high user engagement. Karen Hao in her 

article “How Facebook got addicted to spreading misinformation” details her interviews with 

Facebook employees assigned to “examine the societal impact of the company’s algorithms” 

(Hao). However, anytime she would bring up the issue of suppressing misinformation, key 
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leaders would redirect her attention to vague efforts by Facebook teams trying to identify AI 

bias. Hao offers her own insights and those of other experts on the issue, stating that “the 

algorithms that underpin Facebook’s business weren’t created to filter out what was false or 

inflammatory; they were designed to make people share and engage with as much content as 

possible by showing them things they were most likely to be outrages or titillated by” (Hao). The 

fact that Facebook is mostly funded by ad revenue is important. Hao summarizes this in the 

following way: “the finer-grained the targeting [of ads], the better the chance of a click, which 

would give advertisers more bang for their buck” (Hao). Facebook collects data in ways that are 

not clear to users in order to enhance their ad business. Forensic Architecture is funded by grants 

and commissioned investigations. There is no expectation that they grow year over year for 

shareholders to become wealthier. FA is motivated to conduct strong work that supports their 

investigations and increases their reputation. Being part of Goldsmiths, University of London, a 

public research institution, there is an expectation that they offer reliable information, especially 

considering the important investigations they conduct. The more reputable the organization 

becomes, the more funding they can receive through academic, human rights, technology, and 

arts grants. FA deliberately states that the institutions and organizations that fund their work 

“exercise no influence over the focus or results of [their] research” (“About Funding”).  All that 

said, evidence-oriented platforms are financed by institutions and organizations that expect 

reliable information from the platform. 
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Screenshot 1. My personal Facebook News Feed with “Friend Requests,” “Your Pages,” and 

“Contacts” edited out (indicated by black boxes). 

Facebook’s primary presentation of information lies in its News Feed, a seemingly 

endless stream of stories, pictures, and updates shared by friends, advertisers, and others. The 

News Feed presents some information generated by a user’s friends. People can post text, 

photos, videos, or a combination of these. Just like friends, advertisers can post various media 

forms. Screenshot 1 features my personal News Feed and shows an example of an advertisement 

from Monday.com. If a link is included in a post, it shows up as a preview of the website that the 

link directs to, as demonstrated in Screenshot 1 for both UC Riverside’s post and Monday.com’s 

advertisement. In addition to friends and advertisers, users can follow public figures, brands, and 

organizations. Organizations include companies, non-profits, new organizations, and institutions, 

including Forensic Architecture. Public figures include musicians, corporate leaders, and 

politicians. Of course, if a user wants to get specific posts from any person or organization they 
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follow, they can go to a person or organization’s timeline. On each of these posts, users can hit 

reaction buttons and comment. Users have a lot of control over how they present information 

through posts, but they do not have much control over how Facebook presents that information 

to their friends, advertisers, or third-party actors. Third-party actors include developers who 

create apps that users can interact with on Facebook.  

Coming back to the point about user engagement, the backend of the News Feed is built 

on algorithms contained within software that handles user data. Facebook’s profit-driven mission 

has motivated them to implement algorithms that make the most out of user data in order to 

increase engagement and present ads about products and services that people may be interested 

in buying. One of the biggest problems with Facebook’s algorithms is that it isn’t clear how they 

process the data. Cathy O’Neil, in Weapons of Math Destruction, offers an in-depth analysis of 

the mathematical processes behind numerous digital technologies. Speaking about Facebook, she 

gives an excellent overview of the problems with how the platform presents news, stating that 

the biggest issue is that what would be the equivalent of clear editorial decisions from formal 

new organizations is an opaque process on Facebook (O’Neil). Another issue is figuring out 

whether the information that users interact with on Facebook is real or not. Since formal news 

organizations like CNN and the New York Times exist on Facebook, any kind of organization 

that wants to seem authentic does this by simply existing on the platform. The thinking goes that 

if legitimate news organizations are on Facebook than all news on Facebook is legitimate. 

Another factor that contributes to a sense of authenticity is that users and their friends interact 

with the content. If information on the platform is engaging enough, regardless of whether it is 

true or false, it can be shared among people repeatedly until it is possible for misinformation to 

become legitimate.  
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One can argue that misinformation is nothing new. Throughout history, dominant media 

formats of the time, whether it be newspapers, radio, television, or social networks, could be 

used to spread misinformation to large groups of people. However, in our highly interconnected 

society, the key issue is that misinformation can spread faster than ever before on platforms that 

are larger than ever before. Facebook is a platform where both legitimate and illegitimate 

information coexist. Information on the platform is subject to mathematical processes in this 

way: when something is shared between users, Facebook’s algorithms might take notice and 

present the information to more people who are alike—a user’s friends or people who have 

similar interests. The spread of misinformation become exponential. Once it spreads and/or other 

people present misinformation in their own words, it exists in various places throughout 

Facebook and even the digital environment. People can access misinformation whenever and 

wherever they want. O’Neil points to a crucial study conducted by one of Facebook’s own 

research team as follows: “Facebook’s algorithms can affect how millions of people feel, and 

those people won’t even know that it’s happening” (O’Neil). Recall the important similarity 

between the digital and natural environment: they both allow compelling thoughts and ideas to 

form between people and information. What people see on Facebook has a real effect on what 

they think and can influence how they behave in the real world. This is especially true when 

people fall into rabbit holes full of misinformation: users come out believing it. While 

Facebook’s brand has been built around “connecting the world,” its product has been used as a 

tool to divide it. We are coming to a point where people can’t agree on basic facts. This paper 

will not explore chaos that has been sowed by misinformation of Facebook, but it is important to 

note that the platform has been accused of playing an important role in serious atrocities, 
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including genocide in Myanmar (Human Rights Council 14). Facebook’s brand is often 

incredibly detached from the artifact which is the platform itself.   

Defining and Proposing Evidence-Oriented Platforms 

 

Screenshot 2. Forensic Architecture’s Police Brutality at the BLM Protests platform.  

 Our analysis thus far has revealed some characteristics of the evidence-oriented 

platforms: 1) they have specific, clearly stated goals that firmly guide the work they do; 2) they 

prioritize the validation of digital media in order to draw solid conclusions about events; 3) they 

are financed by institutions and organizations that expect reliable information. Essentially, EOPs 

prioritize the validation of digital media in order to draw solid conclusions about events. Our 

analysis of Facebook revealed some of the ways that misinformation is legitimized. Processes 

that are unique to digital media such as its subjectivity to mathematics and its ability to transcend 

time and space, allow misinformation to spread rapidly. We have discussed the differences 

between Forensic Architecture’s mission, handling of data, and financing compared to Facebook. 
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FA conducts investigations that use digital technologies to draw evidence-based conclusions. 

Some events that have launched investigations for include the Beirut Port explosion, intentional 

fires in Papua, and police brutality at the Black Lives Matter protests. For the Black Lives Matter 

protests, in addition to investigating instances of police brutality, FA developed a platform for 

people to report their own experiences. Screenshot 2 depicts the starting page of the platform. On 

their website called “Police Brutality at the BLM Protests,” users can view a map of the United 

States dotted with reports (“Police”). Below the map there is a timeline of all the reported events. 

These reports were verified by the team in charge of the investigation. Users can filter the kinds 

of violence committed by police against protestors through a menu on the left. The information 

page about the platforms features chronological updates about what researchers have compiled. 

Forensic Architecture is transparent about their methodology for gathering information. All the 

information they present had to meet certain criteria verifying its accuracy. Other investigations 

conducted by FA follow similar procedures for gathering and verifying information. 

Furthermore, FA includes links to other reports investigating events. FA makes use of several 

digital technologies including digital 3D models and interactive maps. The aim is to reconstruct 

reality in digital environments in an accurate way. With these observations in mind, I put forth 

the final set of guidelines set by evidence-oriented platforms such as Forensic Architecture for 

social networks like Facebook: 

1. Set a very clear and specific mission statement that includes “giving people the power to 

build community” around evidence-oriented information/media 

2. Prioritize hiring people or developing algorithms that validate the accuracy of 

information/media on the platform and contextualize events being represented by that 

information/media 
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3. Adopt a business model or financing structure that includes stakeholders who expect 

reliable information/media across the entire platform rather than information/media that 

simply increases user engagement  

Facebook has on its own started to apply elements of the guidelines suggested here (“Working”). 

However, their business model still motivates the company to allow misinformation to spread. I 

am certain that the technical aspects of these guidelines can be achieved with the resources of a 

company as massive as Facebook. If Forensic Architecture can accurately recreate events using 

publicly available information and a dedicated team, I’m sure that Facebook can. To put it 

another way, Forensic Architecture is proof that Facebook can make their platform better. The 

issue lies in that there isn’t an incentive for them to do so.  

Conclusions 

Even though this paper has identified numerous problems with Facebook, there is an 

important historical reality to consider. Misinformation is nothing new. Even today, broadcast 

transmissions are used to spread misinformation. Of course, when broadcast transmissions were 

new, they were seen as a threat to social stability in similar ways as social networks are seen as 

threats today. While digital technologies and social networks enable the rapid spread of 

misinformation and play a large role in the problem, it is possible for them to also be part of the 

solution. It is entirely possible that Facebook implements algorithms that suppress 

misinformation—algorithms that incorporate the guidelines inspired by evidence-oriented 

platforms. However, time and time again, Facebook has simply chosen not to take responsibility 

over their platform that is designed to increase user engagement. Facebook has expanded into 

foreign markets that they simply do not understand. Their growth driven actions have led to 

instability around the world. 
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In addition to implementing some regulations based off an EOP or something like an 

EOP, we need the public to understand the motivation behind large technology corporations such 

as Facebook. We need a movement: one that promotes awareness and political will. The greatest 

threat to Facebook is a user base that demands responsibility from its leadership. The greatest 

weapon this user base has is to protest Facebook by collectively cutting their usage of the 

platform for a considerable time—enough for Facebook’s value to decline to such a point that 

they must listen and act. Either Facebook will have to change their attitude toward the 

suppression of misinformation or lose most of its value according to metrics such as market 

capitalizations; only by losing that value will they be driven to act. This paper represents my 

attempt to become more aware and to understand the consequences of misinformation. If we do 

not become aware of what is at stake—democracy, stability, the future—Facebook will continue 

its path so long as it believes that its mission is noble and that what it breaks along the way isn’t 

a big deal. It is a big deal, and we need to reconsider our relationship with Big Tech and the 

digital environment. We must work to help more and more people grow the skills to be able to 

identify what if fake from what is real and support the guidelines inspired by evidence-oriented 

platforms. Together and only together will people be able to challenge the unchecked power of 

powerful TNCs.  
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