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Abstract 
 

 

 

Against a backdrop of young people increasingly using an array of social media platforms for a range of 
social activities, accessed through a variety of devices, this thesis considers the effect of these platforms 
upon the identity performances of young people online.  
 
In order to do so, this thesis proposes a theoretical framework to consider the manner in which user and 
design enmesh to produce unique identity performances. Through the proposed Comic Book Theory, 
this thesis is able to consider how given identity performances are bound to the specific design of the 
platforms, but that the performances are also realised in a unique manner by socio-culturally bound 
users. 
 
From this, a series of interviews were conducted over the course of a year with 9 participants, allowing 
for ongoing discussions around how they engaged with social media and how they presented identity. 
The discussions covered their thoughts and impressions of the platforms, their uses of specific features, 
their social interactions and presentations of identity, the effects of changes in their offline lives upon 
their online interactions, and the devices through which they accessed these platforms. 
 
The findings revealed a range of identity performances by young people across an array of platforms, 
with the participantsΩ ǎǇŜŎƛŦƛŎ ŎƻƴŎŜǊƴǎ ŀƴŘ ƴŜŜŘǎ ǎƘŀǇƛƴƎ Ƙƻǿ ǘƘŜȅ engaged with social media. It was 
also found that the platforms played a role in shaping the identity performances of the young people, 
confining what was possible for them and informing how they approached social interaction on each 
platform. As such, it was noted that identity performances online are nuanced and multi-faceted, and 
therefore that an approach towards identity performances online needs to account for the interplay 
between design and user from which unique and ongoing identity performances emerge.  
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Chapter 1 ς Introduction 
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An introduction to social media ς changes in the field of social media research. 
 

 

 

Given the increasing popularity of social media for young people (Lenhart, 2015), there is a pressing 

need to understand how young people are using social media in their daily lives to act and interact. 

Indeed, there is no denying the increasingly important and ubiquitous role of the internet and of social 

media in the everyday lives of many people today. Social media has quickly become incredibly popular, 

widespread, mundane, and habitual for an increasing number of people (Miller, 2011; Wang et al., 

2015). In its relatively short existence1 the internet has quickly come to serve many broad purposes in 

everyday life, from social interaction and action, to news (Hermida et al., 2012), shopping (Schivinski & 

Dabrowski, 2016), business (Qualman, 2009), politics (Shirky, 2011), and many more growing diverse 

uses (Waltzman & Shen, 2015). Young people in particular access the internet increasingly frequently 

(Lenhart, 2015). Vishwanath (20мрύ ŦƻǊ ŜȄŀƳǇƭŜ ƴƻǘŜǎ ǘƘŀǘ άȅƻǳƴƎ ŀŘǳƭǘǎ ƛƴ ǘƘŜ ¦ΦYΦ ǊŜǇƻǊǘ ŎƘŜŎƪƛƴƎ 

their Facebook feeds 20 times on average each day and spend upwards of 40 hours each month or a 

ǿƘƻƭŜ ǿƻǊƪƛƴƎ ǿŜŜƪ ǳǘƛƭƛȊƛƴƎ ǘƘŜ ǇƭŀǘŦƻǊƳέ ( Vishwanath, 2015, 83). According to 2015 PEW-collected 

data, the vast majority, fully 92% of teens in the US, go online daily, with 24% reporting that they go 

                         
1 The birth of the internet is, like many aspects of digital history, nebulous. Some trace it to Leonard 
YƭŜƛƴǊƻŎƪΩǎ ǿƻǊƪ ƛƴ ǇŀŎƪŜǘ ƴŜǘǿƻǊƪƛƴƎ ƛƴ ǘƘŜ мфслǎ όwǳǘƘŦƛŜƭŘΣ мффрύΣ ǎƻƳŜ ŎǊŜŘƛǘ ¢ƛƳ .ŜǊƴŜǊǎ-[ŜŜΩǎ 
work at CERN in the 1980s (Couldry, 2012), some place it as early as the 1950s with the emergence of 
WANs (wide-ŀǊŜŀ ƴŜǘǿƻǊƪǎύ όDǊƻǘƘ ϧ {ƪŀƴŘƭŜǊΣ нллрύΣ ƻǊ ǘƻ мфсн ǿƛǘƘ WΦ/Φw [ƛŎƪƭƛŘŜǊΩǎ ǿƻǊƪ ŀǘ aL¢ ƻƴ 
ǘƘŜ ΨDŀƭŀŎǘƛŎ bŜǘǿƻǊƪΩ ό[ŜƛƴŜǊ Ŝǘ ŀƭΦΣ нллфΤ [ƛŎƪƭƛŘŜǊ ϧ /ƭŀǊƪΣ мфснύΦ 

 

For the purpose of this paper, we will be discussing the internet from roughly around 2000 onwards, 
when there appears to have been a shift away from the internet as a little used communication option 
to a heavily utilised method of mass communication and interaction. In 1993, only 1% of the information 
sent through two-way telecommunication networks was via the internet. By 2000 this figure was 51%, 
and by 2007, it was placed at more than 97% of all information sent (HIlbert & Lopez, 2011).  

 

This shift towards mass communication via the internet seems in some manner tied to the introduction 
of broadband and of a number of technogical affordances that followed from this (a theme we will 
ǊŜǘǳǊƴ ǘƻ ŘǳǊƛƴƎ ǘƘƛǎ ǘƘŜǎƛǎύΦ IƛƭōŜǊǘ ϧ [ƻǇŜȊ όнлммύ ǇƭŀŎŜ нллл ŀǎ ǘƘŜ ǎǘŀǊǘ ƻŦ ǘƘŜ ΨƛƴǘŜǊƴŜǘ ǊŜǾƻƭǳǘƛƻƴΩ 
ƴƻǘƛƴƎ ǘƘŀǘ άǘƘŜ LƴǘŜǊƴŜǘ ǊŜǾƻƭǳtion began shortly after the year 2000. In only 7 years, the introduction 
ƻŦ ōǊƻŀŘōŀƴŘ LƴǘŜǊƴŜǘ ŜŦŦŜŎǘƛǾŜƭȅ ƳǳƭǘƛǇƭƛŜŘ ǘƘŜ ǿƻǊƭŘΩǎ telecommunication capacity by a factor of 29, 
ŦǊƻƳ нΦн ƻǇǘƛƳŀƭƭȅ ŎƻƳǇǊŜǎǎŜŘ ŜȄŀōȅǘŜǎ ƛƴ нллл ǘƻ ср ƛƴ нллтέ όIƛƭōŜǊǘ ϧ [ƻǇŜȊΣ 2011, 63). 



- 3 - 

ƻƴƭƛƴŜ ΨŀƭƳƻǎǘ ŎƻƴǎǘŀƴǘƭȅΩ ό[ŜƴƘŀǊǘΣ нлмрύΦ LƴŘŜŜŘΣ [ŜƴƘŀǊǘ όнлмрύ ƴƻǘŜǎ ǘƘŀǘ ǘƘŜ ƳŀƧƻǊƛǘȅ ƻŦ ǘŜŜƴǎ 

access the internet several times a day at least, visiting as increasingly diverse range of destinations. 

Only 12% of teens reported accessing the internet just once a day, and 6% reported going online weekly 

rather than daily. This of course is drawn from American figures and potentially only reflects internet 

use in the global north, but there is a growing body of research exploring the use of the internet 

amongst youth from varying socio-cultural backgrounds and geographic locations (Binsahl et al., 2015; 

Ling & Horst, 2011), alongside research which specifically focuses upon how internet use is largely 

effected and shaped by socio-cultural background and exposure to a variety of discourses and media 

narratives (Dyer, 2016). As these spaces are becoming increasingly relied upon in the everyday social 

lives of young people, the ways in which identity and interactions play out must be of crucial interest to 

researchers. 

 

Against this background, this thesis aims to look closely at the effect of social media design upon youth 

performances of identity online. In order to do so, it proposes Comic Book Theory as a theoretical 

framework that positions identity performance as individual negotiations between users and platforms. 

Comic Book Theory, inspired by the works of Goffman (1959), Foucault (1977), Latour (2005), and Barad 

(2003, 2007), unpacks this complex negotiation by looking at the manner in which specific iterations of 

identity performances emerge through the enmeshing of users with platform-specific design features. 

The approach considers not only how identity performances are guided and mediated by aspects of site 

design, but also how these performances are realised and actualised in individual manners by users 

calling upon their understanding of other media texts and their specific socio-cultural experiences in 

order to produce individually realised identity narratives. 
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The premise underlying this research is that to understand identity performances online, there is a need 

to look at how individual users engage with this growing variety of features. Any model that attempts to 

unpack these issues and practises needs to account for the role of the platform in guiding certain action 

and interactions, but also the role of the user as they respond to the platform design, bringing with 

them their own intentions and socio-cultural resources. Comic Book Theory, presented in this thesis, 

suggests that it is through the enmeshing of user and platform design that we can understand identity 

performance. Given the continuing variety in the scope and aims of different social media platforms 

(Zhao et al., 2016), even amongst platforms with seemingly similar features (Pittman & Reich, 2016), this 

research suggests there is a need to account for a range of social media platforms and to look at how 

the specific design features of each platform effect the ways we act and interact online. As well as this 

there is also a need to consider how young users negotiate and understand this growing range of social 

media that is increasingly present in their lives (Boulianne, 2015).  

 

In order to understand how users are negotiating this wide range of social media platforms to present 

social identities, and to act and interact, the Literature Review in chapter 2 will highlight and discuss key 

themes and extant literature around the four key aspects of social interaction online that this research 

aims to account for; namely the role of the user in creating social interactions and identity performances 

on social media, the effects of site design upon how users act and interact, the role of the technology we 

use to access social media on our ability to act and interact, and how we can understand and account for 

the range of social aspects and uses shown in and though social media. From this, this chapter will 

outline the key research questions to be addressed in this thesis.  

 



- 5 - 

Chapter Three will present a theoretical framework through which we can consider identity 

performances online as individual, but deeply complex, negotiations between user and site design. The 

framework draws upon ideas presented in the field of Comic Book Studies (McCloud, 1993) to combine 

a sensibility towards the notion of malleable performative identities proposed by Goffman (1959) with 

an understanding of the need to account for the role of the non-human in social life, presented by 

Latour (2005) and Barad (2003). The resultant theoretical frame of Comic Book Theory is proposed as a 

method to account for the enmeshing of human and non-human to produce online identity 

performances. 

 

Chapter Four discusses the methodological framework utilised in this research to unpacking the identity 

performances of young people across a range of platforms. From this, a series of interviews were 

conducted with 9 participants over the course of a year to examine their individual uses of social media 

and their engagement with the design of the platforms. These were analysed using axial coding to 

gather key themes and ideas emergent from the interviews.  

 

The key themes that emerged from the interviews are detailed in Chapter Five of this thesis. This 

includes discussions with the participants around their unique use of technology, their specific social 

experiences online, and their engagement and negotiation with a range of design features across a 

range of platform to present identity.  

 

Chapter Six details the key findings in regards to a consideration of the identity performance of young 

people online. Discussions include the need to account for a variety of social media platforms, the need 
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to consider a broad range of uses of social media, and the manner in which we can account for the role 

of design in identity.  

 

Finally, this thesis concludes in Chapter 7 by revisiting the research question in light of the analysis and 

discussion. A discussion the of implications of these findings for future research is then provided, 

including a discussion of the implications of the proposed theoretical framework, and a discussion of the 

ethical implications raised in the research. We will begin however with a discussion of how best to 

understand and approach the subject of social media, in turn detailing the scope of the research in 

regards to social interactions online. 
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Chapter 2 - Literature Review 
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2.1. Understanding Social Media - It's Complicated... 
 

 

 

Though it may seem at first glance to be a relatively simple subject, social media hides within its 

increasingly expansive scope a number of complexities for researchers. Questions emerge when 

approaching research around the topic of social media, including exactly how broad an approach 

towards social aspects online the researcher needs to take, exactly what social elements the research 

will consider, and how the researched will define social media. Given that social media has become an 

increasingly ubiquitous (Curran et al., 2016; Kolb & Thach, 2016) part of everyday social life for many 

users (Baym et al., 2004; Miller, 2011), research has been keen to unpack the effects of the many 

aspects of social media upon our actions and interactions (Ariel & Avidar, 2015; Misra et al., 2016). As 

such the subject has attracted a lot of interest from a variety of fields ranging from sociology (Couldry, 

2012; Curran et al., 2016), to psychology (Seidman, 2013), geography (Kitchin, 2013), business studies 

(Safko, 2010), and education (Marsh et al., 2016). Given this broad scope of approaches, there are a 

similarly wide variety of approaches towards understanding, considering, and defining social media. This 

section will detail the scope of this research in regards to social media, discussing the key aspects of 

social media as they pertain to the focus of this research upon the identity performances 

 

Beyond the well-known, and much researched features and practices associated with Facebook and 

Twitter (Haro-de-Rosario et al., 2016; Leung et al., 2015), a growing range of online platforms today 

purposefully attempt to utilise features that encourage varying forms of social interaction between 

users (Dabbagh et al., 2016; Stroud et al., 2016; Zhao et al., 2016) around a range of media content 

(boyd, 2015; Curran et al., 2016). Features such as comment sections and sharing buttons are, for 

instance, increasingly common across a wide array of sites and have been noted for their ability to 

generate social interaction (Bull et al., 2008; Greenhow et al., 2009). Research has also looked at other 
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features that can encourage social interaction, including the up-voting of content (Oster et al., 2015) or 

simple view counters (Lange, 2007; Shamma et al., 2011). The ubiquity and commonality of these 

elements on a wide array of websites potentially blurs the line between dedicated social media 

platforms and sites that contain social elements and that foster an interactive environment around the 

content of that site (Alberto et al., 2015; Canter, 2013).  

 

Given this variety of features that work to encourage social interaction, there is limited agreement 

ŀōƻǳǘ ǿƘŀǘ ŜȄŀŎǘƭȅ Ŏŀƴ ōŜ ŎƻƴǎƛŘŜǊŜŘ ΨǎƻŎƛŀƭ ƳŜŘƛŀΩ ŀƴŘ ǿƘŀǘ ŎŀƴƴƻǘΦ ²Ƙƛƭǎǘ ǇƭŀǘŦƻǊƳǎ ǎǳŎƘ ŀǎ ¢ǿƛǘǘŜǊ 

and Facebook are comfortably accepted as social media, other platforms with social elements are 

nonetheless often excluded from this discussion.  Recent statistical data from PEW (Lenhart, 2015) for 

example collected data on a range of platforms for their expansive survey on internet usage, but chose 

to delineate only seven platforms (Facebook, Twitter, Instagram, Snapchat, Tumblr, Google+ and Vine) 

as social media platforms. This is despite the fact that in amongst the other platforms were popular 

platforms with social elements, such as Pinterest, used by 22% of teens (Lenhart, 2015), discussion 

boards, used by one in six teens, and anonymous sites and apps such as Yik Yak and Ask.FM.  Indeed, 

platforms such as Pinterest have been highlighted for their social elements and the communities that 

emerge around the sharing of content (Hall & Zarro, 2012; Tekobbe, 2013). 

 

Interestingly for this thesis, research has found that even if the social element does not serve as the 

ǎƛǘŜΩǎ ǇǊƛƳŀǊȅ ǇǳǊǇƻǎŜΣ ǘƘŜ ƛƴŎƭǳǎƛƻƴ ƻŦ ǘƘŜǎŜ ƛƴǘŜǊŀŎǘƛǾŜ ŦŜŀǘǳǊŜǎ Ŏŀƴ ƴƻƴŜǘƘŜƭŜǎǎ ŦƻǎǘŜǊ ŀƴ ŀǘǘƛǘǳŘŜ ƻŦ 

social interaction and even of community (Barnes, 2015; Zhao et al., 2016). Manosevitch and Walker 

(2009), for example, in their study of the comment section of two news websites noted that despite 

neither site explicitly encouraging it, there were ongoing social conversations in the comment sections 
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ƻŦ ǘƘŜ ǎƛǘŜǎΣ ǎǳƎƎŜǎǘƛƴƎ άǘƘŀǘ ŎƻƳƳŜƴǘŜǊǎ ŘƛŘ ƴƻǘ ǎƛƳǇƭȅ ΨǇŀǊŀŎƘǳǘŜΩ ƛƴ ŀƴŘ ƭŜŀǾŜ ǘƘŜƛǊ ƻǇƛƴƛƻƴΦ LƴǎǘŜŀŘΣ 

ǘƘŜȅ ŜƴƎŀƎŜŘ ǿƛǘƘ ƻƴŜ ŀƴƻǘƘŜǊ ŀǎ ǿŜƭƭ ŀǎ ǘƘŜ ƛǎǎǳŜ ǳƴŘŜǊ ŘƛǎŎǳǎǎƛƻƴέ όaŀƴƻǎŜǾƛǘŎƘ ϧ ²ŀƭƪŜǊΣ нллфΣ ннύΦ 

This presence of social engagement through comment sections is also confirmed by Canter (2009) who 

ŦƻǳƴŘ άōǳƻȅŀƴǘ ƭŜǾŜƭǎ ƻŦ ƛƴǘŜǊŀŎǘƛǾƛǘȅ ōŜǘǿŜŜƴ ǊŜŀŘŜǊǎ ƛƴ ŎƻƳƳŜƴǘ ǘƘǊŜŀŘǎέ ƛƴ ¦Y ƴŜǿǎǇŀǇŜǊ ŎƻƳƳŜƴǘ 

section (Canter, 2009, 604), and by Barnes (2015) in Australian newspaper comment sections who found 

ǘƘŀǘ Ƴŀƴȅ ŎƻƳƳŜƴǘŜǊǎ ǿŜǊŜ άŀŎǘƛǾŜƭȅ ŦƻǊƳƛƴƎ ŀ ǾƛǊǘǳŀƭ ŎƻƳƳǳƴƛǘȅΣ ŦǳŜƭƭƛƴƎ ǘƘŜƛǊ ƻǿƴ ǎŜƴǎŜ ƻŦ ƛŘŜƴǘƛǘȅ 

through the submission of comments and the dynamic played out through established relationships 

ǿƛǘƘƛƴ ǘƘŀǘ ŎƻƳƳǳƴƛǘȅέ (Barnes, 2015, 823). This sense of community and engagement has even been 

noted in comment sections and platforms that allow anonymity (Coles & West, 2016), strongly 

suggesting that there is a need to broaden approaches to social interactions online beyond just 

Facebook and Twitter alone.  

 

There is also a need to expand understandings of the activities and purposes of users on traditional 

social networking sites (SNS) such as Facebook and Twitter (boyd & Ellison, 2008; Kowert et al., 2016). 

Research suggests that these platforms are not exclusively social and focused on peer-to-peer 

interaction (Kwak et al., 2010; Smock et al., 2011). Indeed, these spaces are increasingly diverse (Zhao et 

al., 2016) and, at the same time, research suggests that many of the traditional criteria that have been 

used to separate SNS from the rest of the Internet are increasingly moot (Ebner et al., 2015). Aspects 

that were once considered essential in separating SNSs from other spaces online (boyd & Ellison, 2008) 

are now questioned, with newer platforms removing the need for public profiles (Heston & Birnholtz, 

2016; Khazaei et al., 2016; McKenzie et al., 2015), or a dedicated list of connections (Heston & Birnholtz, 

2016; McKenzie et al., 2015). Similarly, social platforms are increasingly integrating private messaging 

(Doyle, 2015; Karapanos et al., 2016), meaning the notion of a separation of public and private social 
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spaces that some research has attempted to maintain (Carr & Hayes, 2015) is becoming increasingly 

questionable (Korhan & Ersoy, 2016; Ovens & Morison, 2016; Utz, 2015).  

 

Beyond the blurring of SNS into other forms of social interaction online, it appears there is also an issue 

of synecdoche2 in the existing literature. This can be problematic when attempting to consider the 

nuances of social media as certain aspects may be exclusively foregrounded and generalised from 

(Smock et al., 2011). A number of studies actively conflate social media and SNS, despite the fact that 

SNS traditionally represent a rather specific from of social interaction (Croitoru et al., 2015; Dabbagh et 

al., 2016; Trottier & Lyon, 2012). For example, both Duggan and Brenner (2013) and Yonker et al. (2015) 

shift interchangeably between the use of the term social media and SNS. Hughes et al. (2012) position 

Facebook and Twitter as the key platforms online, and generalise about the entirety of social media 

ŦǊƻƳ ǘƘŜǎŜ ǘǿƻ ǇƭŀǘŦƻǊƳǎΦ {ƛƳƛƭŀǊƭȅΣ 5ŀǾƛǎ όнлмсύ ǎǳƎƎŜǎǘǎ ǘƘŀǘ άǎƻŎƛŀƭ ƳŜŘƛŀ ŀǊŜ ƛƴǘŜǊŀŎǘƛǾŜΣ 

nonanonymous, network-based Internet technologies that allow for the sharing of user-generated 

ŎƻƴǘŜƴǘέ ό5ŀǾƛǎΣ нлмсΣ мотύΦ ²Ƙƛƭǎǘ this is a generally accurate description of how users interact on 

certain SNS such as Facebook and Twitter, this certainly cannot be applied or generalised to all social 

media, especially given the recent resurgence of anonymity in social media (McKenzie et al., 2015) and 

the popularity of platforms such as Reddit and Tumblr that do not require the sharing of personal 

information. Ironically, Davis accredits her own earlier work as justification for this definition of social 

media, citing Davis and Jurgenson (2014). However, the cited Davis and Jurgenson article is not as 

specific as DaviǎΩ нлмс ŘŜŦƛƴƛǘƛƻƴΣ ǿƛǘƘ 5ŀǾƛǎ ŀƴŘ Jurgenson (2014) pointing out that a large number of 

uǎŜǊǎ ǳǎŜ ƳƻǊŜ ǘƘŀƴ ƻƴŜ ǎƻŎƛŀƭ ƳŜŘƛŀ ǇƭŀǘŦƻǊƳΣ ŀƴŘ ŘŜŦƛƴƛƴƎ ǎƻŎƛŀƭ ƳŜŘƛŀ ǘƘǳǎƭȅΥ άōȅ ǎƻŎƛŀƭ ƳŜŘƛŀΣ ǿŜ 

refer to the set of interactive Internet applications which facilitate (collaborative or individual) creation, 

                         
2 Synecdoche refers to the use of a part to refer to the whole, or visa versa - for example, the 

use of óHooverô to refer to all vacuum cleaners 
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curation, consumption, and sharing of user-gŜƴŜǊŀǘŜŘ ŎƻƴǘŜƴǘέ ό5ŀǾƛǎ ϧ WǳǊƎŜƴǎƻƴΣ нлмпΣ пттύΦ ¢Ƙƛǎ 

second definition allows for a wider array of social platforms that does not limit aspects such as 

anonymity (Coles & West, 2016).  It appears, given the growing range and variety of social platforms, 

that not only is there a need to consider an array of platforms when considering social interaction, but 

there is also a need to pay attention to the particularities of that platform rather than generalising the 

scope and shape of social interaction online from SNSs alone. Instead, it must be noted that SNSs 

represent one aspect of social interaction online, and that social experiences are increasingly diverse. It 

is also apparent, given the increased presence of social features on a range of platforms, that SNSs are 

increasingly less of a discrete and wholly distinct category. 

 

Another issue ǿƛǘƘ ŎƻƴǎƛŘŜǊƛƴƎ {b{ǎ ƛƴ ƛǎƻƭŀǘƛƻƴ ƛǎ ǘƘŜ ƴƻǘƛƻƴ ƻŦ ŀ ΨǎƛǘŜΩΦ ¢Ƙƛǎ ƛǎ ƛƴŎǊŜŀǎƛƴƎƭȅ ŦǊŀǳƎƘǘ ƛƴ 

ŘƛƎƛǘŀƭ ǊŜǎŜŀǊŎƘ ŀǎ ƛǘ ƛǎ ƛƴ ǇŀǊǘ ŀ ƘŀƴƎƻǾŜǊ ƻŦ ΨǿŜōǎƛǘŜΩΦ {ƻŎƛŀƭ ƳŜŘƛŀ Ƙƻwever is rapidly moving away 

from the website-only format towards the use of applications or apps (Zhao et al., 2016). Statistics 

suggest that over three quarters of American teens have or have access to smartphones which they use 

to access the internet (Lenhart, 2015). Some of the most popular social media platforms such as 

Snapchat and Yik Yak (Lenhart, 2015) are viewed only in app-based form on mobile.  Equally, sites like 

Twitter and Facebook can be reached on a range of different devices. Given the shift to a range of 

platforms beyond just websites (a trend that looks likely to continue to evolve with the influx of 

augmented and virtual reality), the need to avoid synecdoche, and the various uses of social media 

beyond networking (Smock et al., 2011), this research will eschew the term SNS, and instead continue to 

purposefully utilise the broader umbrella term of social media. 
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As such this thesis aims to purposefully look at a broad array of social platforms and a broad array social 

media online rather than just SNS. Obviously, due to the abundance of easily mineable data from a wide 

audience, Facebook and Twitter currently attract a lot of attention from researchers. Nonetheless this 

research and the implications drawn from it do not match the experiences of many users (Zhao et al. 

2016) for whom social interaction is happening across a range of sites and spaces (Barnes, 2015; Canter, 

2013; Lenhart, 2015). As Carr and IŀȅŜǎ όнлмрύ ƘƛƎƘƭƛƎƘǘΣ ŀ ƴŀǊǊƻǿ ŦƻŎǳǎ άŎƻǳƭŘ ƛƳǇŜŘŜ ǘƘŜƻǊŜǘƛŎŀƭ 

development of social ƳŜŘƛŀ ƳƻǊŜ ōǊƻŀŘƭȅέ ό/ŀǊǊ ϧ IŀȅŜǎΣ нлмрΣ пфύΦ LƴŎǊŜŀǎƛƴƎƭȅ ǘƘŜ ΨǿŜō нΦлΩ 

mentality of user contribution across a range of media spaces has allowed for many diverse spaces and 

platforms to build social community and encourage new forms and models of social interaction (Kowert 

et al., 2016; Zhao et al., 2016). It is clear that with the growth in user interactions across a plethora of 

diverse platforms (Lenhart, 2015) the use of the term SNS as a catch-all is increasingly problematic and 

that findings drawn from one social media platform cannot be applied universally (Katz & Crocker 2015; 

Stroud et al., 2016). Given this, this thesis will provide a theoretical frame capable of examining social 

media and moving beyond a reliance upon the structures and affordances of Facebook and Twitter. 

With the parameters of the notion of social media adopted in the thesis established, this chapter will 

now move on to consider some of the implications of a broader approach towards social media. 

 

The need for a consideration of the specificities and designs of social media platforms. 
 

 

 

Beyond the need to consider a broad range of platforms, there is also a need to consider the specificities 

of each platform and the unique ways in which they may be used. This is aptly highlighted by Stroud et 

al. (2016), who note that across 155 news websites the use of social features such as social media 

buttons, hyperlinks, polls, and comments largely differed. They found little support for any interactive 

ŎƻƴǾŜǊƎŜƴŎŜΣ ƛƴǎǘŜŀŘ ƴƻǘƛƴƎ άƳŀƴȅ ŘƛŦferences in the adoption and use of interactive features based on 
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ƳŜŘƛǳƳ ŀƴŘ ǘŀǊƎŜǘέ ό{ǘǊƻǳŘ Ŝǘ ŀƭΦΣ нлмсΣ оофύΦ 9ǾŜƴ ŀƳƻƴƎǎǘ ǎƛǘŜǎ ǘƘŀǘ ƻǎǘŜƴǎƛōƭȅ ǎƘŀǊŜ ǘƘŜ ǎŀƳŜ 

purpose of sharing news, Stroud et al. (2016) noted that the context of the site plays a large part in how 

users engage with these features, suggesting that merely noting the presence of these features is not 

enough to understand how they are being used to socially act and interact. Given the noted effect of 

context upon the use of media features this thesis will attempt to look at how features are utilised and 

used in context, paying attention to the use of features from one site to the next rather than assuming 

that specific media elements alone will create and foster similar uses across a range of contexts. 

 

¢Ƙƛǎ Ŏŀƴ ōŜ ŦǳǊǘƘŜǊ ƘƛƎƘƭƛƎƘǘŜŘ ōȅ ƭƛǘŜǊŀǘǳǊŜ ǘƘŀǘ ŦƻŎǳǎŜǎ ǳǇƻƴ ŎŀǎŜǎ ƻŦ ΨǘǊƻƭƭƛƴƎΩΣ ŀƴǘƛ-social, and uncivil 

behaviour online, which research suggests may be more prevalent in certain contexts, such as sites and 

platforms that offer anonymity (Coles & West, 2016; Dyer 2016; Massanari, 2015). Rowe (2015) for 

example looked at the comment section of the Washington Post which allows users to post 

anonymously, and compared the comments to those left on the Washington PostΩǎ CŀŎŜōƻƻƪ ǎƛǘŜ ǿƘŜǊŜ 

users had to use personal Facebook accounts to leave a comment. Rowe found that the Washington 

Post website had far more incivility and impoliteness as well as a greater likelihood for purposefully 

directed hurtful comments than the Facebook page. Similar findings have been found by other 

researchers (Cho & Acquisti, 2013; Hille & Bakker, 2014; Van der Nagel & Firth, 2015). It appears then 

that interactive affordances, such as comment sections, are not used in uniform manners. Context, it 

seems, matters.  

 

Given this, other researchers have begun to question the treatment of a vast range of social media 

platforms as analogous entities simply due to a commonality of features (see Dewing, 2010; Madden et 

al., 2013). Others have now begun to highlight that many unique factors and contexts can affect the 
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ways in which users engage with features (Dyer, 2015; Kowert et al., 2016; Stroud et al., 2016). Katz and 

Crocker (2015) make the key point that researchers should be careful to contextualise the use of 

features such as the ability to take and post selfies. In the results of their survey conducted into the 

ǎǳōƧŜŎǘ ƻŦ ǎŜƭŦƛŜǎ ǘƘŜƴ ƴƻǘŜŘ ǘƘŀǘΥ άǿƘŜƴ ƛǘ ŎŀƳŜ ǘƻ ǎŜƭŦƛŜǎΣ ǘƘŜ ǳǎŜǊǎ ǘƘŀǘ ǿŜ ƛƴǘŜǊǾƛŜǿŜŘ ǎǳƎƎŜǎǘŜŘ ǘƘŀǘ 

they viewed selfies generated via Snapchat differently than ones published on more public platforms or 

ǎŀǾŜŘ ƻƴǘƻ ƳƻōƛƭŜ ŎƻƳƳǳƴƛŎŀǘƛƻƴ ŘŜǾƛŎŜǎέ όYŀǘȊ ϧ /ǊƻŎƪŜǊ нлмрΣ тύΦ Lǘ ǿƻǳƭŘ ŀǇǇŜŀǊ ǘƘŜǊŜŦƻǊŜ ǘƘŀǘ 

focusing upon the affordances offered is not nearly enough to understand the platform, there is also a 

need to consider the use of those affordances on a platform-by-platform basis in relation to the 

individual user as well as the intended audience. In the case of Katz and /ǊƻŎƪŜǊΩǎ όнлмрύ ŦƛƴŘƛƴƎǎΣ ǘƘŜȅ 

noted that: 

άǊŀǘƘŜǊ ǘƘŀƴ ōŜƛƴƎ ŀ ǎƛƴƎƭŜ ǇƘŜƴƻƳŜƴƻƴ ǿƛǘƘ ŀ ǎƛngular purpose of engagement, we found that 

the selfie category encompasses a range of use and intention. The platforms, subject matter, and 

ŀǳŘƛŜƴŎŜ ŀƭƭ ƛƳǇŀŎǘ Ƙƻǿ ǳǎŜǊǎ ŜƴƎŀƎŜ ǿƛǘƘ ǎŜƭŦƛŜǎ ŀƴŘ ǘƘŜ ǊŜŀǎƻƴǎ ŦƻǊ ǘŀƪƛƴƎ ǘƘŜƳέ (Katz & 

Crocker 2015, 10). 

 

My own research in this area (Dyer, 2015) highlights the need to consider the specificities of the 

platform, noting that despite Facebook and Twitter sharing many similar features, a number of factors 

such as the differences in how these platforms framed the reasons for socially interacting affected how 

users interacted, who they interacted with, and how they presented their identities. Similarly, Duguay 

(2016) looked at the differences in use between Vine and Instagram for queer women, noting that 

despite both platforms ostensibly involving the sharing of visual data, the types of interactions varied, 

with Vine interactions showing creativity and Instagram interactions revolving around expressions of 

beauty and femininity.  Though both platforms revolved around the sharing of visual data, as Kunze 
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(2014) notes, Vine allows more creative control and editing, which in turn impacts how users approach 

conceptualizing and sharing visual data.  Researchers from a variety of fields are increasingly considering 

how design may affect our actions online (Bowler et al., 2015; Karimov et al., 2011).  Kowert et al. (2016) 

ƛƴ ǇŀǊǘƛŎǳƭŀǊ ƛǎǎǳŜǎ ŀ Ŏŀƭƭ ǘƻ ǊŜǎŜŀǊŎƘŜǊǎ ǘƻ άŎƻƴǎƛŘŜǊ ǘƘŜ ƛŘƛƻǎȅƴŎǊŀǎƛŜǎ ƻŦ ǘƘŜǎŜ ŘƛŦŦŜǊŜƴǘ ǎƻŎƛŀƭ 

platforms, particularly when one is discussing any potential positive or negative impacts they may have 

ƻƴ ƛƴŘƛǾƛŘǳŀƭǎέ όYƻǿŜǊǘ Ŝǘ ŀƭΦΣ нлмсΥ оύΦ ¢ƘŜȅ Ǝƻ ƻƴ ǘƻ ƘƛƎƘƭƛƎƘǘ ǘƘŀǘΥ 

άŀƭǘƘƻǳƎƘ ǘƘŜȅ όǎƻŎƛŀƭ ƳŜŘƛŀ ǇƭŀǘŦƻǊƳǎύ ŀƭƭ ǇǊƻǾƛŘŜ ŀ ōŀǎƛǎ ŦƻǊ ǇǊƻƳƻǘƛƴƎ ƛƴǘŜǊŀŎǘƛƻƴ ōŜǘǿŜŜƴ 

users via the Internet, their social utilities, or more specifically their key features and ability to 

connect users and provide a sense of social connectedness, vary widely. Recognising the unique 

characteristics of different mediated, social spaces is key to understanding what role these 

different social services play in our everyday lives, how they are utilized, and what social impact 

όƛŦ ŀƴȅύ ǘƘŜȅ Ƴŀȅ ƘŀǾŜ ƻƴ ǳǎŜǊǎ ƻǾŜǊ ǘƛƳŜέ (Kowert et al., 2016, 5).  

 

It is this call for contextualisation issued by Kowert et al. (2016) that this thesis therefore aims to 

provide, not only focusing on a wide range of platforms, but also considering the specificities of design 

within those platforms. The approach therefore needs to be both broad and specific. Research suggests 

that even simple differences between platforms may result in different manifestations of identity, 

different forms of social interaction and action, and changes in how the user negotiates and 

understands these spaces (Stroud et al., 2016). Given that research shows that the same features can be 

used in different ways across different sites (Hille & Bakker, 2014; Stroud et al., 2016), assuming that 

patterns and styles of use for features used on Facebook and Twitter will correspond to other platforms 

appears problematic.  Given this, this chapter will now move on to look at the role of social media in the 

lives of young people. 
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2.2. Social Media and young adult identity. why youth <3 social media. 
 

 

 

Whilst we have considered what social media is, it is worth considering more specifically what it 

represents to young people. Recent data shows a significant growth in social media use over the last 

decade, with only 8% of Americans using any type of social media in 2005 compared to fully 90% of 18-

29 year olds in 2015 (Perrin, 2015). Data suggest that young people are vital to this growth (Boulianne, 

нлмрΤ IŜǊǊƛƴƎ ϧ YŀǇƛŘȊƛŎΣ нлмрύ ŀƴŘ ǘƘŀǘ άǘƘƻǎŜ ŀƎŜǎ му ǘƻ нф ƘŀǾŜ ŀƭǿŀȅǎ ōŜŜƴ ǘƘŜ Ƴƻǎǘ ƭƛƪŜƭȅ ǳǎŜǊǎ ƻŦ 

ǎƻŎƛŀƭ ƳŜŘƛŀ ōȅ ŀ ŎƻƴǎƛŘŜǊŀōƭŜ ƳŀǊƎƛƴέ όtŜǊǊƛƴΣ нлмрΣ пύΦ Indeed, it appears that these platforms form an 

increasingly important element in the daily social lives of young people (Fardouly et al., 2015) with a 

ǊŜǇƻǊǘŜŘ фн҈ ƻŦ ȅƻǳƴƎ ǇŜƻǇƭŜ ŀŎŎŜǎǎƛƴƎ ǘƘŜ ƛƴǘŜǊƴŜǘ Řŀƛƭȅ ό[ŜƴƘŀǊǘΣ нлмрύΣ ƳŜŀƴƛƴƎ άǘŜŜƴǎ ǾƛǊǘǳŀƭƭȅ 

always have a digital device at their fingeǊǘƛǇǎέ ό²ŀǊǘŜƭƭŀ Ŝǘ ŀƭΦΣ нлмсΣ моύΦ ! ǊŜŎŜƴǘ L5/ ǊŜǇƻǊǘ όнлмоύ 

found that 89% of 18-24 year olds check their device within the first 15 minutes of waking up. 

Importantly it appears to be a wide array of platforms that form part of daily social life for young people 

(Absar et al., 2015; Hodkinson, 2015) with 71% of teens reported as using more than one platform 

ό[ŜƴƘŀǊǘΣ нлмрύΦ Lǘ ƛǎ ǎǳƎƎŜǎǘŜŘ ǘƘŀǘ ƛǘ ƛǎ ƛƳǇƻǊǘŀƴǘ άǘƻ ǎǘǳŘȅ ȅƻǳǘƘ ŀǎ ŀ ǎŜǇŀǊŀǘŜ ǎǳō-group, as there 

appear to be differences in the ways young peƻǇƭŜ ŀƴŘ ŀŘǳƭǘǎ ǳǎŜ ǎƻŎƛŀƭ ƴŜǘǿƻǊƪƛƴƎ ǎƛǘŜǎέ ό!Ǝƻǎǘƻ ϧ 

Abbas, 2013: 137), including changes in frequency (Agostos & Abbas, 2013), and reasons for engaging 

with the platforms (Antheunis et al., 2014).  

 

However, it is not just the popularity of these platforms that is important to the young people, but 

rather the increasingly important role they play in contemporary social life (Bolton et al., 2013; Robards, 

нлмпύΣ άǎƘŀǇƛƴƎ Ƙƻǿ ŀŘǳƭǘǎ ŀƴŘ ȅƻǳǘƘ ƛƴǘŜǊŀŎǘ ǿƛǘƘ ŜŀŎƘ ƻǘƘŜǊ ƛƴ ǎŎƘƻƻƭΣ ŀǘ ƘƻƳŜΣ ŀƴŘ ŀǘ ƭŀǊƎŜέ 

(GoldƳŀƴ Ŝǘ ŀƭΦΣ нллуΥмурύΦ Lǘ Ƙŀǎ ōŜŜƴ ŀǊƎǳŜŘ ǘƘŀǘ ǎƻŎƛŀƭ ƳŜŘƛŀ ƛǎ ƴƻǿ άŎƻƳǇǳƭǎƻǊȅ ŀƳƻƴƎ ƎǊƻǳǇǎ ƻŦ 

ȅƻǳƴƎ ǇŜƻǇƭŜέ όIƻŘƪƛƴǎƻƴΣ нлмрΥмύΣ ŀƴŘ ŀ άŦǳƴŘŀƳŜƴǘŀƭ ŦŀŎǘ ƻŦ ƳƻŘŜǊƴ ƭƛŦŜέ όōƻȅŘΣ нлмпΥнсύΦ LƴŘŜŜŘΣ ŀǎ 
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ŜŀǊƭȅ ŀǎ нллрΣ ȅƻǳƴƎ ǇŜƻǇƭŜ ǿŜǊŜ ŘŜǎŎǊƛōŜŘ ŀǎ ǘƘŜ άŎƻƴǎǘŀƴǘ ŎƻƴǘŀŎǘ ƎŜƴŜǊŀǘƛƻƴέ ό/ƭŀǊƪΣ нллрΥнлоύΦ 

Research suggests social media platforms play an integral role in how young people socialise, interact, 

and form identities (Mark et al., 2016; Wartella et al., 2016; Wood et al., 2016). Quinn and Oldmeadow 

(2013a, 2013b) for example suggest that young people feel noticeably less socially connected without 

social media and internet-enabled technologies.  Similarly, in their survey of nearly 100 students, 

aŀȊȊƻƴƛ ŀƴŘ LŀƴƴƻƴŜ όнлмпύ ǎǳƎƎŜǎǘ ǘƘŀǘ ǎƻŎƛŀƭ ƳŜŘƛŀ ŦƻǊƳǎ άǇŀǊt of the functional organs that support 

emerging adults in their ability to connect and to be connected to a social network and to develop and 

Ƴŀƛƴǘŀƛƴ ƛǘ ƻǾŜǊ ǘƛƳŜέ όaŀȊȊƻƴƛ ϧ LŀƴƴƻƴŜΣ нлмпΣ олоύΦ  

 

Social Media now serves many purposes in the social lives of young people (Wood et al., 2016), including 

enhancing broad socialisation and independence (Ito et al., 2009), serving as a means of emotional 

connection (Reich, 2010), increasing self-esteem and well-being (Antheunis et al., 2014), increasing a 

sense of closeness with contacts (Valkenburg & Peter, 2007), increasing the quality of friendships 

(Antheunis et al., 2014), and decreasing loneliness and improving self-reported adjustment (Yang & 

Brown, 2013). Valkenburg and Peter (2011) go as far as to suggest that not utilising social media may in 

fact be detrimental to young users. 

 

Given that social media is increasingly important to adolescents and young adults in their daily social 

lives (Hodkinson, 2015), and that an increasing amount of social activity is being conducted across an 

array of social media platforms (Lenhart, 2015), it is important to interrogate how these various 

platforms are affecting and shaping how youth are presenting themselves and how they are acting and 

interacting. Many youths describe themselves as always connected (Cheug, 2016), and spend large 

portions of their days involved in various social media activity (Bauman & Rivers, 2015), meaning for 
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many it is a large aspect of their social interactions. The research underpinning this dissertation will 

therefore unpack how young people are enmeshing with a range of platforms to produce unique 

identity performances. 

 

Research into identity online. 
 

 

 

Adolescence and young adulthood has been established as a key time in the development of social 

identity (Anderson & Fleming, 1986; Erikson, 1959), with peer relationships of increasing concern as 

young people begin to pay more attention and weight to how they are socially perceived (Sullivan, 1953; 

Wood et al., 2016). Given that adolescents and young adults are spending increasing periods of time 

online during this key period in identity development (Absar et al., 2015; Wartella et al., 2016), research 

suggests that much of their identity development and social exploration is now taking place through 

social media (boyd, 2014; Pujazon-Zazik & Park, 2010).  

 

The increased importance of social media in the lives of young people during this key developmental 

period has led to some concern over the damaging impact of these platforms (Chandrashekhar et al., 

2016; Phillips, 2016). Research has highlighted issues including the future impact of content produced 

during this time (Langenfeld et al., 2014), and the potential lack of control over who young people are 

interacting with (Yang, 2016). Researchers continue to unpack new risks of these online spaces as the 

internet becomes increasingly ubiquitous (Livingstone et al., 2015). Nonetheless, others are keen to 

highlight the many positive aspects of social media for identity development (boyd, 2014; Rooney, 

2015), suggesting that social media offers an ideal avenue through which to express identity (Park, 

2015), and to explore through autonomous social interaction (Wood et al., 2016). Indeed, research 
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suggests social media aids youth social identity development by offering young adults a space of their 

own to socially explore (Fongkaew & Fongkaew, 2016; Hodkinson, 2015; Renold & Ringrose, 2016). 

 

Regardless of the positives and negatives of these spaces for the development of youth identity, it is 

clear that these platforms are embedded in the daily social lives of young users (Lenhart, 2015), and as a 

consequence, are increasingly important for the exploration of identity at a time when this is a key 

concern for young users (Rubin et al., 2015; Wood et al., 2016). Given this, it is worth considering the 

role that the design and affordances of the platforms play in shaping identity, especially as research 

suggests that identity formation is increasingly taking place online across a wider range of platforms 

than ever before, meaning exposure to more designs and a wider array of elements (Jordan-Conde et 

al., 2014; ²ƻƻŘ Ŝǘ ŀƭΦΣ нлмсύΦ !ǎ ōƻȅŘ ŀƴŘ 9ƭƭƛǎƻƴ όнллуύ ǎǳƎƎŜǎǘΣ άǎƻŎƛŀƭ ƴŜǘǿƻǊƪƛƴƎ ǎƛǘŜǎ ŎƻƴǎǘƛǘǳǘŜ ŀƴ 

important research context for scholars investigating processes of impression management, 

ǎŜƭŦπǇǊŜǎŜƴǘŀǘƛƻƴΣ ŀƴŘ ŦǊƛŜƴŘǎƘƛǇ ǇŜǊŦƻǊƳŀƴŎŜέ όōƻȅŘ ϧ 9ƭƭƛǎƻƴΣ нллуΣ нмфύΦ  

 

But how to conceive of identity online? Though identity is often conceived of in terms of the 

ǇǎȅŎƘƻƭƻƎƛŎŀƭ ŎƻƴŎŜǇǘ ƻŦ ŀ ŎŜƴǘǊŀƭ ΨǎŜƭŦΩ ό.ŀumeister, 1999; Rogers, 1961; Lewis, 1990), a wealth of 

research has been conducted suggesting that the best way to understand and frame identity online is 

through a consideration of outward social behaviour and expressions. In other words, a consideration of 

the external performance of a crafted social identity through the various mediums provided online for 

self-presentation, social expression, and interaction (Herring & Kapidzic, 2015; Wood et al., 2016).  

 

This is often done through the frame of GoffmanΩǎ ǿƻǊƪ ŀǊƻǳƴŘ ǘƘŜ ƳŜǘŀǇƘƻǊ ƻŦ ǇŜǊŦƻǊƳŀǘƛǾƛǘȅ ό.ŜǊǘŜƭΣ 

2016; Evans, 2015; Van der Nagel & Firth, 2015; see also section 3.3 of this thesis). Essentially, Goffman 

(1959) suggested that identity was best conceived of as social performances given for a particular 



- 21 - 

ŀǳŘƛŜƴŎŜ ƛƴ ŀ ǇŀǊǘƛŎǳƭŀǊ ǎƛǘǳŀǘƛƻƴΦ Lǘ ǿŀǎ DƻŦŦƳŀƴΩǎ ŀǎǎŜǊǘƛƻƴ ǘƘŀǘ ƛŘŜƴǘƛǘȅ ƛǎ ŦƻǊƳŜŘ ƛƴ ŀƴŘ ǘƘǊƻǳƎƘ 

ǎƻŎƛŀƭ ƛƴǘŜǊŀŎǘƛƻƴǎΤ ǊŀǘƘŜǊ ǘƘŀƴ ŎƻƴǎƛŘŜǊƛƴƎ ŀ ŦƛȄŜŘ ŀƴŘ ƛƴƴŀǘŜ ŎƻǊŜ ΨǎŜƭŦΩΣ ǿŜ ǎƘƻǳƭŘ ƛƴǎǘŜŀŘ ǎŜŜ ƛŘŜƴǘƛǘȅ 

as a malleable and plural socially constructed performance crafted for a specific social situation (Lemert 

& Branaman, 1997; Elliott, 2008). Therefore, for Goffman, (1959) identity was framed in terms of a 

performance; through agential social actions and interactions. As Rueda-Ortiz and Giraldo (2016) 

ǎǳƎƎŜǎǘΣ άǘƘŜ ǇǊŜǎŜƴǘŀǘƛƻƴ ƻŦ ǘƘŜ ǎŜƭŦ ŜƳŜǊƎŜǎ ŦǊƻƳ ƛƴǘŜǊŀŎǘƛƻƴ ǿƛǘƘ ƻǘƘŜǊǎΤ therefore, the role to be 

ǇƭŀȅŜŘ ƛǎ ŀƭǿŀȅǎ ǎƻŎƛŀƭƭȅ ǎƛǘǳŀǘŜŘέ ( Rueda-Ortiz & Giraldo, 2016, 42). This approach seems particularly 

suitable for researching identity online, as social media largely consists of outward social actions and 

interactions through a variety of provided forms of social behaviour (boyd, 2007; Davies, 2012).  

 

This performative notion of identity has successfully been explored in online contexts. Uski and 

[ŀƳǇƛƴŜƴ όнлмсύ ŦƻǊ ŜȄŀƳǇƭŜ ǎǘǳŘƛŜŘ ǿƘŀǘ ǘƘŜȅ ŘŜŦƛƴŜŘ ŀǎ ΨǇǊƻŦƛƭŜ ǿƻǊƪΩΤ ǎǘǊŀǘŜƎƛŎ ǎŜƭŦ-presentation 

online. Observing Facebook and the music-sharing platform Last.fm, they focused upon how users 

maintained a feeling of authenticity in their presentations of identity. They noted that despite the users 

ǇǊŜǎŜƴǘƛƴƎ ŘƛŦŦŜǊƛƴƎ ƛŘŜƴǘƛǘƛŜǎ ŀŎǊƻǎǎ ǘƘŜ ǘǿƻ ǎƛǘŜǎΣ ǘƘŜ ǇǊŜǎŜƴǘŀǘƛƻƴǎ ǿŜǊŜ ǎǘƛƭƭ ǎŜŜƴ ŀǎ ŀƴ ΨŀǳǘƘŜƴǘƛŎΩ 

presentations of self. Similarly, Sundén (2003) described early use of social media in terms of 

performative identity, suggesting that on Myspace, adolescent users wrote and performed their 

identities through careful profile design involving the use of music, images, videos, and background 

templates to manage how they were perceived by the audience, a trait noted by other researchers on 

Myspace (Donnath & boyd, 2004) and other platforms (Hodkinson, 2015).  

 

This concept of performed identity holds particular interest when we again consider the need for 

platform specificity and a consideration of design. ReǎŜŀǊŎƘ ǎǳƎƎŜǎǘǎ ǘƘŀǘ ǎƻŎƛŀƭ ƳŜŘƛŀ ǇƭŀǘŦƻǊƳǎ άŀŦŦƻǊŘ 

ŀ ǾŀǊƛŜǘȅ ƻŦ ǘƻƻƭǎ ǘƘŀǘ ǇƻǘŜƴǘƛŀƭƭȅ ŜȄǘŜƴŘ ŀƴŘ ŎƻƳǇǊƻƳƛǎŜ ƛƳǇǊŜǎǎƛƻƴ ƳŀƴŀƎŜƳŜƴǘέ όaŜƴŘŜƭǎƻƴ ϧ 
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Papachrissi, 2011, 254). Research has traditionally focused upon how these take the form of textual 

communication and interaction, and visual representations (Ellison et al., 2007; Herring & Kapidzic, 

2015). However more recently, with the increased variety in platforms (Zhao et al., 2016) users are able 

to explore and choose different ways of presenting identities online through an array of features (Stroud 

et al., 2016). Further to this, the use of design features for identity presentation has been noted as being 

platform specific (Lafkioui, 2013), with researcher such as Van Dijck (2013) noting different uses of 

similar features on Facebook and LinkedIn to perform different identities.  

 

The need to consider the specificities of platform design when considering identity presentation has 

been highlighted by Van den Berg (2007ύ ǿƘƻ ŘƛǎŎǳǎǎŜŘ ǘƘŜ ƴƻǘƛƻƴ ƻŦ ΨǎǘŀƎƛƴƎΩ online. For Van den Berg 

(2007) identity became a concept that was dependent upon situation, with any changes in situation 

ƭŜŀŘƛƴƎ ǘƻ ŀ ǎƘƛŦǘǎ ƛƴ Ƙƻǿ ǘƘŜ ǇŜǊŦƻǊƳŜǊ ǊŜŀŘ ǘƘŜ ΨǎŎǊƛǇǘΩ ƻŦ ǘƘŜ ƛŘŜƴǘƛǘȅ ǇŜǊŦƻǊƳŀƴŎŜΦ hǘƘŜǊǎ ǎǳŎƘ ŀǎ 

Skog (2005) found that the adŘƛǘƛƻƴ ƻŦ ŀ ǊŜǿŀǊŘ ǎȅǎǘŜƳ ƻƴ ǘƘŜ ǎƻŎƛŀƭ ǇƭŀǘŦƻǊƳ Ψ[ǳƴŀǊ{ǘƻǊƳΩ ƛƴŎǊŜŀǎŜŘ 

the use of the platform for identity presentation. Given this, it is worth noting that identity performance 

άŘƻŜǎ ƴƻǘ ƻŎŎǳǊ ƛƴ ƛǎƻƭŀǘƛƻƴ ōǳǘ ƛǎ ŘŜǘŜǊƳƛƴŜŘ ōȅ ǘƘŜ ŎƻƴǘŜȄǘ ƛƴ ǿƘƛŎƘ ƛǘ ƻŎŎǳǊǎέ ό¸ƻǳƴƎΣ нллфΣ пнύΦ ¢his 

research seeks to show therefore that, despite their many similarities, we should not assume all social 

media platforms function in a similar way, but that a detailed investigation of each site is necessary to 

understand identity performance (Van Dijck, 2013). Given this, this research will unpack the effect of 

specific designs upon how the user socially presents identity online.   

 

Whilst we have positioned the approach taken towards understanding the media aspects of social media 

in this research, the shift towards materialities in the social sciences and elsewhere renders it important 
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to consider the role and impact of the technologies we use to access social media. As such, this chapter 

will now move on to look at the extant literature around the technologies we use to access social media. 
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2.3. Technological changes over time ς how the technology we use to access social media 
can change and shape our ability to act and interact. 

 

 

 
As established previously, social media continues to progress and change, adding new ways of acting 

and interacting. So too do the devices and technologies through which we access social media (Green et 

al., 2015). This research wishes to consider how user and platform design enmesh, but in order to do so, 

there is a need to consider how the growing range of devices through which users access these 

platforms shape and effect how users experience and utilise social media.  

 

It is apparent that a fixed understanding of the effects of social media is inherently hampered by the 

relentless pace of innovation and changes in the technology used to access it. At the time of writing, in 

2016, social media has mostly been transferred to smartphone (Lenhart, 2015), as technology has 

become ƳƻǊŜ ŀŎŎŜǎǎƛōƭŜ ό2ƛőŜǾƛŏ Ŝǘ ŀƭΦΣ нлмсύΣ ƭŜǎǎ ƴƛŎƘŜΣ ŀƴŘ ŀōƭŜ ǘƻ ƘŀƴŘƭŜ ƳƻǊŜ Řŀǘŀ ό5ŜǿƛƴƎΣ нлмлύΦ 

The progression of technological capabilities afforded by mobile technology has allowed for easy access 

to more options for social interaction beyond text-based content (Hinton & Hjorth, 2013; Lovink, 2012), 

and has changed how users consume social media, making it more portable (Utz et al., 2015), more 

ǇŜǊǾŀǎƛǾŜ όtŜƳǇŜƪ Ŝǘ ŀƭΦΣ нллфύ ŀƴŘ Ŝŀǎƛƭȅ ŀŎŎŜǎǎƛōƭŜ ό2ƛőŜǾƛŏ Ŝǘ ŀƭΦΣ нлмсΤ [ŀƳǇŜ Ŝǘ ŀƭΦΣ нллуύΦ ¢Ƙƛǎ 

progression in technology over the decades has meant in turn that social media has become less niche 

and fantasy-based (Dourish, 1998) and instead more important to social interaction and the operation 

and organisation of everyday social life (Chun, 2016; Vromen et al., 2015).  It has been noted, for 

ŜȄŀƳǇƭŜΣ ǘƘŀǘ άǘƻŘŀȅΣ ǿƛǘƘ ǘƘŜ ǇƻǇǳƭŀǊƛǘȅ ƻŦ Ψŀƭǿŀȅǎ ƻƴΩ ƳƻōƛƭŜ ƳŜŘƛŀ ŀƭƭƻǿƛƴƎ ǳǎŜǊǎ ǘƻ ǇŜǊǇŜǘǳŀƭƭȅ ǎǳǊŦ 
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across social and locative media apps, the internet has become an embedded part of mundane social 

ƭƛŦŜέ (Hinton & Hjorth, 2013, 7). 

 

The development of mobile technology has also given young people more control over how and when 

they can use technology for social interaction (Buckingham, 2008; Thulin & Vilhelmson, 2007), allowing 

them to produce more data and access social media more frequently (Goldman et al., 2008). 

Smartphones now are increasingly popular and are, according to PEW data, the main means of access to 

social media today for many users in the global north (Lenhart, 2015). The proliferation of this 

technology has been noted as changing the internet habits of young people. Lenhart (2015) suggests 

that 56% of teens go online several times a day, with over 90% of teens going online at least once daily. 

The majority of social media consumption is now purportedly done via smartphone, with Anderson 

(2015) suggesting ownership of these devices has almost doubled since 2011, and is likely to continue to 

grow.  

 

The development of the devices used to access social media has had a number of effects upon how 

users act and interact online, including aiding the rise of new forms of social interaction, with the 

dominance of portable screens and the emergence of increasingly advanced camera technology on 

phones also leading to a growth in interactions through largely visual mediums such as Snapchat and 

Instagram (Bayer et al., 2016; Piwek & Joinson, 2016). Katz and Crocker (2015) noted that selfies - self-

portraits taken with a phone - are increasingly commonplace, and accompanied by an ecology of filters 

and editing software, with 96% of respondents in the UK taking selfies. They also noted importantly that 

selfies were increasingly serving a conversational function and being used in social interactions. 

Research suggests that there is also now more variety for social interaction online (Green et al., 2015; 
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Nunes, 2011), or what boyd and Ellison (2008) suggest is an expansion in niche communities as users 

who share common interests can now easily connect. The increased variety and importance of social 

media and its abilitȅ ǘƻ ŎŀǇǘǳǊŜ ǘƘŜ ǇŜǊǎƻƴŀƭ ŘŜǘŀƛƭǎ ŀƴŘ ƛƴǘŜǊŀŎǘƛƻƴǎ ƻŦ ǳǎŜǊǎΩ ƭƛǾŜǎ Ƙŀǎ ƭŜŘ ǘƻ ŀ ƳŀǊƪŜŘ 

ƎǊƻǿǘƘ ƛƴ ΨōƛƎ ŘŀǘŀΩ ǊŜǎŜŀǊŎƘ ǿƘƛŎƘ ƳƛƴŜǎ ǘƘƛǎ ŜȄǇŀƴǎƛǾŜ Řŀǘŀ ό/ƘŜƴ Ŝǘ ŀƭΦΣ нлмпΤ DŀƴŘƻƳƛ ϧ IŀƛŘŜǊΣ 

2015). The growth in data brought about by new devices has also changed how users consume social 

media, leading to various new etiquettes for data sharing and image sharing (Carrigan, 2016; Fuller & 

Allen, 2016), including changes in the time taken to respond to messages (Mai et al., 2015), and 

ŀǘǘƛǘǳŘŜǎ ǘƻǿŀǊŘǎ ŀ ǇŜŜǊΩǎ Ŏƻntent (Katz & Crocker, 2015) as well as particular awareness of privacy 

settings and practices. Other changes in social interaction bought about by the development of 

technology can be seen in the research around the use of GPS, which looks at how technology has 

enabled the integration of physical locations into social interactions (Erikson, 2010; Saker, 2016), or as 

/ǊŀƳŜǊ Ŝǘ ŀƭΦ όнлммύ Ǉǳǘ ƛǘΣ άǳƭǘƛƳŀǘŜƭȅΣ ǿƘŀǘ ǘƘƛǎ ƳŜŀƴǎ ƛǎ ǘƘŀǘ ƭƻŎŀǘƛƻƴ Ƙŀǎ ŎƘŀƴƎŜŘ ŦǊƻƳ ōŜƛƴƎ 

something you have (a property or state) to something you do όŀƴ ŀŎǘƛƻƴύέ ό/ǊŀƳŜǊ Ŝǘ ŀƭΦΣ нлммΥ срΤ 

italics in original).  

 

Given all this, it is clear that our experiences and uses of social media cannot be disconnected from the 

technology through which we access them. Changes in technology have led to changes in how users 

contextualise and approach media forms for social interaction, embedding them deeply into the daily 

social interaction of many users (Hinton & Hjorth, 2013). It is apparent that any research hoping to 

understand how users are acting and interacting online should pay some attention to the technology 

through which users are accessing social media. In order to consider how the devices used to access the 

ƛƴǘŜǊƴŜǘ ŎƘŀƴƎŜ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ǳǎŜǎ ŀƴŘ ŜȄǇŜǊƛŜƴŎŜǎ ƻŦ ǎƻŎƛŀƭ ƳŜŘƛŀΣ ǘƘƛǎ ǘƘŜǎƛs will move in section 

3.4 to consider the work of McLuhan (1964) alongside the works of Latour (2005) and Barad (2003). 
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2.4. Understanding the users of social media - not all actors are equal. 
 

 

Whilst research has traditionally suggested that social media creates a level playing field between 

ǇŀǊǘƛŎƛǇŀƴǘǎ όYŜǊǊ Ŝǘ ŀƭΦΣ нлмнΤ YƻǿŜǊǘ Ŝǘ ŀƭΦΣ нлмсύ ŀƴŘ ǘƘŀǘ ǘƘŜ ƛƴǘŜǊƴŜǘ ƻŦŦŜǊǎ άŀ ƳƻǊŜ ŘŜŎŜƴǘǊŀƭƛǎŜŘ 

ƳƻŘŜƭ ƻŦ ƳŜŘƛŀ ǇǊƻŘǳŎǘƛƻƴέ όaƛƭƭŜǊΣ нлммΣ мнύΣ ƻǘƘŜǊǎ ƘŀǾŜ ǇƻƛƴǘŜŘ ƻǳǘ ǘƘŀǘ ǘƘƛǎ ƛǎ ƴƻǘ ŀǎ ŎƭŜŀǊ Ŏǳǘ 

(Butler ϧ aŀǘƻƻƪΣ нлмрΤ CŜƴǘƻƴΣ нлмсύΣ ŀƴŘ ǘƘŀǘ άŘƛŦŦŜǊŜƴǘ ǎƻŎƛŀƭ ƳŜŘƛŀ ǎƛǘŜǎ ǎǘǊǳŎǘǳǊŜ ǘƘŜǎŜ ǇǊƻŘǳŎǘƛƻƴ 

ŀƴŘ ŎƻƴǎǳƳǇǘƛƻƴ ǊƻƭŜǎ ŘƛŦŦŜǊŜƴǘƭȅέ ό.ǊƛƎƘǘ Ŝǘ ŀƭΦΣ нлмпΣ мпύΦ ¢ƘŜ ǊƻƭŜ ŀƴŘ ǇƻǿŜǊ ƻŦ the user online 

appears to fluctuate from platform-to-platform, with differing levels of control over how a user can act 

and interact (Keller, 2012; Gibbs et al, 2016). It is also self-evident that users are not a homogeneous 

group. Rather, as Chaudry (2015) notes, users approach, utilise, and understand social media differently, 

as a result of the socio-cultural resources they bring with them when they approach social media. 

 

A particularly useful example of these socio-culturally informed uses of social media is the growing body 

of research that specifically focuses upon the coƴŎŜǇǘ ƻŦ Ψ.ƭŀŎƪ ¢ǿƛǘǘŜǊΩΤ ǘƘŜ ǳǎŜ ƻŦ ¢ǿƛǘǘŜǊ ōȅ ōƭŀŎƪ 

ŎƻƳƳǳƴƛǘƛŜǎ ό{ƘŀǊƳŀΣ нлмоύΦ CƭƻǊƛƴƛ όнлмоύΣ ŦƻǊ ŜȄŀƳǇƭŜΣ ƴƻǘŜǎ ǘƘŀǘ ŀǎ ǘƘŜ ǳǎŜǊΩǎ ǇƘȅǎƛŎŀƭ ōƻŘȅ Ŏŀƴ ōŜ 

ƻōǎŎǳǊŜŘ ƻƴ ¢ǿƛǘǘŜǊΣ ōƭŀŎƪ ŎƻƳƳǳƴƛǘƛŜǎ ǳǘƛƭƛǎŜ άǘƘŜ ƭƛƴƎǳƛǎǘƛŎ ǇǊŀŎǘƛŎŜ ƻŦ ΨǎƛƎƴƛŦȅƛƴΩΣ ǿƘƛŎƘ ŘŜǇƭƻys 

figurative language, indirectness, doubleness, and wordplay as a means of conveying multiple layers of 

ƳŜŀƴƛƴƎέ όCƭƻǊƛƴƛΣ нлмоΣ мύΦ {ƘŀǊƳŀ όнлмоύΣ ǎƛƳƛƭŀǊƭȅ ƭƻƻƪǎ ŀǘ ǘƘŜ ǳǎŜ ƻŦ ǊŀŎƛŀƭƛȊŜŘ ƘŀǎƘǘŀƎǎΣ ŘǳōōŜŘ 

ΨōƭŀŎƪǘŀƎǎΩ ǘƻ ǳƴŘŜǊǎǘŀƴŘ Ƙƻǿ ƻƴƭƛƴŜ ǊŀŎƛŀƭ ƛŘŜƴtities are materialised in unique socio-culturally 

informed manners through the technology of online platforms. Importantly for this research, Sharma 

ƴƻǘŜǎ ǘƘŀǘ άǎƻŦǘǿŀǊŜ ǇƭŀǘŦƻǊƳǎΣ ŀƭƎƻǊƛǘƘƳǎΣ ŘƛƎƛǘŀƭ ƴŜǘǿƻǊƪǎ ŀƴŘ ŀŦŦŜŎǘǎ - are constitutive of online 

raciŀƭƛȊŜŘ ƛŘŜƴǘƛǘƛŜǎΦέ ό{ƘŀǊƳŀΣ нлмоΣ псύΦ IŜ ƴƻǘŜǎ ƛƴ ǇŀǊǘƛŎǳƭŀǊ ǘƘŀǘ ǘƘŜ ǳǎŜ ƻŦ ǘƘŜǎŜ ŦŜŀǘǳǊŜǎ ƛƴ ŀ 

specific manner and the emergent identities are unique to Twitter as a platform, and to this particular 
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ǊŀŎƛŀƭ ƎǊƻǳǇΦ IŜ ǎǳƎƎŜǎǘǎ ǘƘŜǊŜŦƻǊŜ ǘƘŀǘΣ άōŜȅƻƴŘ Ŏƻƴceiving Black Twitter as a group of preconstituted 

users tweeting racialized hashtags, Blacktags are instrumental in producing networked subjects which 

ƘŀǾŜ ǘƘŜ ŎŀǇŀŎƛǘȅ ǘƻ ƳǳƭǘƛǇƭȅ ǘƘŜ ǇƻǎǎƛōƛƭƛǘƛŜǎ ƻŦ ōŜƛƴƎ ǊŀŎŜŘ ƻƴƭƛƴŜέ ό{ƘŀǊƳŀΣ нлмоΣ псύΦ !ǎ ǎǳŎƘΣ 

identity performance online here becomes framed as a mix of offline social ideals and concepts and 

specific formats online to result in unique performances of identity in a specific medium. This concept is 

further iterated by other researchers, such as Nakamura and Chow-²ƘƛǘŜ όнлммΣ рύ ǿƘƻ ƴƻǘŜ ǘƘŀǘ άǊŀŎŜ 

itself has become a digital medium, a distinctive set of informatic codes, networked mediated 

ƴŀǊǊŀǘƛǾŜǎΣ ƳŀǇǎΣ ƛƳŀƎŜǎΣ ǾƛǎǳŀƭƛȊŀǘƛƻƴǎ ǘƘŀǘ ƛƴŘŜȄ ƛŘŜƴǘƛǘȅέΦ hǘƘŜǊ ǊŜǎŜŀǊŎƘ Ƙŀǎ ƭƻƻƪŜŘ ŀǘ ǘƘŜ ǳƴƛǉǳŜ 

uses and appropriations of social media from users of a wide range of socio-cultural communities, 

including queer communities (Fowler, 2012), Christian communities (Thornton & Evans, 2015), Korean 

Ψƪ-ǇƻǇΩ ŦŀƴŘƻƳǎ ό{ƻƴƎ Ŝǘ ŀƭΦΣ нлмрύΣ Qataris (Vieweg & Hodges, 2016) and many more, all of which use 

social media in different ways and approach social media with different goals and aims.  

 

Lǘ Ƙŀǎ ōŜŜƴ ƴƻǘŜŘ ǘƘŀǘ ŀ ǳǎŜǊΩǎ ǎƻŎƛƻ-cultural background not only affects their approach towards social 

media, but also their treatment online. Researchers have noted for example manifestations of online 

racism (Nguyen, 2016), sexism and misogyny (Cole, 2015), homophobia (Rubin & McClelland, 2015) and 

ŀ ƴǳƳōŜǊ ƻŦ ƻǘƘŜǊ ǳƴŜǉǳŀƭ ǘǊŜŀǘƳŜƴǘǎ ƻŦ ǳǎŜǊǎ ƻƴƭƛƴŜ ǘƘŀǘ ǎǳƎƎŜǎǘ ǘƘŀǘ ŀ ǳǎŜǊΩǎ ŜȄǇŜǊƛŜƴces and 

interactions online are not uniform nor are they isolated within online spaces. Instead they are bound 

fast to their socio-cultural background. This is aptly highlighted in the cases of trolling and anti-social 

behaviour through comment sections seŜƴ ƛƴ ŦŀƳƻǳǎ ŎŀǎŜǎ ǎǳŎƘ ŀǎ ΨƎŀƳŜǊƎŀǘŜΩ ό5ȅŜǊΣ нлмсύ ƛƴ ǿƘƛŎƘ 

female social media users were systematically hounded and abused because of their gender, and as 

such had to develop strategies for approaching and using social media (Massanari, 2015). Equal access 

therefore does not always mean equal treatment, equal representation, or equal voices (Lil Miss Hot 

Mess, 2015; Niedt, 2016).  Clearly, though the potential for social media is levelling, in reality systemic 
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privileges and the prevalence of socially normative expectations still prevail online, affecting many 

aspects of the social media experience from how users access social media to how they are treated on 

it.  

 

Users and their social media practices and identities cannot necessarily be understood in relation to 

broader affiliations alone. Researchers have also crucially pointed out the need to account for individual 

user nuances and experiences beyond their broad socio-cultural affiliations (Fox & Warber, 2015). 

Lindqvist et al. (2011) observed novel uses of Foursquare, a GPS-based social media platform, noting 

άǎƻƳŜ ǳƴŜȄǇŜŎǘŜŘ ǳǎŜǎ ƻŦ ŦƻǳǊǎǉǳŀǊŜΣ ŦƻǊ ŜȄŀƳǇƭŜΧǇŜƻǇƭŜ ǿƘƻ ǳǎŜŘ ŦƻǳǊǎǉǳŀǊŜ ǿƛǘƘ ǎŀŦŜǘȅ ƛƴ ƳƛƴŘ ƻǊ 

for safety purposes, either by checking-in as they were leaving a place, or checking-in when they arrived 

ŀǘ ŀ ǇƭŀŎŜέ ό[ƛƴŘǉǾƛǎǘ Ŝǘ ŀƭΦΣ нлммΣ фύΦ wŜǎŜŀǊŎƘ Ƙŀǎ ŀƭǎƻ ƭƻƻƪŜŘ ŀǘ ƛƴŘƛǾƛŘǳŀƭ ŜȄǇǊŜǎǎƛƻƴǎ ƻŦ ƛŘŜƴǘƛǘȅ ƻƴƭƛƴŜ 

ǘƘǊƻǳƎƘ ΨŎǳƭǘǳǊŀƭ ƧŀƳƳƛƴƎΩΣ ƛƴ ǿƘƛŎƘ ǳǎŜǊǎ ǘŀƪŜ ƛƳŀƎŜǎ ŀƴŘ ǘŜȄǘ ŦǊƻƳ ŀŘǾŜǊǘƛǎƛƴƎ ƻƴƭƛƴŜΣ ŀƭǘŜǊƛƴƎ ŀƴŘ ǊŜ-

distributing these to subvert the meaning of the original advert (Duncum, 2015; Peretti, 2006). Fox and 

Warber (2015) also noted variation in how individual members of socio-cultural groups approached 

social media to perform identity, noting gay users interacted differently based on whether they had 

publicly declared their sexuality.  Given this, it would seem appropriate to argue that in order to 

understand why people are interacting online and performing identity in the manner they are, both 

individual context and broader offline socio-cultural influences need to be taken into account alongside 

the effects of aspects of design and technology.  

 

It is also important to again highlight therefore the importance of platform design in these performances 

and practices. Research has noted that specific design choices can affect certain socio-cultural groups 

more than others (Coles & West, 2016). However, it has been suggested that it is naïve to assume that 
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άƘƻǎǘƛƭƛǘȅ ǊŜǎǳƭǘǎ ŦǊƻƳ ŀǎǎǳƳŜŘ ƻƴƭƛƴŜ ŀƴƻƴȅƳƛǘȅ ǊŀǘƘŜǊ ǘƘŀƴ ŦǊƻƳ ǎƻŎƛŀƭ ƻǊ ŎǳƭǘǳǊŜ Řȅƴamics which may 

occur offline as well as onlineέ (Lange, 2007:361). Research suggests that it is not as simple as merely 

highlighting the particular affordances that are used to elicit abuse, as there is a need to consider also 

άǘƘŜ ǳǎŜǊΩǎ ŀōƛƭƛǘȅ ǘƻ ŜȄŜǊǘ ŎƻƴǘǊƻƭ ƻǾŜǊ ŎƻƴǘŜƴǘέ όbŀǎƘΣ нлмнΥмффύΦ {ǳƴŘŀǊ όнллпύ ŦƻǊ ŜȄŀƳǇƭŜ ƴƻǘŜǎ ƛƴ 

his study of interactivity online that understanding interactions online requires looking at both the 

platform design and the specific users involved in the interaction. It can be suggested therefore that: 

άǎƻŎƛŀƭ ƳŜŘƛŀ ǳǎŜǊǎ ŀǊŜ ǘƘŜ ƻƴŜǎ ǘƘŀǘ ŘŜŎƛŘŜ ǿƘŜǘƘŜǊ ŀƴŘ Ƙƻǿ ƳǳŎƘ ƛƴŦƻǊƳŀǘƛƻƴ ǘƻ ǎƘŀǊŜΣ ŀƴŘ 

when and whether to comment on a social media platform. Hence, not solely the technological 

features of a platform determine its level of interactivity and sociability, but the actual 

ǇŜǊŦƻǊƳŀƴŎŜǎ ƻŦ ƛǘǎ ǳǎŜǊǎέ (Ariel and Avidar, 2015,19).  

 

As such it is apparent that there is a need to consider both the socio-cultural grounding of the user, and 

design feature. It has been noted that individual users will utilise design features in unique ways. 

Hamison et al. (2016) for example notes that transitioning transsexual users engage in strategies and 

tactics to negotiate the permanence of data across a variety of platforms, creating novel uses of the 

ǇƭŀǘŦƻǊƳ ŦŜŀǘǳǊŜǎΦ Lǘ Ƙŀǎ ōŜŜƴ ƴƻǘŜŘ ǘƘŜǊŜŦƻǊŜ ǘƘŀǘ ǘƘŜǊŜ Ƴŀȅ ōŜ άŘƛǎŎǊŜǇŀƴŎƛŜǎ ōŜǘǿŜŜƴ ŘŜǎƛƎƴŜǊ Ǝƻŀƭǎ 

ŀƴŘ Ƙƻǿ ǘƘŜ ŦŜŀǘǳǊŜǎ ŀǊŜ ǳǎŜŘ ƛƴ ǇǊŀŎǘƛŎŜέ ό9ǇǎǘŜƛƴ Ŝǘ ŀƭΦΣ нлмрΣ мсннύΦ LƴŘŜŜŘΣ ƻŦǘŜƴ ǘƘŜ ǳǎŜǎ ƻŦ ŘŜǾƛŎŜǎ 

cannot be anticipated by designers. For example, when created in the 1980s, mobile phones were 

intended to be used mainly for voice messages (Taylor & Vincent, 2005). Text messaging was originally 

ǎŜŜƴ ŀǎ άŀƴ ŀŘŘ-ƻƴ ǿƛǘƘƻǳǘ ƳǳŎƘ ǇƻǘŜƴǘƛŀƭ ŦƻǊ ŎƻƳƳŜǊŎƛŀƭ ǎƛƎƴƛŦƛŎŀƴŎŜέ ό!ŎƪŜǊΣ нлмпΣ ррфύΦ !ŦǘŜǊ ǳǎŜǊs 

ǊŀǇƛŘƭȅ ŀǇǇǊƻǇǊƛŀǘŜŘ ǘŜȄǘ ŦǳƴŎǘƛƻƴŀƭƛǘȅ .ŀǊ Ŝǘ ŀƭΦ όнлмсύ ƴƻǘŜ ǘƘŀǘ άƻǇŜǊŀǘƻǊǎ ǉǳƛŎƪƭȅ ŜƳōǊŀŎŜŘ ǳǎŜǊǎΩ 

ŜƴǘƘǳǎƛŀǎƳ ŀƴŘ ƳŀŘŜ {a{ ŀ ŎƻǊŜ ŎƻƳǇƻƴŜƴǘ ƻŦ ǘƘŜƛǊ ƻŦŦŜǊƛƴƎέ ό.ŀǊ Ŝǘ ŀƭΦΣ нлмсΣ мнύΦ Lǘ ƛǎ ŀǇǇŀǊŜƴǘ 
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therefore that it is the enmeshing of specific user and specific design that needs to be considered, rather 

ǘƘŀƴ ǘƘŜ ǇƻǘŜƴǘƛŀƭ ƻŦ ŘŜǎƛƎƴΣ ƻǊ ǘƘŜ ǳǎŜǊΩǎ ǎƻŎƛƻ-cultural background alone.  

 

Given this, in order to consider the complexities of social identity performances online, a theoretical 

framework that coƴǎƛŘŜǊǎ Ƙƻǿ ŀ ǳǎŜǊΩǎ ƛƴŘƛǾƛŘǳŀƭ ŀƴŘ ōǊƻŀŘ ǎƻŎƛƻ-cultural factors become enmeshed 

with specific online platforms to produce individual identity performances is needed. An emphasis needs 

to be placed upon how different users will bring different social resources to social media to produce 

unique iterations of identity, but with an understanding that their performances will still be shaped to 

varying degrees by the design of the specific platforms and mediums through which they act and 

interact socially. As ShŀǊƳŀ όнлмоύ ƘƛƎƘƭƛƎƘǘǎ ƛƴ Ƙƛǎ ŀƴŀƭȅǎƛǎ ƻŦ ǊŀŎƛŀƭ ǳǎŜǎ ƻŦ ¢ǿƛǘǘŜǊΣ άōƻǘƘ ǊŀŎŜ ŀƴŘ 

ŘƛƎƛǘŀƭ ƴŜǘǿƻǊƪǎ ǘǊŀƴǎŦƻǊƳŜŘ ƛƴ ǘƘŜƛǊ Ƴǳǘǳŀƭ ŜƴŎƻǳƴǘŜǊέ ό{ƘŀǊƳŀΣ нлмоΣ птύΦ {ǳŎƘ ŀ ŦǊŀƳŜǿƻǊƪ ŦƻǊ 

unpacking the multi-faceted creation of an identity narrative impacted and impacting on both the 

ƳŜŘƛǳƳκǇƭŀǘŦƻǊƳ ŀƴŘ ǘƘŜ ǳǎŜǊΩǎ ƻǿƴ ǎƻŎƛƻ-cultural background will be provided through a reading of 

Comic Book Studies, detailed in the theory chapter of this thesis.  

 

As the aim of this research is to consider how users negotiate and navigate social platforms to produce 

specific identity performance, and to look at how much this is mediated and shaped by the specific 

affordances and designs of the platforms, this chapter will now move on to consider how best to 

consider social interaction online.  
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2.5. Understanding the 'social' aspects of social media. 
 

 

As the internet becomes more and more common in the lives of young users (Lenhart, 2015) in is 

apparent that there is the need to examine the reality of the internet rather than potential it offers 

ό.ŀȅƳ Ŝǘ ŀƭΦΣ нллпΤ aƛƭƭŜǊΣ нлммύΦ Lƴ ƻǘƘŜǊ ǿƻǊŘǎΣ άǘƘŜ ǊŜŀƭƛǘȅ ƻŦ ǘƘŜ LƴǘŜǊƴŜǘ ƛǎ ƳƻǊŜ ƛƳǇƻǊǘŀƴǘ ǘƘŀǘ ǘƘŜ 

ŘŀȊȊƭŜέ όIŀȅǘƘƻǊƴǘƘǿŀƛǘŜ ϧ ²ŜƭƭƳŀƴΣ нллнΥрύΦ ¢Ƙƛǎ ƳŜŀƴǎ ŜȄǇƭƻǊƛƴƎ ǘƘŜ ǊŜŀƭƛǘȅ ƻŦ ǎƻŎƛŀƭ ƳŜŘƛŀ ƛƴ ŀƭƭ ƛǘǎ 

embedded everyday mundanity (Selwyn & Sterling, 2016). Due to the advancements in social media in 

the last decade research suggests that there is a need to consider an increasingly broad variety of social 

uses and experiences online (Absar et al., 2015; Kim et al., 2014). Interestingly, and perhaps because of 

the growing variety of possibilities afforded by the progression of technology, there seems to be little 

consensus as to the exact type of social interaction afforded by social media, with researchers defining 

the social aspects of social media in a variety of contradictory manners. For example, Kent (2010) 

highlights that social media affords specific forms of social interaction that offer, amongst other traits 

άǊŜŘǳŎŜŘ ŀƴƻƴȅƳƛǘȅΣ ŀ ǎŜƴǎŜ ƻŦ ǇǊƻǇƛƴǉǳƛǘȅέ όYŜƴǘΣ нлмлΣ спрύΦ ¢ƛŜǊƴŜȅ (2013) however defines social 

ƛƴǘŜǊŀŎǘƛƻƴ ƻƴƭƛƴŜ ƛƴ ŀƴ ƻǇǇƻǎƛǘŜ ƳŀƴƴŜǊ ŦǊƻƳ YŜƴǘΩǎ ŘŜŦƛƴƛǘƛƻƴΣ ƴƻǘƛƴƎ ǘƘŀǘ ƛǘ ƭŀŎƪǎ ǘƘŜ άƻǇŜƴƴŜǎǎ ŀƴŘ 

Ǿƛǎƛōƛƭƛǘȅέ ό¢ƛŜǊƴŜȅΣ нлмоΥопύ ǇǊŜǎŜƴǘ ƛƴ ƻŦŦƭƛƴŜ ŎƻƳƳǳƴƛŎŀǘƛƻƴΦ 9ǉǳŀƭƭȅ ƻǘƘŜǊǎ ƘŀǾŜ ŎƻǳƴǘŜǊ-argued this, 

suggesting that we have never been more visible than we are online (Lee & Cook, 2015; Morrow et al., 

2015).  

 

It is apparent then that there are a growing range of complex and multi-faceted social experiences 

online that need to be accounted for beyond the traditional focus upon peer-to-peer networking 

(Gyberg & Lunde, 2015), especially as experiences online are diversifying beyond Facebook and Twitter 

alone (Lenhart, 2015; Zhao et al., 2016). These platforms have long been the focus of research into 
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social interactions online (Barker, 2009; Beer, 2008; boyd, 2007), but, as boyd and Ellison (2008) suggest, 

{b{ ŀǊŜ άŘƛŦŦŜǊŜƴǘ ŦǊƻƳ ǘƘŜ ǊŜǎǘ ƻŦ ǘƘŜ ǿŜōέ όōƻȅŘ ϧ 9ƭƭƛǎƻƴΣ нллуΣ нммύΣ ŀƴŘ ƛǘ ƛǎ ŀǇǇŀǊŜƴǘ ǘƘŜ ǊŜǎǘ ƻŦ 

the web increasingly needs to be accounted for when considering what social experiences online entail 

(Barnes, 2015; Zhao et al., 2016). Whilst it has been suggested that many of these differences are 

becoming less pronounced with SNSs adopting features and ideas from other aspects of the internet 

(Ebner et al., 2015), it is clear that to understand social interaction online, a broader understanding is 

needed beyond communication with established offline contacts alone. It has been noted that: 

ά{ƻƳŜ ǎƻŎƛŀƭ ƳŜŘƛŀ ǿŜōǎƛǘŜǎ ŘŜŘƛŎŀǘŜ ǘƘŜƳǎŜƭǾŜǎ ǘƻ ŀ ǎǇŜŎƛŦƛŎ ǘƘŜƳŜ ƻǊ ƴƛŎƘŜ ƛnterest, whilst 

others attempt to create a more general type of space for social interaction (within which more 

specific niches can spring up). Social networking sites such as Facebook and Twitter, for example, 

are generalist: a wide variety of social interactions can take place on them. Other sites such as 

LinkedIn (a site designed for professional connections) or Mumsnet (a site designed for parents 

ǘƻ ƳŜŜǘ ŀƴŘ ŘƛǎŎǳǎǎύ ƘŀǾŜ ƳƻǊŜ ƻŦ ŀ ǎǇŜŎƛŦƛŎ ǘƘŜƳŜέ (Bright et al., 2014:15).  

Given this we cannot assume that findings regarding the social interactions viewed and researched on 

ΨƎŜƴŜǊŀƭƛǎŜŘΩ ǎƻŎƛŀƭ ƳŜŘƛŀ ǎƛǘŜǎ Ŏŀƴ ōŜ Ŝǉǳŀƭƭȅ ǘǊŀƴǎŦŜǊǊŜŘ ǘƘŜ ǎǇŜŎƛŦƛŎ ŎƻƳƳǳƴƛǘƛŜǎ ƻƴƭƛƴŜ ǿƘƻ Ƴŀȅ 

interact differently. 

 

Further complicating this reliance upon networking alone when considering social interaction online is 

the notion that networking itself appears to be flexible, with networking actualising itself differently 

from one site to the next not only in terms of aims and specificities, but also in terms of the modes 

through which this networking manifests itself. For this reason, boyd and Ellison (2008) make the 

ŘƛǎǘƛƴŎǘƛƻƴ ǘƻ ǳǎŜ ǘƘŜ ǘŜǊƳ Ψ{ƻŎƛŀƭ bŜǘǿƻǊƪ {ƛǘŜΩ ǊŀǘƘŜǊ ǘƘŀƴ ΨbŜǘǿƻǊƪƛƴƎΩΦ ¢ƘŜȅ ǎǳƎƎŜǎǘ ǘƘŀǘ ǘƘƛǎ ƛǎ ŘǳŜ 

to the fact that networking implies a new connection, which is not always the case on platforms such as 

Facebook, which they suggest is commonly used to further and extend already existing connection. 
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However, of course, researchers ƘŀǾŜ ƴƻǘŜŘ ǘƘŜ ǳǎŜ ƻŦ CŀŎŜōƻƻƪ ŦƻǊ ΨƴŜǘǿƻǊƪƛƴƎΩ ǿƛǘƘ ǎǘǊŀƴƎŜǊǎ ŦǊƻƳ ŀǎ 

early as 2006 (Lampe et al., 2006). There are a number of popular SNSs whose primary purpose is to 

make new connections. Indeed, the proliferation of dating sites and the popularity of Tinder and Grindr 

only serve to prove this point (Blackwell et al., 2014). As such, boyd and 9ƭƭƛǎƻƴΩǎ ŎƭŀƛƳ ǘƘŀǘ άǿƘŀǘ ƳŀƪŜǎ 

Social Network Sites unique is not that they allow individuals to meet strangers, but rather that they 

ŜƴŀōƭŜ ǳǎŜǊǎ ǘƻ ŀǊǘƛŎǳƭŀǘŜ ŀƴŘ ƳŀƪŜ ǾƛǎƛōƭŜ ǘƘŜƛǊ ǎƻŎƛŀƭ ƴŜǘǿƻǊƪǎέ (boyd and Ellison, 2008, 211) cannot 

be upheld if we are to account for the growing array of social experiences online beyond this form of 

networking alone. 

 

Some researchers further problematize the manifestation of the social online, pointing out that multiple 

social experiences can exist on the same platform (Hopke et al., 2016; Stroud et al., 2016). Much of the 

research into social interaction online traditionally focuses upon the maintenance of existing social 

connections (Barker, 2009; Ross et al., 2009). Mendelson and Papacharissi (2011) for example discuss 

Ƙƻǿ {b{ǎ ŎǊŜŀǘŜ άŀ ŎǳƭǘǳǊŜ ƻŦ ǊŜƳƻǘŜ ŎƻƴƴŜŎǘƛǾƛǘȅ ŦƻǊ ΧƳŀƛƴǘŀƛƴƛƴƎ ŀ ǾŀǊƛŜǘȅ ƻŦ ǎƻŎƛŀƭ ǘƛŜǎ ǘƻ ǇǊƛƳŀǊȅ 

ŀƴŘ ǎŜŎƻƴŘŀǊȅ ƎǊƻǳǇǎ ƻŦ ŎƻƴǘŀŎǘέ όaŜƴŘŜƭǎƻƴ ŀƴŘ tŀǇŀŎƘŀǊƛǎǎƛΣ нлммΣ нрмύΦ IƻǿŜǾŜǊΣ ǿƘƛƭǎǘ ǘƘƛǎ ƛǎ 

undoubtedly an aspect of the social media experience for many users, it is apparent that this is not the 

only experience and that social interaction can exist for many reasons, with research suggesting that 

users following celebrities (Hopke et al., 2016), companies (Baird & Parasnis, 2011), and other interest 

groups (Lookadoo & Dickson, 2015), alongside using these platforms for the consumption of news, 

culture, and political information (Harder et al., 2016), all of which can be used to express aspects of the 

ǳǎŜǊΩǎ ƛŘŜƴǘƛǘȅ όYƻǿŀƭŎȊȅƪ ϧ tƻǳnders, 2016). As such, it is apparent that social experiences, even within 

SNSs, can be broad: 

άǘƘŜ ŎǳƭǘǳǊŜǎ ǘƘŀǘ ŜƳŜǊƎŜ ŀǊƻǳƴŘ {b{ǎ ŀǊŜ ǾŀǊƛŜŘΦ aƻǎǘ ǎƛǘŜǎ ǎǳǇǇƻǊǘ ǘƘŜ ƳŀƛƴǘŜƴŀƴŎŜ ƻŦ ǇǊŜ-

existing social networks, but others help strangers connect based on shared interests, political 
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views, or activities. Some sites cater to diverse audiences, while others attract people based on 

ŎƻƳƳƻƴ ƭŀƴƎǳŀƎŜ ƻǊ ǎƘŀǊŜŘ ǊŀŎƛŀƭΣ ǎŜȄǳŀƭΣ ǊŜƭƛƎƛƻǳǎΣ ƻǊ ƴŀǘƛƻƴŀƭƛǘȅ ōŀǎŜŘ ƛŘŜƴǘƛǘƛŜǎέ (boyd & 

Ellison, 2008, 210). 

It appears then that not only can we not generalise the type of social interactions witnessed in SNS to 

social media writ large but we also cannot generalise within SNS as types of social interaction may differ 

from one platform to the next (Blank & Lutz, 2016; García-Martín & García-Sánchez, 2015). This further 

highlights the need to consider social interactions on a platform-by-platform basis, and importantly, to 

not over-estimate the importance of networking with established contacts at the expense of other social 

experiences online. 

 

Indeed, it is apparent that there is an increasingly broad array of users online now (Perrin, 2015), 

creating a variety of social experiences ƻƴƭƛƴŜΦ wŜǎŜŀǊŎƘŜǊǎ ƘŀǾŜ ƘƛƎƘƭƛƎƘǘŜŘ ǇƻǎǎƛōƭŜ ΨŎƻƴǘŜȄǘ ŎƻƭƭŀǇǎŜΩ 

online (Davis & Jurgenson, 2014; Utz, 2015), with users having to balance possible input from friends, 

family, celebrities, companies, politicians, and news organisations amongst others. It has been noted 

ǘƘŀǘ άǎƻŎƛŀƭ ƳŜŘƛŀ ǘŜŎƘƴƻƭƻƎƛŜǎ ŎƻƭƭŀǇǎŜ ƳǳƭǘƛǇƭŜ ŀǳŘƛŜƴŎŜǎ ƛƴǘƻ ǎƛƴƎƭŜ ŎƻƴǘŜȄǘǎΣ Ƴaking it difficult for 

people to use the same techniques online that they do to handle multiplicity in face-to-face 

ŎƻƴǾŜǊǎŀǘƛƻƴέ όaŀǊǿƛŎƪ ϧ ōƻȅŘΣ нлммΣ ммпύΦ wŜǎŜŀǊŎƘ Ƙŀǎ ōŜƎǳƴ ǘƻ ƘƛƎƘƭƛƎƘǘ ǘƘŀǘ ǘƘƛǎ ŎƻƴǘŜȄǘ ŎƻƭƭŀǇǎŜ 

means that multiple social experiences are merging within platforms so that, for example, private and 

public social interactions might intertwine (Korhan & Ersoy, 2016; Ovens & Morison, 2016), as might 

fandom and family, or friends and work (Carrigan, 2016; Fuller & Allen, 2016). Much like we do offline 

then (Goffman, 1959), it appears that users online still manage multiple social styles at once (Marwick & 

boyd, 2011). 
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Given this discussion, it appears that there is a broad array of social interactions online, not only across 

the growing range of social media platforms, but also within the more well-researched SNS, many of 

which can serve multiple purposes for users (Davis & Jurgenson, 2014; Utz, 2015) who are interacting 

with a wide array of contacts (Fuller & Allen, 2016). It is important to highlight, as Wu et al. (2011) do, 

ǘƘŀǘ ƛŦ ǊŜǎŜŀǊŎƘŜǊǎ ǳǎŜ ŀ ǎǇŜŎƛŦƛŎ ŘŜŦƛƴƛǘƛƻƴ ƻŦ ΨǎƻŎƛŀƭΩ ǘƻ ǎƘŀǇŜ ǘƘŜƛǊ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ǘƘŜ ǳǎŜǊΩǎ 

experience of social media, they risk only seeing a narrow part of the social media experience, or 

assuming that this iǎ ǘƘŜ ΨŘŜŦŀǳƭǘΩ ǳǎŜ ŀƴŘ ǘƘŀǘ ƻǘƘŜǊ ǳǎŜǎ ŀƴŘ ŜȄǇŜǊƛŜƴŎŜǎ ŀǊŜ ƳŜǊŜƭȅ ŘŜǾƛŀǘƛƻƴǎ ŦǊƻƳ 

this core. It appears then that what social interaction online entails should not be presumed but 

interrogated (Larkin, 2008). This study therefore aims to understand user experience in a broad sense 

beyond just traditional networking in order to understand the social interactions of young people online. 

 

Uses of social media beyond content production alone. 
 

 

 

Beyond the idea that there are multiple forms of social interaction online is the idea that social 

interaction online comprises more than just the production of content alone. Focusing only on produced 

ŎƻƴǘŜƴǘ ƻƴƭƛƴŜΣ ŀǎ ƛǎ ǘƘŜ ŎŀǎŜ ǿƛǘƘ ƳǳŎƘ ƻŦ ǘƘŜ ΨōƛƎ ŘŀǘŀΩ ǊŜǎŜŀǊŎƘ ŎƻƴŘǳŎǘŜŘ ǘƘǊƻǳƎƘ ŀƴŀƭȅǎƛƴƎ ƳŀǎǎŜǎ 

of online content (Hargittai, 2015), potentially ignores the many complex uses of social media, and risks 

defining social media on its potential and not its actualised use in practice (Barnes, 2015). Whilst social 

media offers the potential for the audience create media content this does not mean that this is the only 

method through which users engage with and use these platforms. 

 

Increasingly, research is beginning to consider more than just content production, and is highlighting the 

importance of media consumption in the social experiences of young people online. (Muller, 2012; 
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Springer et al., 2015).  Researchers have highlighted many uses, including boredom, passing time, 

ǎƴƻƻǇƛƴƎΣ ŀƴŘ ŎŜƭŜōǊƛǘȅ ΨŦŀƴŘƻƳΩ ό[ŀƳǇŜ Ŝǘ ŀƭΦΣ нллуΤ tŜƳǇŜƪ Ŝǘ ŀƭΦΣ нллфύΦ .ƻǊŜŘƻƳ ƛƴ ǇŀǊǘƛŎǳƭŀǊ has 

been researched (Juntti-IŜƴǊƛƪǎǎƻƴΣ нлмрύΣ ǿƘƛŎƘ ŀǎ 2ƛőŜǾƛŏ Ŝǘ ŀƭΦ όнлмсύ ƘƛƎƘƭƛƎƘǘ Ƴŀȅ ōŜ άƻƴŜ ƻŦ ǘƘŜ 

Ƴŀƛƴ ǊŜŀǎƻƴǎ ǿƘȅ ǘƘƛǊŘ ȅŜŀǊ ǎǘǳŘŜƴǘǎ ǳǎŜ CŀŎŜōƻƻƪέ ό2ƛőŜǾƛŏ Ŝǘ ŀƭΦΣ нлмсΣ усύΦ ¢Ƙƛǎ ōǊƻŀŘŜǊ ŦƻŎǳǎ 

beyond content production has highlighted noticeably different methods, traits, and uses when 

engaging with social media than have been noted through focuses upon content production alone (Lu et 

al., 2016). Mark et al. (2016) for example highlight that: 

 άǎƻŎƛŀƭ ƳŜŘƛŀ ŎƻƴǎǳƳǇǘƛƻƴ όŀǎ ƻǇǇƻǎŜŘ ǘƻ ǇǊƻŘǳŎǘƛƻƴ) is often lightweight, requiring little effort 

and often serving as a quick break. As such, it is not surprising that youth report using social 

ƳŜŘƛŀ ŦƻǊ ǎǳŎƘ ǘƘƛƴƎǎ ŀǎ ŘƛǎǘǊŀŎǘƛƻƴΣ ŀ ǿŀȅ ǘƻ Ŧƛƭƭ ǘƛƳŜΣ ŀƴŘ ŀǎ ŀ ƳŜŎƘŀƴƛǎƳ ŦƻǊ ǎƻŎƛŀƭƛȊƛƴƎέ (Mark 

et al., 2016, 5519).  

This is consistent with a number of other studies (Thompson & Lougheed, 2012; Wang et al., 2015).  

 

As Crawford (2009) points out, there is often a temptation in digital research to listen to those who 

speak loudly and who actively participate by producing ŎƻƴǘŜƴǘΣ ōǳǘ ǘƘƛǎ άǇǊƛǾƛƭŜƎƛƴƎ ƻŦ ǾƻƛŎŜέ ό/ǊŀǿŦƻǊŘΣ 

2009, 527) denies the many nuanced uses of social media beyond merely producing content, even by 

those who produce content who will also use social media in manners beyond this alone. When 

attempts to account for these uses have been made, they often serve to minimise them or place them 

ŀǎ ǎŜŎƻƴŘŀǊȅ ǳǎŜǎ όbƻǊƳŀƴ Ŝǘ ŀƭΦΣ нлмрύΦ CƻǊ ŜȄŀƳǇƭŜΣ ǘƘŜ ǘŜǊƳǎ ΨǇŜǊƛǇƘŜǊŀƭ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ό½ƘŀƴƎ ϧ 

{ǘƻǊŎƪΣ нллмύ ŀƴŘ Ψƴƻƴ-ǇǳōƭƛŎ ǇŀǊǘƛŎƛǇŀƴǘǎΩ όbƻƴƴŜŎƪŜ ϧ tǊŜŜŎe, 2003) have been used to describe these 

ǳǎŜǊǎΦ !ǎ /ǊŀǿŦƻǊŘ όнллфύ ŀǊƎǳŜǎ ƻŦ ǘƘŜǎŜ ŘŜŦƛƴƛǘƛƻƴǎΥ άǘƘŜȅ ŎƻƴǘƛƴǳŜ ǘƻ ŘŜŦƛƴŜ ǘƘƛǎ ƳŀƧƻǊƛǘȅ ƎǊƻǳǇ ōȅ 

what they are not: not public, not at the centre. As terms, they fail to offer a sense of what is being 

done, aƴŘ ǿƘȅ ƛǘ ƛǎ ƛƳǇƻǊǘŀƴǘ ǘƻ ƻƴƭƛƴŜ ǇŀǊǘƛŎƛǇŀǘƛƻƴέ ό/ǊŀǿŦƻǊŘΣ нллфΣ рнтύΦ {ƘŜ ƳƻǾŜǎ ƻƴ ǘƻ ǎǳƎƎŜǎǘǎ 
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that accounting for more than just content production when considering social uses of social media in 

ŜŦŦŜŎǘ άŘŜŎŜƴǘǊŜǎ ǘƘŜ ŎǳǊǊŜƴǘ ƻǾŜǊŜƳǇƘŀǎƛǎ ƻƴ ǇƻǎǘƛƴƎΣ ŎƻƳƳŜƴǘƛƴƎ ŀƴŘ ΨǎǇŜŀƪƛƴƎ ǳǇΩ ŀǎ ǘƘŜ ƻƴƭȅ 

ǎƛƎƴƛŦƛŎŀƴǘ ŦƻǊƳǎ ƻŦ ǇŀǊǘƛŎƛǇŀǘƛƻƴέ ό/ǊŀǿŦƻǊŘΣ нллфΣ рнуύΦ {ƛƳƛƭŀǊƭȅΣ ƻǘƘŜǊ ǊŜǎŜŀǊŎƘŜǊǎ ƘŀǾŜ ǊŜŎŜƴǘƭȅ 

ǎǳƎƎŜǎǘŜŘ άŀ ǿƛŘŜǊ ŘŜŦƛƴƛǘƛƻƴ ƻŦ ΨǇŀǊǘƛŎƛǇŀǘƛƻƴΩ ƛǎ ƴŜŜŘŜŘ ǘƘŀǘ ƛǎ ƴƻǘ ƭƛƳƛǘŜŘ ǘƻ ŀŎǘƛǾŜ ŎƻƴǘǊƛōǳǘƛƻƴΣ ōǳǘ 

also inclǳŘŜǎ ǘƘŜ ŀŎǘ ƻŦ ǊŜŀŘƛƴƎ ŀƴŘ ŎƻƴƴŜŎǘƛƴƎ ǿƛǘƘ ŀǳŘƛŜƴŎŜ ŎƻƴǘǊƛōǳǘƛƻƴǎέ ό.ŀǊƴŜǎΣ нлмрΣ уноύΦ  

 

Indeed, it has been noted that content production may actually be one of the more uncommon uses of 

social media (Barnes, 2015; Jones et al., 2004), and that the majority of content production may be 

being done by a minority of a-ǘȅǇƛŎŀƭ ǳǎŜǊǎ ό.ƻƭǘƻƴ Ŝǘ ŀƭΦΣ нлмоύΦ wŜŎŜƴǘ ¦Y Řŀǘŀ ŦƛƴŘǎ ǘƘŀǘ άŀ ƘŀƴŘŦǳƭ ƻŦ 

ǳǎŜǊǎ ŎƻƴǘǊƛōǳǘƛƴƎ ŜȄǘŜƴǎƛǾŜƭȅ ǘƻ ǘƘŜ ǎƛǘŜǎΣ ǿƘƛƭǎǘ ǘƘŜ ƳŀƧƻǊƛǘȅ ŎƻƴǘǊƛōǳǘŜ ǊŀǊŜƭȅ ƻǊ ƴŜǾŜǊέ ό.ǊƛƎƘǘ Ŝǘ ŀƭΦΣ 

2014, мпύΦ {ƛƳƛƭŀǊƭȅΣ ²ǳ Ŝǘ ŀƭΦ όнлммύ ƘƛƎƘƭƛƎƘǘ ƻŦ ¢ǿƛǘǘŜǊ ǇƻǎǘǎΣ άрл҈ ƻŦ ¦w[ǎ ŎƻƴǎǳƳŜŘ ŀǊŜ ƎŜƴŜǊŀǘŜŘ 

ōȅ Ƨǳǎǘ нлY ŜƭƛǘŜ ǳǎŜǊǎέ ό²ǳ Ŝǘ ŀƭΦΣ нлммΣ тлрύΦ  ¢Ƙƛǎ ƘƛƎƘƭƛƎƘǘǎ ǘƘŜ ƛƳǇƻǊǘŀƴŎŜ ƻŦ ŎƻƴǎǳƳǇǘƛƻƴΣ 

particularly as following celebrities has been noted as a marker of identity (Kowalczyk & Pounders, 

2016). It appears therefore that in order to consider the social uses of the internet by young people it is 

crucial that the focus of research is not upon content production alone, and that other uses are not seen 

as secondary or devalued. Though this produced content online is rich, obvious, and plentiful, this 

ŘƻŜǎƴΩǘ ƳŜŀƴ ǘƘŀǘ ǘƘƛǎ ƛǎ ǘƘŜ ΨŀǾŜǊŀƎŜΩ ǳǎŜ ŀƴŘ ŜȄǇŜǊƛŜƴŎŜ ƻŦ ǎƻŎƛŀƭ ƳŜŘƛŀ ό.ŀǊƴŜǎΣ нлмрύΦ ¢Ƙƛǎ ǘƘŜǎƛǎ 

therefore suggests that minimising the focus merely to interactions through production reduces and 

refracts the fullness of experiences online, and as such, the research will consider a wide range of uses 

beyond content production.  

 

2.6. Conclusion. 
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This literature review reveals that social media is increasingly important to young people and their daily 

social lives (Lenhart, 2015). For many it is an important and frequent aspect of their social interactions 

(Absar et al., 2015; Wartella et al., 2016) and an influence upon the development of their identity (boyd, 

2014; Pujazon-Zazik & Park, 2010). Importantly, their use of social media platforms is diversifying, with 

young people regularly present on multiple platforms (Lenhart, 2015). This range of platforms present a 

variety of different spaces to express and perform identity (Hodkinson, 2015), with the affordances 

differing from one platform to the next (Ebner et al., 2015), providing users with a variety of social uses 

beyond networking alone (Kowert et al., 2016). Further to this, it is apparent that to understand the 

social media experiences of young people there is also a need to account for the devices through which 

they are accessing these space. Importantly, their engagement with these spaces does not just involve 

producing content, but a range of other aspects that also need to be accounted for (Bolton et al., 2013). 

Finally, there is also a need to account for the socio-cultural background that young people bring with 

them to the platforms, which may change the manner in which they engage with these spaces. Given 

this, this research wishes to consider how young people enmesh with these platforms to produce 

unique user-specific and platform-bound identity performances.  

 

It is apparent from the review of literature that many different approaches can be taken towards social 

media, and that defining social media can be largely problematic due to the ever changing and 

disruptive nature of the field (Chun, 2016). It is also apparent from this literature review that social 

media can be approach, understood, and experienced in a range of ways by different users (Ariel and 

Avidar, 2015).  As such, I seek here to offer no fixed definition as to what social media is in terms specific 

affordances. These are likely to continue to change and diversify. Neither will I attempt to define social 

media via its relationship to other online media, as the differences between these categories are 
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increasingly porous (Curran et al., 2016). I also will not define social media via the content created on it, 

as this diminishes other essential roles played by users of social media (Bright et al., 2014).  

 

Given the broad range of social media platforms, and the growing diversity of social media identified in 

the literature, this research will put the task of defining social media into the hands of the participants. 

Rather than telling participants what I am looking for in terms of social media use, I will let them tell me 

how they make sense of social media. This will allow me to consider on an individual basis what range of 

spaces they use for social interaction, and how they utilise these spaces to perform identity (Bertel, 

2016). Through this technique I aim to allow the participants to show me what social media means and 

is to them, and also allow them to show and discuss the mediums and manners of their social actions 

and interactions. This is partially an attempt to capture the growing range of diverse and purposefully 

ƘŜǘŜǊƻƎŜƴŜƻǳǎ ǎƛǘŜǎΣ ōǳǘ ŀƭǎƻ ǘƻ ŀƭƭƻǿ ǇŀǊǘƛŎƛǇŀƴǘǎ ǘƻ ǎƘƻǿ ƳŜ ǘƘŜƛǊ ƻǿƴ ŘŜŦƛƴƛǘƛƻƴǎ ƻŦ ΨǎƻŎƛŀƭ ƳŜŘƛŀΩ 

usage beyond just networking with offline contacts (Harder et al., 2016). As such, through allowing the 

participants to define social media, this research is able to explore how online design and user enmesh 

to perform identity on a specific platform-by-platform, user-by-user basis. 

 

This literature review highlights that social uses of social media again potentially vary from user to user, 

and from platform to platform, and that individual approaches need to be taken into account alongside 

a model that considers how social action online is guided through design elements. Currently, there is a 

lack of research that attempts to account for and reconcile the various aspects raised in this discussion, 

or provide a bridge through which we can consider the many facets that shape and form interactivity 

online (Dyer, 2016). Though some attempts have been made to consider the effects of design upon our 

actions and interactions online, they have focused upon specific aspects of design (Coles & West, 2016; 
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Ksiazek et al., 2014) or specific platforms, often through a comparison of currently popular websites 

(boyd and Ellison, 2008; Lee, 2011), or specific technology (Jewitt, 2013; Papacharissi, 2011). This thesis 

aims to move beyond this focus upon specific aspects, instead relying upon the interpretation of the 

users as to what social media is to them and how they negotiate this growing range of heterogeneous 

platforms. As such, a model is needed that allows for individual interpretations an understandings of 

social media whilst ŀƭǎƻ ŀŎŎƻǳƴǘƛƴƎ ŦƻǊ Ƙƻǿ ǘƘŜ ǳǎŜǊΩǎ ŜȄǇŜǊƛŜƴŎŜǎ ƻŦ ǘƘŜǎŜ ǇƭŀǘŦƻǊƳǎΣ ŀƴŘ ǘƘŜƛǊ 

subsequent actions, interactions, and identity performances (Goffman, 1959), are guided and mediated 

by aspects of platform specific design. Such a theoretical model will be presented in the next chapter, in 

which I propose the use of Comic Book Theory, a model that combines the work of Latour (2005), Barad 

(2003), and Goffman (1959), to unpack the relationship between humans and technology that result in 

specific and contextually-bound identity performances. 

 

2.7. Research Questions. 
 

 

 

This chapter has established how researchers can and have considered social media, how researchers 

can and have considered interactivity, and how the social emerges online through a growing and 

diverse/diversifying range of platforms. In the next chapter this thesis will examine research and theory 

that discusses what affects identity performance online, first broadly considering identity performativity, 

then more specifically looking at researchers who have looked at the effect of design upon social action 

and interaction. In order to understand identity, we must assess the wealth of literature discussing 

social identity formation and presentation. An overview of this area will be presented in the next 

chapter, with a specific focus upon combining a focus upon identity performance with a focus upon the 

role of design. We will consider Goffman, Latour, Barad, and Comic Book Studies to epistemologically 

position this study. 
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Against the background raised in this literature review, this research aims to trace online social identity 

performances displayed on social media as a combination of personal understanding and input, and the 

effects of design and modal affordances. In particular, this thesis aims to focus upon how these identity 

performances are co-constructed and shaped by many aspects of social media including design and 

personal understanding. The literature review highlights that this is an understanding of social media 

that is currently lacking from the extant literature, and that an understanding is needed that accounts 

for the growing diversity of social media platforms (Lenhart, 2015). Given the range of social media 

platforms available, and the continued use of multiple platforms by a majority of users (Lenhart, 2015), 

this thesis aims to examine how identity performances online arise and are shaped for and by the 

affordances of each specific platform.  Also, given the shifting nature of social media, an understanding 

of how users makes sense of and understand social media is needed. This research consequently aims to 

see how the participants define and delineate social media, and how the negotiate the growing diversity 

of media platforms online. To summarise, this thesis aims to explore how specific iterations of user, 

technology, context, and design result in specific identity performances; in different actions, 

interactions, and perceptions online. This research will do so by looking at how identities, actions, and 

perceptions of a group of young people are both constructed and constrained across their use of a set of 

contemporary social media platforms and the various technologies that provide access to these sites. 

From this, several key research questions emerge: 

 

1) How are the online identity performances, actions, and interactions of a group of 17-25 year 

olds on online social media platforms co-constructed and negotiated by the interactions 

between the user, the technologies they use to access these sites, and the sites themselves? 
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2) What role do the specific media forms and designs of social media play in mediating, and/or 

control identity and action online; are there resistances/strategies against this?  

3) How do individual users understand, manage, and importantly negotiate their identities, their 

interactions, and their actions online?  

4) How are these identity performances accessed and maintained online, and how does the device 

ǘƘǊƻǳƎƘ ǿƘƛŎƘ ǘƘŜȅΩǊŜ ŀŎŎŜǎǎŜŘ ŀŦŦŜŎǘ ǘƘŜ ǳǎŜ ƻŦ ǎƻŎƛŀƭ ƳŜŘƛŀ ŦƻǊ ǎƻŎƛŀƭ ŀŎǘƛƻƴ ŀƴŘ ƛƴǘŜǊŀŎǘƛƻƴΚ  

5) How do participants understand, define, and negotiate social media? 
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Chapter 3 - Theory 
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3.1. Introduction. 
 

 

 

The previous chapter presented a review of relevant literature around social interaction through social 

media, and concluded with the proposal of several research questions aimed at exploring how social 

media users negotiate a growing plethora of online social spaces to perform identity, enmeshing with 

the platform design and the technology through which they are accessing these spaces. This chapter will 

now proceed to outline the theoretical framework for this research. Given that the focus is upon how 

identity is performed in and through these platforms, this chapter will begin by exploring the concept of 

identity as it pertains to the research questions and aims.  

 

Identity is such a frequently used term that it has become ambiguous and heterogeneous, and perhaps 

even over-utilised. Despite the diversity and extensiveness of literature discussing the concept of 

identity, or perhaps because of the breadth of this research, researchers have suggested that it is still a 

concept that is poorly understood, and frequently under-conceptualised (Buckingham, 2008). Yet 

identity is a topic that nonetheless is particularly pertinent given the rise and proliferation of social 

media, and the connections discussed in literature review between social media and identity (boyd, 

2014; Kietzmen et al., 2012). 

 

Given that the purpose of this study is to explore how specific users and platforms enmesh to create 

specific identity performances, for the purpose of this research this project must consider identity less 

from an inner understanding of self-conceptualisation (Rogers, 1961) and instead focus on the ways in 
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which user identity is actualised3; how it is realised and expressed externally. In essence, this project will 

consider the effects the specific situation has upon the identities social media users present, and how 

ǘƘŜ ŎǊŜŀǘƛƻƴ ƻŦ ƭƻŎŀǘƛƻƴ ǎǇŜŎƛŦƛŎ ƴŀǊǊŀǘƛǾŜǎ ŀǊŜ ƴŜƎƻǘƛŀǘŜŘΦ !ǎ ǎǳŎƘΣ ǘƘƛǎ ǊŜǎŜŀǊŎƘΩǎ ŀǇǇǊƻŀŎƘ ǘƻǿŀǊŘǎ 

identity will be focusing upon social performances, social actions, and social interactions, given for and 

to a variety of audiences (Goffman, 1959). These social identities will be considered as negotiated in, 

and emerging from, a variety of social media platforms. 

 

In the following sections of this chapter, therefore, I will focus on discussing definitions and theories of 

identity that best relate to the research aims and research questions of this thesis. Following this, the 

chapter will move on to consider how best to account for the role of design in shaping identity 

performances, looking at the issues raised by Actor-Network Theory (Latour, 2005) and .ŀǊŀŘΩǎ ό2003, 

2007) work in agential realism, before considering how the ideas raised in the field of Comic Book 

Studies can help this research address how individual narratives of identity are created by the 

enmeshing of a particular platform with an individual user. 

 

3.2. Understanding identity. 
 

 

 

Within the field of sociology, the focus of identity research generally shifts from relationship between 

self and identity towards a focus on the relationship between identity and the social situations and 

settings in which it is formed and enacted (Brubaker & Cooper, 2000; Goffman, 1959; Hall, 1992). 

However, there is still much variation within this focus in regards to the conceptualisation of social 

                         
3 óActualisedô in this content means broadly how identity is presented and projected externally, 

through clothes, speech, movement, actions, interactions, and many other markers of identity 
(Goffman, 1959). Rather than considering inner categorizations, a focus upon actualisation will 
essentially look at how we act and interact socially (Burr, 2015). 
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identity. Given the variety and breadth of the discussion surrounding the concept of identity, this 

section seeks to briefly discuss some of the manners in which identity has been conceptualized in 

sociology in order to position the approach taken by this research.  

 

A key and popular sociological approach to identity has been the use of large-ǎŎŀƭŜ ΨƳŀŎǊƻΩ ƎǊƻǳǇ 

identities to explain social action and interaction (Giddens, 1991; Shilling, 1992). Such an understanding 

attempts to conceptualise identity as a broad cultural category that is tantamount to the ethos of a 

group of people (Nagel, 1995; Scheff, 1994). This macro-focus portrays identity as being synonymous 

with broad social categories such as ethnicity and sexuality, and as such attempts to record and 

understand identity as it pertains to memberships of broad social categories.  

 

Whilst such a conceptualisation of identity has provided many useful discussions, especially around the 

field of identity politics (Cudd, 2006; Pateman & Mills, 2007), this conceptualisation nonetheless misses 

the importance and the theoretical necessity of the separation of the notion of identity as a distinct 

concept from social categories (Stryker & Burke, 2000), allowing for individual variation and variety 

ό.ǳŎƘƻƭǘȊΣ мфффΤ WƻƘƴǎǘƻƴŜΣ мффсύΦ !ǎ .ǳŎƘƻƭǘȊ ŀƴŘ Iŀƭƭ όнллрΥрурύ Ǉƻƛƴǘ ƻǳǘ άƛŘŜƴǘƛǘƛŜǎ ŜƴŎƻƳǇŀǎǎ 

macro-level demographic categories, temporary and interactionally specific stances and participant 

ǊƻƭŜǎΣ ŀƴŘ ƭƻŎŀƭΣ ŜǘƘƴƻƎǊŀǇƘƛŎŀƭƭȅ ŜƳŜǊƎŜƴǘ ŎǳƭǘǳǊŀƭ ǇƻǎƛǘƛƻƴǎέΦ Lƴ ƻǘƘŜǊ ǿƻǊŘǎΣ ǿƘƛƭǎǘ ƳŀŎǊƻ ŎŀǘŜƎƻǊƛŜǎ 

and Discourses do shape how we categorise ourselves, these same broad brush-stroke categories are 

not capable of accounting for the complexities in individual behaviours and patterns (Bybee & Hopper, 

2001; Fenstermaker & West, 2002). Though macro categories do help researchers understand certain 

ŎƘƻƛŎŜǎ ǿƛǘƘƛƴ ǎƻŎƛŀƭ ǎǇŀŎŜǎΣ άǘƘŜƛǊ ŀŎǘǳŀƭ ƳŀƴƛŦŜǎǘŀǘƛƻƴ ƛƴ ǇǊŀŎǘƛŎŜ ƛǎ ŘŜǇŜƴŘŜƴǘ ƻƴ ǘƘŜ ƛƴǘŜǊŀŎǘional 

ŘŜƳŀƴŘǎ ƻŦ ǘƘŜ ƛƳƳŜŘƛŀǘŜ ǎƻŎƛŀƭ ŎƻƴǘŜȄǘέ ό.ǳŎƘƻƭǘȊ ϧ IŀƭƭΣ нллрΣ рфмύΦ ¢Ƙƛǎ ƛǎ ŀƴ ƛƳǇƻǊǘŀƴǘ ƛƴǎƛƎƘǘ ŦƻǊ 
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this research as a key aim is to account for the importance of social context, drawing particular attention 

to variation in design across contexts. A model is therefore needed that positions identity as malleable 

and responsive to context. 

 

Attempting to account for these individual variations, symbolic interactionalist such as Stryker (1980) 

have presented an approach that considers the individual, focusing upon how social groups affect the 

social actions of individuals, rather than generalising across broad groups and organisations (Burke & 

Stets, 2009). This approach aims to highlight identity as the social actions that emerge from the 

relationship between the individual and society as an individual gains feedback from social groups to 

their actions and begins to adapt their behaviour patterns (Stryker, 1980). As such, social groups provide 

the lens through which individual contextualise their social roles, adopting mannerisms in order to meet 

ǘƘŜ ƎǊƻǳǇΩǎ ǎƻŎƛŀƭ ŜȄǇŜŎǘŀǘƛƻƴǎ όaŎ/ŀƭƭ ϧ {ƛƳƳƻƴǎΣ мфтуύΦ LŘŜƴǘƛǘȅ ƛǎ ǘƘŜǊŜŦƻǊŜ ǾƛŜǿŜŘ ŀǎ ŜƳŜǊƎƛƴƎ 

from, and reflective of, the social setting it emerges in, as the social group causes the individual to adapt 

their actions, potentially suppressing their individual variations (Stryker, 1980). 

 

Whilst this does provide a useful conceptualisation of the broader effects of situation upon social 

interaction, such an approach again focuses upon group influence (Fine, 1993), placing identity as the 

loss of individual variation in the search of group conformity (Burbank & Martins, 2010). Whilst the 

literature review established the need to consider broad social categories influencing social interaction 

online, it was also apparent that there is a need to consider individual engagements with these online 

spaces (Nash, 2012), and importantly to looking at identity variation and adaptability across a plethora 

of platforms (Ariel & Avidar, 2015).Given that online platforms are specific in their design, there is a 

need to consider identity as malleable and bound to specific locations, not just as the result of 
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consistent exposure to broad social groups.  Given that the symbolic interactionalist approach does not 

adequately account for identity variations across different locations (Blok & Jensen, 2011), such an 

approach will not be suitable to consider the nuances of locationally-emergent online social actions. 

 

One further approach that attempts to subvert the top-down approach to identity is Social Identity 

¢ƘŜƻǊȅ ό!ōǊŀƳǎΣ мфффΤ .ǊƻǿƴΣ нлллύΣ ǿƘƛŎƘ ŀǇǇǊƻŀŎƘŜǎ ƛŘŜƴǘƛǘȅ ŦǊƻƳ ǘƘŜ ƛƴŘƛǾƛŘǳŀƭΩǎ ŎƻƴŎŜǇǘǳŀƭƛǎŀǘƛƻƴ 

of the social, and understands identity as the personal adoption of broad social traits to gain affiliation 

to particular groups (Tajfel, 1982). Drawing from the field of psychology, this approach attempts to 

ŀŎŎƻǳƴǘ ŦƻǊ ǘƘŜ ŀŘƻǇǘƛƻƴ ƻŦ ƎǊƻǳǇ ōŜƘŀǾƛƻǳǊǎ ōȅ ŦƻŎǳǎƛƴƎ ǳǇƻƴ ǘƘŜ ƛƴŘƛǾƛŘǳŀƭΩǎ άǎŜƭŦ-categorization and 

ǎƻŎƛŀƭ ŎƻƳǇŀǊƛǎƻƴέ ό{ǘŜǘǎ ϧ .ǳǊƪŜΣ нлллΣ ннрύΣ ƳƻǾƛƴƎ ŀǿŀȅ ŦǊƻƳ the focus upon the cumulative effects 

of exposure to social group, as seen in symbolic interactionalism (McCall & Simmons, 1978). Social 

ƛƴǘŜǊŀŎǘƛƻƴǎ ŀǊŜ ǘƘǳǎ ŦƻǊƳŜŘ ǘƘǊƻǳƎƘ ŀƴ ƛƴŘƛǾƛŘǳŀƭΩǎ ǇŜǊŎŜǇǘƛƻƴ ƻŦ ƳŜŀƴƛƴƎŦǳƭ ǎƻŎƛŀƭ ƎǊƻǳǇǎ ŀƴŘ ǘƘŜƛǊ 

expectations (Lewis, 1990; Roger, 1961). Again however, whilst this approach does allow for a 

consideration of how identity is negotiated by the individual, the literature review suggests an approach 

towards identity presentation online needs to be both user-specific and location-specific. As such an 

approach is still needed that allows for an account of how identity varies situationally. 

 

The social understandings of identity presented in the theories above provide a useful frame for a 

consideration of identity online, especially given the social and often group-based nature of online 

actions and interactions (Spears & Postmes, 2015; Sundar, 2015). They all also raise some interesting 

points in regards to the adoption of social actions for particular settings, namely that our identity is 

drawn from our understanding of, and exposure to, the social situation around us, which we then use to 

self-categorise and adjust our mannerisms, actions, and interactions (Turner et al., 1987) in line with the 
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behaviour of others (Stryker 1фулύΣ ŀ ǇǊƻŎŜǎǎ ǊŜŦŜǊǊŜŘ ǘƻ ŀǎ ΨǎƻŎƛŀƭ ŎƻƳǇŀǊƛǎƻƴΩ όCŜǎǘƛƴƎŜǊΣ мфрпύΦ 

Though this provides a useful consideration for the social nature of identity, the general focus of 

attention and analysis present through these theories is upon how individual agency is coerced by the 

ƛƴŘƛǾƛŘǳŀƭǎΩ ƳŜƳōŜǊǎƘƛǇ ǘƻ ŎŜǊǘŀƛƴ ǎƻŎƛŀƭ ƎǊƻǳǇǎΦ IƻǿŜǾŜǊΣ ǊŜǎŜŀǊŎƘ Ƙŀǎ ǎƘƻǿƴ Ƴŀƴȅ ƻǘƘŜǊ aspects that 

can affect our actions and interactions beyond these broad social aspects alone (Bucholtz & Hall, 2005).  

As discussed in the literature review, an approach towards identity is needed that positions identity as a 

complex, and crucially, more malleable and responsive performance, specific and adaptive to the setting 

in which the social interactions take place, and able to account for individual variation. This research 

wishes to pay particular attention to the manner in which identity performance is adapted for, and 

crucially, adapted by the specific platforms the user is interacting and acting on, in, and though, on a 

platform-by-platform basis. Therefore, whilst these frameworks provide a useful understanding of 

socially performed identity, in order to examine how social actions and interactions are effected on a 

platform-by-platform basis, a framework is needed that centres the focus on situationally adaptive 

performances. The approach adopted in this research therefore draws its understanding of identity from 

the dramaturgical approach of Erving Goffman (1959). 

 

3.3. Goffman, dramaturgy, and fluid identity performances. 
 

 

 

The word identity comes from the Latin root idem, ƳŜŀƴƛƴƎ ΨǘƘŜ ǎŀƳŜΩΣ ȅŜǘ ƛŘŜƴǘƛǘȅ ƛǎ ƻŦǘŜƴ ǾƛŜǿŜŘ ŀǎ ŀ 

sign of independence and difference; a consistent point of reference that makes each of us unique. 

Whilst the theories discussed in the previous section lean into the idea of a consistent identity (Jenkins, 

2014), Goffman and his work in dramaturgical identity subverts this to look at the existence of multiple 

malleable identities consisting of external performances given in and as a response to specific locations 

and situations (Farnham & Churchill, 2011; Firth, 2013). In essence, Goffman suggests we choose 
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appropriate social cues, actions, and interactions available for us to taper for different settings and 

audiences. Therefore, rather than focusing upon a consistent identity as the unit of measurement 

against an inner notion of self (Stets & Burke, 2000), Goffman suggests instead we treat identity as a 

variable (Bertel, 2016), responsive to, and appropriate for, a given situation (Pearson, 2009). For 

Goffman then, identity is socially created, and crucially is plural, changeable, and responsive to a given 

location (Anderson, 1994; Lemert & Branaman, 1997). This approach therefore provides a useful frame 

when considering, as this research aims to, the effect of a given situation on social actions and 

interactions, in that it allows for a view of identity that situationally bound, socially contingent, and 

malleable (Rueda-Ortiz & Giraldo, 2016). 

 

Given this positioning, Goffman posits in his key text, The Presentation of Self in Everyday Life (1959) 

that the primary focus of analysis should be upon interactions and exchanges between the performer 

ŀƴŘ ŀƴ ŀǳŘƛŜƴŎŜΦ DƻŦŦƳŀƴ ŘŜŦƛƴŜǎ ŀƴŘ ŘƛǎŎǳǎǎŜǎ ƛŘŜƴǘƛǘȅ ǇŜǊŦƻǊƳŀƴŎŜǎ ŀǎ Ψŀƭƭ ǘƘŜ ŀŎǘƛǾƛǘȅ ƻŦ ŀƴ 

individual which occurs during a peǊƛƻŘΧōŜŦƻǊŜ ŀ ǎŜǘ ƻŦ ƻōǎŜǊǾŜǊǎ ŀƴŘ ǿƘƛŎƘ Ƙŀǎ ǎƻƳŜ ƛƴŦƭǳŜƴŎŜ ƻƴ ǘƘŜ 

ƻōǎŜǊǾŜǊǎέ όDƻŦŦƳŀƴΣ мфрфΣ онύΦ ¢ƘŜ ƪŜȅ ŎƻƳǇƻƴŜƴǘ ƘŜǊŜ ƛǎ ǘƘŜ ƴƻǘƛƻƴ ƻŦ audience (Bertel, 2016). For 

Goffman, identity performance was something that occurred before, in response to, and for an 

audience; performers give their performances for the audience in order to influence them in some 

manner. The audience play a part in the performance by providing feedback, by judging the authenticity 

of the performance, and by providing the frame by which the performer approached the performance 

(Goffman, 1959). This also allows for the ongoing adaptation of the specific identity performance, as 

Goffman suggested that performances proceed in line with the feedback provided by the audience 

(Uimonen, 2013). Whereas the theorists discussed in the previous section of this chapter highlighted the 

relationships between self and society as somewhat of a constant, Goffman instead looked at the 
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concept of changeability and adaptability in the manners in which we act and interact based upon the 

social situations in which we are engaging.  

 

DƻŦŦƳŀƴΩǎ ŀǇǇǊƻŀŎƘ ǘƘŜǊŜŦƻǊŜ ƘƻƭŘǎ ǘƘŀǘ ǿŜ Ŏŀƴƴƻǘ ǎŜǇŀǊŀǘŜ ǎƻŎƛŀƭ ƛƴǘŜǊŀŎǘƛƻƴ ŀƴŘ ŀŎǘƛƻƴ ŦǊƻƳ ǘƘŜ 

specific social situation in and through which it emerges (Dyer, 2015), and that identity manifests itself 

through our actions within that situation (Goffman, 1959). This, as mentioned in the literature review, 

ƳŀƪŜǎ DƻŦŦƳŀƴΩǎ ŦǊŀƳŜǿƻǊƪ ǇƻǇǳƭŀǊ ŦƻǊ ǎǘǳŘȅƛƴƎ ǎƻŎƛŀƭ ƳŜŘƛŀ ŀǎ ǎƻŎƛŀƭ ƳŜŘƛŀ Řŀǘŀ ŎƻƳƳƻƴƭȅ ƭŀǊƎŜƭȅ 

consists of user-produced interactions4. Given that Goffman positions identity performance as a 

response to specific situation, these social actions and interactions are not positioned as innate qualities 

of the user in-and-of themselves, but are considered as chosen for their appropriateness for the specific 

ŀǳŘƛŜƴŎŜ ŀƴŘ ǎƛǘǳŀǘƛƻƴ ό9ƭƭƛƻǘΣ нллуύΦ DƻŦŦƳŀƴΣ ƘƻǿŜǾŜǊΣ ŘƻŜǎ ƴƻǘ ǎǇŜŎƛŦȅ ǿƘŜǊŜ ǘƘŜ ǇŜǊŦƻǊƳŜǊΩǎ 

awareness of the appropriate forms of social behaviours comes from (Schwalbe, 1993). This may in part 

be due to the purposeful shift in focus of his analysis, which was upon the performances themselves as 

units for evaluation and not upon the individual as a performer of identity. Through this ontological 

shift, Goffman attempts to execute a pivot away from an introspective understanding of identity, 

characteristic of psychological approaches (Lewis, 1990), and instead moves towards an understandings 

of identity as the performance of social actions and interactions given to a specific audience (Markus & 

Wurf, 1987). 

 

In this manner, GoŦŦƳŀƴ ǇǳǊǇƻǎŜŦǳƭƭȅ ŀǾƻƛŘǎ ŎƻƳƳŜƴǘƛƴƎ ǳǇƻƴ ŀŎǘǳŀƭ ΨǎŜƭŦΩ ƛŘŜƴǘƛǘȅΣ ǿƘƛŎƘ ƘŜ ǾƛŜǿŜŘ ŀǎ 

an entirely separate issue to socially performed actions and interactions, joined only through the use of 

the same nomenclature (Hitlin, 2003). This position is so strong that Goffman (1963) purposefully 

                         
4 Although, as also mentioned in the literature review, an account of social media also needs to 
consider more than just content production alone (2ƛőŜǾƛŏ Ŝǘ ŀƭΦΣ нлмс). 
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ŘƛǎǘƛƴƎǳƛǎƘŜǎ ǘƘǊŜŜ ŦƻŎǳǎŜǎ ǳǇƻƴ ƛŘŜƴǘƛǘȅΤ ΨǎƻŎƛŀƭΩΣ ǘƘŜ ŜȄǘŜǊƴŀƭ ŀŎǘƛƻƴǎ ŀƴŘ ƛƴǘŜǊŀŎǘƛƻƴǎ ƻŦ ŀƴ ƛƴŘƛǾƛŘǳŀƭΤ 

ΨǇŜǊǎƻƴŀƭΩΣ ǘƘŜ ŀǎǎǳƳǇǘƛƻƴ ƻŦ ŀƴ ƛƴŘƛǾƛŘǳŀƭΩǎ ŘŜƳŀǊŎŀǘƛƻƴ ŀǎ ŀƴ ƛƴŘƛǾƛŘǳŀƭ ǎŜǇŀǊŀǘŜ ŦǊƻƳ ƻǘƘŜǊǎΣ ƻŦǘŜƴ 

applied thrƻǳƎƘ ǘƘŜ ǳǎŜ ƻŦ ŀ ƴŀƳŜΤ ŀƴŘ ΨŜƎƻ ƛŘŜƴǘƛǘȅΩΣ ŀ ǘŜǊƳ ǎƛƎƴƛŦȅƛƴƎ ǎƻƳŜ ǎŜƴǎŜ ƻŦ ǇŜǊǎƻƴŀƭ 

conceptualisation (Anderson, 1994). Goffman asserted that these were largely separate and that his 

focus remained squarely upon the first two categories alone (Goffman, 1963). Despite criticism 

(Gouldner, 1970; Scheff, 2001), Goffman purposefully chose not to focus upon the internal aspect of 

ƛŘŜƴǘƛǘȅΦ !ǎ ǎǳŎƘΣ DƻŦŦƳŀƴΩǎ ŀǇǇǊƻŀŎƘ ŘƻŜǎ ƴƻǘ ŎƭŀƛƳ ǘƻ ŘƛǎŎǳǎǎ ƻǊ ŀŎŎƻǳƴǘ ŦƻǊ ǘƘŜ ŜƴǘƛǊŜ ŜȄǇŜǊƛŜƴŎŜ ƻǊ 

notion of identity. Instead, he is attempting to understand a specific aspect of identity, namely, how we 

adapt our presentations for the given social situation, much as this research aims to do. As Goffman 

himself put it:  

ά!ƭƭ ǘƘŜ ǿƻǊƭŘ ƛǎ ƴƻǘ ŀ ǎǘŀƎŜ ς ŎŜǊǘŀƛƴƭȅ ǘƘŜ ǘƘŜŀǘǊŜ ƛǎƴΩǘ Ŝntirely. (Whether you organize a 

theatre or an aircraft factory, you need to find places for cars to park and coats to be checked, 

and these had better be real places, which, incidentally had better carry real insurance against 

theft)έ όDƻŦŦƳŀƴΣ мфтпΣ мύΦ 

 

Whilst such an approach therefore lacks consideration of where the skill resources to conduct such 

ǇŜǊŦƻǊƳŀƴŎŜǎ ŎƻƳŜ ŦǊƻƳΣ DƻŦŦƳŀƴΩǎ ŀǇǇǊƻŀŎƘ ŘƻŜǎ ǇǊŜǎŜƴǘ ŀ ǳǎŀōƭŜ ŦǊŀƳŜǿƻǊƪ ŦƻǊ ŎƻƴǎƛŘŜǊƛƴƎ ǘƘŜ 

effects of situation upon variations in performances of identity. Nonetheless, the review of literature 

carried out in Chapter 2 also highlights that beyond the effect of situation alone, there is a need to 

acknowledge the role of the individual and their stylistic choices in these social actions and interactions 

(Meier & Pentzold, 2011). This thesis therefore holds that an account can be provided of some of the 

ōǊƻŀŘŜǊ ŀƴŘ ǇŜǊǎƻƴŀƭ ŜƭŜƳŜƴǘǎ ǘƘŀǘ Ǉƭŀȅ ŀ ǊƻƭŜ ƛƴ ŀƴ ƛƴŘƛǾƛŘǳŀƭΩǎ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ŀǇǇǊƻǇǊƛŀǘŜ 
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presentations of identity, a reconciliation of which can be provided through Comic Book Theory 

presented at the end of this chapter.  

 

DƻŦŦƳŀƴΩǎ ŀǇǇǊƻŀŎƘ ƛǎ ƴƻǘ ǘƘŜ ƻƴƭȅ ŦǊŀƳŜǿƻǊƪ ǘƘŀǘ ǇǊƻǾƛŘŜǎ ŀ ŦƻŎǳǎ ǳǇƻƴ ƳǳƭǘƛǇƭŜ ƛǘŜǊŀǘƛƻƴǎ ƻŦ ƛŘŜƴǘƛǘȅΦ 

Stryker (1980) and others in the field of Symbolic Interactionalism also conceive of identity as potentially 

ƳǳƭǘƛǇƭŜΣ ǊŀƴƪƛƴƎ ŀƴȅ ǾŀǊƛŀǘƛƻƴ ƛƴ ƛŘŜƴǘƛǘȅ ŀƎŀƛƴǎǘ ǘƘŜƛǊ ŘŜǾƛŀǘƛƻƴ ŦǊƻƳ ŀ ŎƻǊŜ ƴƻǘƛƻƴ ƻŦ ΨǎŜƭŦΩ όaŎ/ŀƭƭ ϧ 

Simmons, 1978; Burke & Stets, 2009). For Symbolic Interactionalism, the focus of analysis is upon the 

relationship between core inner understandings of self, and the needs, rules, and expectations of the 

social situations into which the individual is entered, with identity emerging from the interplay between 

these elements. Goffman however again decentres and removes the focus of analysis away from the self 

and focuses upon the audience and situation as the key concepts in the performance (Farnham & 

Churchill, 2011). As such, Goffman rejects the concept of ranking performances against other 

performances, instead ranking their success not against consistency but situational suitability 

(Longmore, 1998). Through this framing, Goffman purposefully shifts the focus towards studying each 

eventuality as it happens, in situ, thereby assessing how the performance meets the social needs of the 

given situation and audience (Longmore, 1998). Goffman thereby differentiates himself from the field of 

Symbolic Interactionalism by removing the focus upon deviations from a core self (Gonos, 1977). For the 

purpose of this study, this key differentiation provides the ideal frame to consider how identity 

performances, and thereby social actions and interactions, are given for a particular situation, with the 

social situations viewed as the catalyst for the given identity performance. 

 

NonethelesǎΣ ǎƻƳŜ ƘŀǾŜ ŎǊƛǘƛŎƛǎŜŘ DƻŦŦƳŀƴΩǎ ƳƻǊŜ ŦƭǳƛŘ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ƛŘŜƴǘƛǘȅ ǇŜǊŦƻǊƳŀƴŎŜǎ ōȅ 

suggesting that such a contingent notion is ersatz, and that there is somewhat of a lack of authenticity in 
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the notion of performed identity (Gouldner, 1970; Young & WelǎƘΣ мффлύΦ DƻŦŦƳŀƴΩǎ ǇƻǎƛǘƛƻƴƛƴƎ 

however negates the need for the focus of analysis to be upon a notion of authenticity and indeed, 

questions the notion of what could be considered authentic through proposing that any performance is 

judged every time by a potentially different audience. The multiple and fluid nature of identity 

ǇŜǊŦƻǊƳŀƴŎŜ ǘƘŀǘ ƛǎ ǘƘŜ ŦƻŎǳǎ ƻŦ DƻŦŦƳŀƴΩǎ ǿƻǊƪ ŘƻŜǎ ƴƻǘ ƳŜŀƴ ǘƘŀǘ ƛŘŜƴǘƛǘȅ ǇŜǊŦƻǊƳŀƴŎŜ ƛǎ ƛƴ-

authentic, or deceitful, but merely that it is adaptive to the social situation as is necessary (Bertel, 2016; 

Evans, 2015). Applying the notion of authenticity is an attempt to tie a value judgement to correct 

identity performance, suggesting that some performances that vary greatly from others lack a degree of 

ŀǳǘƘŜƴǘƛŎƛǘȅΦ DƻŦŦƳŀƴΩǎ ŀǇǇǊƻŀch however completely rejects this premise, instead suggesting that a 

performance is successful if it has met the needs of the audience and if it is appropriate for the social 

situation in which it is performed (Farnham & Churchill, 2011; Frith, 2013), not if it is consistent against a 

base level. 

 

DƻŦŦƳŀƴΩǎ ŀǇǇǊƻŀŎƘ ǘƻ ƛŘŜƴǘƛǘƛŜǎ ŀǎ ǎǳŎƘ Ǉƻǎƛǘƛƻƴǎ ǘƘŜƳ ŀǎ ΨŦƭǳƛŘΩ ό5ǳƴƴΣ нлллύΦ ¢ƘŜȅ ŀǊŜ ƴƻǘ ŦƛȄŜŘΣ 

isolated, or self-contained, but are instead fragmented, multiple, heterogeneous, socially bound, and 

adaptable (Stryker, 1980). However, this distinction does seem difficult to reconcile to the notion of 

inner identity, particularly when both discussions are using the same term to discuss often different 

phenomena that do not necessarily have to be in competition (McAdams, 1997). Indeed, perhaps, as 

highlighted earlier, the term identity has become muddied, over-wrought, and over-used as the topic 

has been approached from such a wide variety of approaches. It is clear however that Goffman does not 

claim to speak for the entire experience of identity, as he himself points out (Goffman, 1963). However, 

to avoid confusion and in order to draw focus towards the performative nature of identity examined in 

this study, this thesis will use the term Ψidentity performanceΩ in order to discuss the performance of 
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social actions and interactions within given social situation, and acknowledge that this is a curation of 

appropriate actions and interactions, not a core notion of self.  

 

As detailed fully in Chapter 2, this focus upon malleability in terms of how we act and interact in social 

situations seems particularly suited to contemporary internet interactions as researchers have observed 

users with multiple changeable and adaptable identity performances aimed at and for the increasing 

variety of changeable audiences (Davis, 2016; Lyu, 2016) and platforms (Lenhart, 2015) online. It is 

ǎǳƎƎŜǎǘŜŘ ǘƘŀǘ άǘƘŜ ǊŜŀƭƛǘȅ ƻŦ ǳǎŜǊǎΩ ƭƛǾŜŘ ŜȄǇŜǊƛŜƴŎŜǎ ƛǎ ǘƘŀǘ Ƴƻǎǘ ǳǎŜǊǎ ƛƴŎƻǊǇƻǊŀǘŜ ƳǳƭǘƛǇƭŜ ǇƭŀǘŦƻǊƳǎ 

into their communication practices in orŘŜǊ ǘƻ ŀŎŎŜǎǎ ǘƘŜ ǇŜƻǇƭŜ ŀƴŘ ƴŜǘǿƻǊƪǎ ǘƘŜȅ ŘŜǎƛǊŜ ǘƻ ƛƴŦƭǳŜƴŎŜέ 

(Zhao et al., 2016:1). This can lead to a wider variety of situationally-bound performances online. For 

example, Pearce and Vitak (2015) describe the ways in which Azerbaijani youth negotiate the multiple 

ŀǳŘƛŜƴŎŜǎ ǘƘŜȅ ƘŀǾŜ ŀŎŎŜǎǎ ǘƻ ƻƴƭƛƴŜΣ ŀƴŘ Ƙƻǿ ǘƘŜȅ ōŀƭŀƴŎŜ ǘƘƛǎ ǿƛǘƘ ǘƘŜ ΨƘƻƴƻǳǊΩ ŎǳƭǘǳǊŜ ǘƘŜȅ ŀǊŜ 

surrounded with offline, noting the potential freedom afforded by a wider audience online.  

 

The specific situations presented online however raise some issues in terms of how users present 

themselves to multiple audiences and how users deal with the shifting multiple identity performances. 

Varis and Blommaert (2015) for example note that the growth of viral social media posts online suggests 

that ǎƻŎƛŀƭ ŀŎǘƻǊǎ Ŏŀƴƴƻǘ ƻŦǘŜƴ ŀŎŎƻǳƴǘ ŦƻǊ ŀƭƭ ǇƻǎǎƛōƭŜ ŀǳŘƛŜƴŎŜǎ ƻƴƭƛƴŜΣ ƭŜŀŘƛƴƎ ǘƻ ǇƻǘŜƴǘƛŀƭƭȅ ΨƭƻƻǎŜǊΩ 

ǇŜǊŦƻǊƳŀƴŎŜǎ ƻŦ ƛŘŜƴǘƛǘȅ ƻƴƭƛƴŜΦ {ƛƳƛƭŀǊ ƻōǎŜǊǾŀǘƛƻƴǎ ƘŀǾŜ ōŜŜƴ ƳŀŘŜ ƛƴ ǊŜƎŀǊŘǎ ǘƻ ΨŎƻƴǘŜȄǘ ŎƻƭƭŀǇǎŜΩ 

and multiple converging audiences online (Utz, 2015). Richey et al. (2016) note that the changeable 

nature of identity can be potentially problematic in certain situations online when situational cues are 

ƳƛǎǊŜŀŘΣ ƭŜŀŘƛƴƎ ǘƻ ƛƴŀǇǇǊƻǇǊƛŀǘŜ Ǉƻǎǘǎ ǿƘƛŎƘ Ŏŀƴ ŘŀƳŀƎŜ ƛŘŜƴǘƛǘȅ ƛƳǇǊŜǎǎƛƻƴǎΦ ¢ƘŜȅ ƴƻǘŜΣ άǘŜŎƘƴƻƭƻƎȅ-
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ŜƴŀōƭŜŘ ƛƴǘŜǊŀŎǘƛƻƴǎ ŘƻƴΩǘ ŎƻƴǎǘƛǘǳǘŜ ŀ ǇŜǊŦŜŎǘ ǎƛǘǳŀǘƛƻƴ ǿƘŜǊŜ ǇŜǊŦƻǊƳŜǊǎ Ŏŀƴ ŀŎŎŜǎǎ ŀ Ŧǳƭƭ ǊŀƴƎŜ ƻŦ 

ǎƻŎƛŀƭ ŎǳŜǎέ όwƛŎƘŜȅ Ŝǘ ŀƭΦΣ нлмсΣ слпύΦ 

 

IƻǿŜǾŜǊΣ ǿƘƛƭǎǘ DƻŦŦƳŀƴΩǎ ǿƻǊƪ ŀƭƭƻǿǎ ŦƻǊ ŀ ŎƻƴǎƛŘŜǊŀǘƛƻƴ ƻŦ Ƙƻǿ ƛŘŜƴǘƛǘȅ ƛǎ ǊŜǎǇƻƴǎƛǾŜ ŀƴŘ ǎǇŜŎƛŦƛŎ ǘƻ 

situatioƴΣ ƛǘ ŎǊǳŎƛŀƭƭȅ ŘƻŜǎƴΩǘ ƭƻƻƪ ŀǘ ǘƘŜ ǊƻƭŜ ƻŦ ǘƘŜ ŘŜǎƛƎƴ ƻŦ ǘƘŀǘ ǎƛǘǳŀǘƛƻƴ ƛƴ ǎƘŀǇƛƴƎ ǘƘŜ ƛŘŜƴǘƛǘȅ 

performances. Goffman does note that we choose appropriate social cues, actions, and interactions for 

different settings and audiences, but does not overtly consider in any detail that this choice is not 

boundless, made instead from the available options within that location. This is a particularly important 

factor to account for. For example, Richey et al. (2016) highlight a number of technological factors that 

may affect how users present identity, particularly highlighting the speed and ease of access as factors 

that may affect how and why users interact online. Others have similarly highlighted design choices such 

as a-synchronicity as factors that may affect how we choose to present ourselves online for a range of 

audiences (Hogan, 2010). The effect of design and technological factors is a theme that we will return to 

later when we discuss Actor-Network Theory and other theoretical frames that help unpack the effects 

ƻŦ ŘŜǎƛƎƴΣ ōǳǘ ƛǘ ƛǎ ŀǇǇŀǊŜƴǘ ǘƘŀǘ ǿƘƛƭǎǘ DƻŦŦƳŀƴΩǎ ǿƻǊƪ Ŏŀƴ ŀƛŘ ŀ ŎƻƴǎƛŘŜǊŀǘƛƻƴ ƛƴ ǘŜǊƳǎ ƻŦ Ƙƻǿ ǘƘŜ 

audience affects performances of identity, his framework does not fully account for the effects of the 

design and the layout of the stage in and upon which the performances take place. It also crucially 

provides little-to-no attempt to unpack identity beyond performed social action, an issue that, as 

highlighted in the literature review, needs to be considered given that research suggests the majority of 

users utilise social media for more than just content production alone (Mark et al., 2016). Nonetheless, 

the dramaturgical approach appears particularly useful for the flexible nature of online interactions as it 

holds that we must view identity as multiple, changeable, and performative, with the emphasis of 

analysis upon the responsiveness to the situation.  
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As such, and following the work of Goffman (1959, 1963), this thesis similarly frames identity as 

malleable and adaptive to the specific situation and environment in which it emerges, but additionally 

aims to account for how the design of this situation affects the specific performances that emerges.  As 

discussed in Chapter 2, a number of other factors must be accounted for when considering why users of 

social media interact and act in the manner they do online. In particular, the socio-cultural resources of 

the user were noted as a factor that may affect how they actualise social interaction and utilise available 

features (Haimson et al., 2016; Rubin & McClelland, 2015). In order to account for these socio-cultural 

factors, this chapter will now move on to consider the field of post-structuralism (Foucault, 1980), an 

approach towards understanding social structures and situations that is often coƳōƛƴŜŘ ǿƛǘƘ DƻŦŦƳŀƴΩǎ 

work when considering interactions online (Koole, 2014; Lovink, 2013) and offline (Cahill, 2000; 

Ytreberg, 2002), before moving on to consider how best to account for the role of the physical design of 

the staging upon our social actions and interactions.   

 

Accounting for situation in identity performances: Foucault and the importance of situation. 
 

 

 

Given the notion that identity performance can be thought of as fluid and changeable through the use of 

the dramaturgical model, the question then becomes, what changes identity performances? For 

Goffman (1959) the answer to this question was that it was audience, and in particular the individual 

ǇŜǊŦƻǊƳŜǊΩǎ ŎƻƴŎŜǇǘǳŀƭƛǎŀǘƛƻƴ ƻŦ ǘƘŀǘ ŀǳŘƛŜƴŎŜΣ ǘƘŀǘ ŎƘŀƴƎŜŘ Ƙƻǿ ƛƴŘƛǾƛŘǳŀƭǎ ŀǇǇǊƻŀŎƘ ŀƴŘ ǎƘŀpe 

ƛŘŜƴǘƛǘȅ ǇŜǊŦƻǊƳŀƴŎŜǎ ό.ŜǊǘŜƭΣ нлмсύΦ DƛǾŜƴ ǘƘŀǘ DƻŦŦƳŀƴΩǎ ŘǊŀƳŀǘǳǊƎƛŎŀƭ ŀǇǇǊƻŀŎƘ ŦƻŎǳǎŜǎ ƘŜŀǾƛƭȅ 

upon how identity performances are tapered to meet the needs of the audience and to therefore 

ŎƻƳǇƭȅ ǿƛǘƘ ǎƻŎƛŀƭ ŎƻƴǾŜƴǘƛƻƴǎ ŀƴŘ ŜȄǇŜŎǘŀǘƛƻƴǎΣ DƻŦŦƳŀƴΩǎ ǿƻrk rather frequently finds itself tied with 
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the epistemological stance of post-structuralism and the works of Michael Foucault (Hacking, 2004; 

Jenkins, 2008), whose focus was upon how the social structures shape, influence, and mediate the 

behaviours of society. 

 

For Foucault (1980), our knowledge and definition of the world around us was not arbitrary and static 

ōǳǘ ǊŀǘƘŜǊ ǇǳǊǇƻǎŜŦǳƭΣ ŦƭŜȄƛōƭŜΣ ŀƴŘ ǿƻǊǘƘȅ ƻŦ ƛƴǘŜǊǊƻƎŀǘƛƻƴΦ LƴǎǇƛǊŜŘ ōȅ YŀƴǘΩǎ όмффуύ ŀǘǘŜƳǇǘǎ ǘƻ 

present the reality of the world around us (noumenon) as a separate notion from how we thought of the 

ǿƻǊƭŘ όǇƘŜƴƻƳŜƴƻƴύΣ CƻǳŎŀǳƭǘΩǎ ǿƻǊƪ ŎƻƴǎƛŘŜǊŜŘ ǘƘŀǘ ǿŜ ǿŜǊŜ ƴƻǘ ƳŜǊŜƭȅ ƭŀōŜƭƭƛƴƎ ŀƴŘ ǊŜǇǊŜǎŜƴǘƛƴƎ 

the objective world around us with discourse, and instead considered how knowledge of the world 

around us could be a method of social control or of social power (Hendricks, 2008). Foucault (1980) thus 

suggested that the manner in which we understand and know the social world around us, and thus how 

we act and interact within that world, is informed by the intimate and constantly shifting relationship 

ōŜǘǿŜŜƴ ΨǇƻǿŜǊΩ ŀƴŘ ΨƪƴƻǿƭŜŘƎŜΩΦ  

 

Foucault therefore studied how knowledge of the world around us was constructed and used to 

maintain power (Hartsock, 1990). He attempted to unpack how these conceptions of reality, or 

Ψ5ƛǎŎƻǳǊǎŜǎΩ ŀǎ ƘŜ ǘŜǊƳŜŘ ǘƘŜƳ όCƻǳŎŀǳƭǘΣ мфулύΣ ǿŜǊŜ ŎƻƴǎǘǊǳŎǘŜŘ ŀƴŘ ƳŀƛƴǘŀƛƴŜŘΣ ǿƘŀǘ ǘƘƛǎ 

construction revealed about those who work to maintain this particular knowledge of the world, and 

how these constructed conceptions of the world work to maintain certain social ideals and standards 

(Miller, 1990). He argued that we understand the world through the terms and ideas we use to define it, 

and that the manner with which we define and know the people, things, and concepts around us was 

constructed and maintained by the power structures and institutions (Crampton & Elden, 2007). These 

constructed categorisations of the world around us in turn often serve to enforce and maintain the 
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claims to power of those within the structures of power, allowing them to maintain their control of 

discursive knowledge (Fox, 2000). For Foucault (1980) the relationship between power and knowledge 

was cyclical; knowledge maintained and legitimised the power structures, which in turn controlled and 

constrained knowledge (Delanty, 2000).  

 

Foucault suggested therefore that these Discourses are not static; they are malleable and act as frames 

through which we understand and know the world at a given time (Cronin, 1996). Given that Discourses 

άǎȅǎǘŜƳŀǘƛŎŀƭƭȅ ŎƻƴǎǘǊǳŎǘ ǘƘŜ ǎǳōƧŜŎǘǎ ŀƴŘ ǘƘŜ ǿƻǊƭŘǎ ƻŦ ǿƘƛŎƘ ǘƘŜȅ ǎǇŜŀƪέ ό[ŜǎǎŀΣ нллсΣ нуоύΦ A post-

structuralist definition of Discourse holds that they are temporally bound and that:  

άDiscourse is not a disembodied collection of statements, but a grouping of utterances or 

sentences; statements which are enacted within a social context, which are determined by that 

social context, and which contribute to the way that social context continues its existence"(Mills, 

1997, 10). 

Discourses then are socially constructed and reveal the ideological beliefs and social expectations of a 

period in time; they define, control, and become an accepted way of acting, looking, thinking, knowing, 

and speaking about a subject at a given moment in time (Rowse, 2005). 

 

Importantly, Discourses are not only our way of knowing, understanding, and framing the world 

(Pennycook, 1994), they also work to shape our experiences, actions, and interactions within the world 

(Bernal, 2002; Hacking, 2004; Scollon, 1998). Discourses are manifested in our words, and also our 

thoughts and actions within the world around us, which further serve to reinforce and support the 

ŎƭŀƛƳǎ ǘƻ ΨǘǊǳǘƘΩ ƻŦ ǘƘŜǎŜ 5ƛǎŎƻǳǊǎŜǎ όIŀŎƪƛƴƎΣ нллпύΦ !ǎ aƛƭƭŜǊ ŀƴŘ CƻȄ όмффтΥосύ ŀǊƎǳŜΣ 5ƛǎŎƻǳǊǎŜ 
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ǎƘŀǇŜǎ ǇƻǎǎƛōƛƭƛǘƛŜǎ ǿƘƛŎƘ ǇŜƻǇƭŜ άǳǎŜ ƛƴ ŎƻƴŘǳŎǘƛƴƎ ǘƘŜƛǊ ŜǾŜǊȅŘŀȅ ŀŎǘƛǾƛǘƛŜǎ ŀƴŘ ƛƴǘŜǊŀŎǘƛƻƴǎέΦ CǳǊǘƘŜǊ 

to this, and importantly for this research, this means Discourses can also manifest themselves in the 

physical world around us, and can be visual and spatial (Diez, 1999; Fairclough, 2001). Foucault provided 

an example of this in his work on the penal system, in which he pointed out not only the prevalence of 

legal, juridical, and medical Discursive narratives present within the penal system, but also the 

embodiment of Discourses of control in the physical design of the prisons themselves. Foucault 

highlighted in particular the Panopticon, a system designed by Jeremy Bentham in the late 18th century 

to maximise surveillance and to elicit compliant behaviour in monitored prisoners who were always 

potentially monitored from a centralised tower around which the cells were located. Foucault suggested 

that the Panopticon was a system which could act as a metaphor to reflect the control of social 

behaviour in the real world in which we begin to self-regulate our behaviour (Caluya, 2010; Foucault, 

1977), but also highlighted the physical design of the panopticon as a method of eliciting certain 

preferable actions amongst inmates who could potentially be viewed at any time, and thus began 

regulated themselves (Crampton & Elden, 2007). Using the panoptic model Foucault highlighted that 

physical spaces can embody Discourses and can be used to enforce and reinforce certain behaviours, 

social actions, interactions, and power structures (Crampton & Elden, 2007). As Diez (1999:603) argues 

άΨǿŜΩ Řƻ ƴƻǘ ŀŎǘ ŀǎ ŀǳǘƻƴƻƳƻǳǎ ǎǳōƧŜŎǘǎ ōǳǘ ŦǊƻƳ ŀ ΨǎǳōƧŜŎǘ ǇƻǎƛǘƛƻƴΩ ƳŀŘŜ ŀǾŀƛƭŀōƭŜ ōȅ ǘƘŜ ŘƛǎŎǳǊǎƛǾŜ 

context in which wŜ ŀǊŜ ǎƛǘǳŀǘŜŘέΦ hǊΣ ŀǎ aŀǊƪǳǎ ŀƴŘ /ŀƳŜǊƻƴ όнллнΥмсύ ŀǊƎǳŜΣ άǘƘŜ ŎƻƴǎǘǊǳŎǘƛƻƴǎ ƻŦ 

reality which are made apparent in Discourse will very often be apparent in the way a building organises 

ǎǇŀŎŜέΦ ¢Ƙƛǎ Ƙŀǎ ōŜŜƴ ƴƻǘŜŘ ōȅ ŀ ƴǳƳōŜǊ ƻŦ ǊŜǎŜŀǊŎƘŜǊǎ ƛƴ ōǳƛƭŘƛƴƎǎ ǎǳŎƘ ŀǎ ǎƘƻǇǇƛƴƎ Ƴŀƭƭǎ ό±ƻȅŎŜΣ 

2006) and libraries (Radford, 1992). 

 

The same may therefore be true of social media platforms, which in their design may suggest certain 

manners of acting and interactingΦ CƻǳŎŀǳƭǘΩǎ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ 5ƛǎŎƻǳǊǎŜǎ Ƙŀǎ ōŜŜƴ ǳǎŜŘ ǘƻ ŜȄǇƭƻǊŜ Ƙƻǿ 
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users act and interact online, guided by an understanding of offline expectations and Discourses which 

manifest themselves in the new mediums and modes present online (Callaghan & Lazard, 2012; 

Mowlabocus, 2012). Winokur (2007) for example looked at how avatars are affected by offline 

Discourses of beauty and acceptable body image, a fact that has also been nƻǘŜŘ ƻŦ ΨǎŜƭŦƛŜǎΩ όhŀƪƭŜȅΣ 

нлмсύΦ {ƛƳƛƭŀǊƭȅΣ WƻǿŜǘǘΣ ǿƘŜƴ ǎǘǳŘȅƛƴƎ ŜȄǇǊŜǎǎƛƻƴǎ ƻŦ ǎŜȄǳŀƭƛǘȅ ƻƴƭƛƴŜΣ ƴƻǘŜǎ ǘƘŀǘ ǘƘŜǊŜ ŀǊŜ άǿŀȅǎ ƛƴ 

ǿƘƛŎƘ ǇƻǿŜǊ ǊŜƭŀǘƛƻƴǎ Ŏŀƴ ƳŀƴƛŦŜǎǘ ǘƘŜƳǎŜƭǾŜǎ ƛƴ ǎǳŎƘ ƻƴƭƛƴŜ ŦƻǊǳƳǎ ƛƴ ǿŀȅǎ ǘƘŀǘ ŀǊŜ ŜȄŎƭǳǎƛƻƴŀǊȅέ 

(Jowett, 2015, 295). Similarly, Callaghan & Lazard (2012) track the way that Discourses around 

breastfeeding practises in public perpetuate in discussions on dedicated online forums.  

 

Foucault and Goffman. 
 

 

Discourse then is a medium through which power is expressed, and people, actions, identities, spaces, 

and practises are defined and governed (Foucault, 1972). This can be critical to an understanding of 

identity using a dramaturgical frame, as Discourses can be seen as informing and shaping the manners 

and methods through which ƛƴŘƛǾƛŘǳŀƭǎ ŀǊŜ ƛƴǘŜǊŀŎǘƛƴƎ ό[ƻǾƛƴƪΣ нлмоύΣ ŀƴŘ Ŏŀƴ ŦǊŀƳŜ ǘƘŜ ǇŜǊŦƻǊƳŜǊΩǎ 

ŀƴŘ ŀǳŘƛŜƴŎŜǎΩ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ŀǇǇǊƻǇǊƛŀǘŜ ƛŘŜƴǘƛǘȅ ǇŜǊŦƻǊƳŀƴŎŜǎ ŀƴŘ ǎƻŎƛŀƭ ŎƻƴǾŜƴǘƛƻƴǎ ό.ƻǊŘƻΣ 

1993). Regarding identity, Foucault suggests: 

"The individual is not to be conceived as a sort of elementary nucleus, a primitive atom, a 

multiple and inert material on which power comes to fasten or against which it happens to 

strike... In fact, it is already one of the prime effects of power that certain bodies, certain 

gestures, certain Discourses, certain desires, come to be identified and constituted as individuals. 

The individual, that is, is not the vis-a-vis of power; it is I believe, one of its prime effects" 

(Foucault, 1980, 98).  
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Here Foucault is arguing that there is no core inherent human characteristic that controls our social 

interactions and identity performances. Instead, human actions, interactions, and identity performances 

are a product of the existing Discourses they are exposed to, and are a product of their society at any 

given time. In a similar manner to Goffman (1959), Foucault throws into question the notion of a 

singular core identity or self (Lovink, 2013), instead attempting to understand why it is we believe there 

is a self. Through this line of questioning Foucault comes to the conclusion that the self is the result of 

the social spaces and situations an individual finds him or herself in, and the Discourses they are 

individually exposed to. In essence, Foucault manages to account for the socio-cultural positioning of 

the individual in regards to how they approach and realise social action and interaction, an aspect of 

social interaction online that this research is keen to account for. 

 

Given this positioning it is easy to see the overlap between Goffman (1959) and Foucault (1980). It is 

through this understanding of identity and human interaction that we can begin to see how the 

Discourses we are exposed to will make a difference in how we frame our social actions and interactions 

(Hacking, 2004). We can also begin to consider that if Discourses manifest themselves in the physical 

layout and design of the world around us, then the design of the social spaces and technologies around 

us can also influence how we are able to act and interact socially. Goffman and Foucault however 

provide no framework to specifically examine the design of social spaces upon the manner in which we 

socially act and interact, and as such, a further shift is needed towards a framework that purposefully 

examines the identity performances that come from the enmeshing of design with socio-cultural and 

discursively bound individuals.  
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¢ƘŜ ƻǾŜǊƭŀǇ ōŜǘǿŜŜƴ CƻǳŎŀǳƭǘ ŀƴŘ DƻŦŦƳŀƴΩǎ ǿƻǊƪ Ŏŀƴ ōŜ ǎŜŜƴ ƛƴ ǘƘŜ ƳŀƴƴŜǊ ƛƴ ǿƘƛŎƘ DƻŦŦƳŀƴ ŘŜŀƭǎ 

in part with the important role of societal Discourses. Goffman states that an individual performer does 

ƴƻǘ ŎǊŜŀǘŜ ǘƘŜƛǊ ƻǿƴ ƳŜŀƴƛƴƎŦǳƭ ǇŜǊŦƻǊƳŀƴŎŜ ōǳǘ ǘƘŀǘ άǿƘŜƴ ǘƘŜ ƛƴŘƛǾƛŘǳŀƭ ǇǊŜǎŜƴǘǎ ƘƛƳǎŜƭŦ ōŜŦƻǊŜ 

others, his performance will tend to incorporate and exemplify the officially accredited values of 

ǎƻŎƛŜǘȅέ όDƻŦŦƳŀƴΣ мфрфΣ прύΦ !ǎ ǎǳŎƘΣ ǘƘŜ ƛƴŘƛǾƛŘǳŀƭΩǎ ǇŜǊŦƻǊƳŀƴŎŜ ǿƛƭƭ ōŜ ŦǊŀƳŜŘ ōȅ ŀƴ ǳƴŘŜǊǎǘŀƴŘƛƴƎ 

of social ideals, both by the performer and by the audience. Goffman and others from the dramaturgical 

school propose that performers are aware of social conventions and behaviours, and can adapt the 

performance in accordance with, or even to flout, these expectations (Benwell & Stokoe, 2006; Tracy & 

Trethewey, 2005). These social actions and interactions then also serve to reinforce future expectancy of 

these behaviours, strengthening and reinforcing the Discourse of acceptable behaviours and actions 

(Hancock & Garner, 2011). Thus, Discourses are also manifested in our actions and interactions given 

and chosen for specific audiences (Tracy & Trethewey, 2005).  

 

Goffman (1995) himself highlighted the cyclical nature between social convention and performance, 

through which performers meet social expectations, in turn strengthening the legitimacy and 

expectation of these actions. Goffman pointed out that social ideals served to inform behaviour, which 

in turn served to strengthen the legitimacy and normalcy of these behaviours. He stated that social 

ŎŀǘŜƎƻǊƛŜǎ ŀƴŘ ŎƻƴǾŜƴǘƛƻƴǎ ǎŜǾŜǊŜŘ ǘƻ άŜǎǘŀōƭƛǎƘ ǘƘŜ ƳŜŀƴǎ ƻŦ ŎŀǘŜƎƻǊƛǎƛƴƎ ǇŜǊǎƻƴǎ ŀƴŘ ǘƘŜ 

complement of attributes felt to be orŘƛƴŀǊȅ ŀƴŘ ƴŀǘǳǊŀƭ ŦƻǊ ƳŜƳōŜǊǎ ƻŦ ŜŀŎƘ ƻŦ ǘƘŜǎŜ ŎŀǘŜƎƻǊƛŜǎέ 

(Goffman, 1995, 503). As such, these categories work to inform and permeate our performances, and 

our performances work to strengthen the social ideals and discourses of normative social behaviour 

όIŀŎƪƛƴƎΣ нллпύΦ DƻŦŦƳŀƴΩǎ ǿƻǊƪ ǘƘŜǊŜŦƻǊŜ ŦƻŎǳǎŜǎ ƛǘs analysis of identity upon the external and 

projected performance, and views identity as action and interaction that is informed by, and in turn, 

informs social concepts and Discourses (Denzin, 2001; Markham, 2013). The emphasis for the 



- 66 - 

dramaturgical approach is therefore upon understanding how meanings and behaviours of identity are 

socially bound (Collinson, 2003) and suitable for the specific given situation (White, 1992), with research 

suggesting the meaning of social signs and cues (Brisset & Edgley, 1975) shift and change based upon 

location (Gillen, 2014). 

 

In this vein, other research has combined Foucault and Goffman to consider how online interaction is 

negotiated, constrained and shaped by a number of factors (Jarvis, 2011; Koole, 2014). Willett (2008) for 

example attempts to unpack the manner in which agency and power is negotiated online. She notes for 

ŜȄŀƳǇƭŜ ǘƘŜ ǘǊŜƴŘ ƻŦ ƎƛǊƭǎ ŘǊŜǎǎƛƴƎ ǾƛǊǘǳŀƭ Řƻƭƭǎ ǘƘŀǘ άǇƻǎƛǘƛƻƴǎ ƎƛǊƭǎ ŀǎ ǎŜȄǳŀƭΣ ŀǎ ƴŜŜŘƛƴg to be skinny, 

ŀƴŘ ŀǎ Ŏƻƴǎǘŀƴǘ ŎƻƴǎǳƳŜǊǎ ƻŦ ŦŀǎƘƛƻƴ ŀƴŘ ŀŎŎŜǎǎƻǊƛŜǎέ ό²ƛƭƭŜǘǘΣ нллуΣ пфύΦ {ƘŜ ŎƻƴŎƭǳŘŜǎ ōȅ ǎǳƎƎŜǎǘƛƴƎ 

ǘƘŀǘ άǘƘŀǘ ȅƻǳƴƎ ǇŜƻǇƭŜΩǎ ƻƴƭƛƴŜ ƛŘŜƴǘƛǘƛŜǎ Ƴǳǎǘ ōŜ ǾƛŜǿŜŘ ƴƻǘ ƻƴƭȅ ƛƴ ǘŜǊƳǎ ƻŦ ŀŎǘƛǾŜ ŜƴƎŀƎŜƳŜƴǘΣ ōǳǘ 

also in relation to the structures ǿƘƛŎƘ ŦǊŀƳŜ ǘƘƻǎŜ ŀŎǘƛǾƛǘƛŜǎέ ό²ƛƭƭŜǘǘΣ нллуΣ срύΦ 

 

!ǇǇƭȅƛƴƎ CƻǳŎŀǳƭǘΩǎ ǿƻǊƪ ǘƻ DƻŦŦƳŀƴΩǎ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ƛŘŜƴǘƛǘȅ ǘƘŜƴ ŀƭƭƻǿǎ ǘƘƛǎ ǊŜǎŜŀǊŎƘ ǘƻ ŎƻƴǎƛŘŜǊ 

Ƙƻǿ ŀƴ ƛƴŘƛǾƛŘǳŀƭΩǎ ŀŎǘƛƻƴ ŀƴŘ ƛƴǘŜǊŀŎǘƛƻƴǎ ǿƛǘƘƛƴ ŀ ƎƛǾŜƴ ŜƴǾƛǊƻƴƳŜƴǘ ŀǊŜ ƎǳƛŘŜŘ ōȅ ǘƘŜƛǊ ǎƻŎƛƻ-cultural 

background and by the current Discourses prevalent in their lives, an aspect that the review of literature 

in Chapter 2 noted as important when approaching online interaction. This is especially pertinent for the 

research being presented here given that Discourses are also physically and spatially grounded and 

specific, with design drawing on and enforcing specific aspects of offline and pre-existing ideals 

(Buckingham & Willett, 2013; Hacking, 2004). As Couldry suggests, when considering interactions within 

ŀ ǎǇŀŎŜ ǿŜ Ƴǳǎǘ ŀŎƪƴƻǿƭŜŘƎŜ άǘƘŜ ǎǇŀǘƛŀƭƭȅ ǎǇŜŎƛŦƛŎ accumulations ƻŦ ΨŎƻƴǎǘǊŀƛƴǘǎΩ ŀƴŘ ΨŎƻŜǊŎƛƻƴǎΩ ƻƴ 

ŀŎǘƛƻƴ ǘƘŀǘ Ŧƭƻǿ ŦǊƻƳ ƘǳƳŀƴ ƭƛŦŜ ōŜƛƴƎ ƭƛǾŜŘ ƛƴ ŎƻƻǊŘƛƴŀǘƛƻƴ ƻǊ ŎƻƳǇŜǘƛǘƛƻƴ ǿƛǘƘ ƻǘƘŜǊǎέ ό/ƻǳƭŘǊȅΣ нлмнΣ 

26-27). By this, Couldry suggests that our actions and interactions within a space are often constrained 
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and guided by a number of accumulated factors specific to that location. A reading of the internet as a 

space for social interaction can therefore consider how our actions and interactions are coerced and 

constrained within a given environment. Different spaces and sites can be considered as emhasising 

different Discourses and methods of socializing (Hook, 2005), meaning that platforms must be 

considered in an individual and specific manner whilǎǘ ǎǘƛƭƭ ŀŎŎƻǳƴǘƛƴƎ ŦƻǊ ǘƘŜ ǳǎŜǊΩǎ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦΣ 

and expose to, larger social structures, powers, and Discourses. As Hook (2005) suggests, researcher 

utilising CƻǳŎŀǳƭǘΩǎ ǿƻǊƪ ǎƘƻǳƭŘ ŀǘǘŜƳǇǘ ǘƻ ŎƻƴǎƛŘŜǊ ǿƘŀǘ ƳŀƪŜ άŎŜǊǘŀƛƴ ŀŎǘǎΣ ǎǘŀǘŜƳŜƴǘǎ ŀƴŘ ǎǳōƧŜŎǘǎ 

ǇƻǎǎƛōƭŜ ŀǘ ŎŜǊǘŀƛƴ ǎǇŜŎƛŦƛŎ ƭƻŎŀǘƛƻƴǎέ όIƻƻƪΣ нллрΣ млύΦ 

 

 As such a framework is needed that allows for the impact of specific location design along with a 

potentially deeper understanding of both the systemic structures and logics of the particular media 

culture, as well as the individual interpretations and realisations of identity of by individual agents. 

Given this, this chapter will now move on to look at how best to account for the effects of the specific 

platforms upon, in, and through which identity performances emerge, first considering if and how 

Goffman can be used to account for and conceptualise the notion of space and place.  

 

Goffman and space, accounting for the role of physicality in identity performances. 
 

 

 

DƻŦŦƳŀƴΩǎ ŦƻŎǳǎ ǿƘŜƴ ŀƴŀƭȅǎƛƴƎ identity was often squarely upon the effect of the audience on the 

social performance of identity (Ytreberg, 2002). Whilst we have so far in this chapter accounted for the 

manner in which identity can be framed as situationally specific and grounded in the socio-cultural 

exposure of the performer (Foucault, 1980), there is a need to account or the manner in which identity 

performance is affected by the physical reality and design of the specific situation, not just enacted upon 
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it.  Though Goffman accounted for the effects of the audience upon a performance, he did not 

adequately account for other aspects that may affect the performance of identity, particularly, as 

Bullingham and Vasconcelos (2013) point out, aspects that have arisen since the rise of social media. In 

particular, ǘƘƛǎ ǊŜǎŜŀǊŎƘ ƛǎ ƪŜŜƴ ǘƻ ŜȄǘŜƴŘ DƻŦŦƳŀƴΩǎ ƛŘŜŀǎ ƻƴ ǘƘŜ ǇŜǊŦƻǊƳŀǘƛǾŜ ƴŀǘǳǊŜ ƻŦ ƛŘŜƴǘƛǘȅ ǘƻ ƴƻǘ 

only consider the effects of the audience upon a situationally specific performance of identity by a socio-

culturally grounded actor, but to also account for the effects of the specific ΨǎǘŀƎƛƴƎΩ ŀƴŘ ΨǇǊƻǇǎΩ 

ŀǾŀƛƭŀōƭŜ ǘƻ ǘƘŜ ŀŎǘƻǊΦ Ψ{ǘŀƎƛƴƎΩ ŀƴŘ ΨǇǊƻǇǎΩ ƘŜǊŜ ŀǊŜ ǳǎŜŘ ŀǎ ŀƴ ŜȄǘŜƴǎƛƻƴ ƻŦ DƻŦŦƳŀƴΩǎ ǇŜǊŦƻǊƳŀǘƛǾŜ 

ŀƴŀƭƻƎȅ ƻŦ ƛŘŜƴǘƛǘȅΦ Ψ{ǘŀƎƛƴƎΩ Ŏŀƴ ōŜǎǘ ōŜ ǘƘƻǳƎƘǘ ƻŦ ŀǎ ǘƘŜ ǇƘȅǎƛŎŀƭ ŘŜǎƛƎƴ ŀƴŘ ƭŀyout of the spaces in 

ǿƘƛŎƘ ǇŜǊŦƻǊƳŜǊǎ ŀǊŜ ŀŎǘƛƴƎ ŀƴŘ ƛƴǘŜǊŀŎǘƛƴƎΣ ŀƴŘ ΨǇǊƻǇǎΩ Ŏŀƴ ōŜ ǘƘƻǳƎƘǘ ƻŦ ŀǎ ǘƘŜ ǘƻƻƭǎΣ ƳƻŘŜǎΣ ŀƴŘ 

accoutrement made available to the actors to aid the performances in a variety on manners. A 

purposeful focus upon staging and props has been chosen to account for the effects of space and design 

upon our performances, and to allow for a robust approach towards the research questions laid out in 

the previous chapter.  

 

hƴŜ ƻŦ DƻŦŦƳŀƴΩǎ ƪŜȅ ǇŀǇŜǊǎ ƻƴ ǘƘŜ ǎǳōƧŜŎǘ ƻŦ ǎƻŎƛŀƭ ŀƴŀƭȅǎƛǎ ǿŀǎ ŜƴǘƛǘƭŜŘ Ψ¢ƘŜ bŜƎƭŜŎǘŜŘ {ƛǘǳŀǘƛƻƴΩ 

(1964). Though he was talking about the subject of the analysis of face-to-face interactions against other 

methods of communication, this title aptly sums up his treatment of the role of the physical setting in 

identity performance; neglected. Research suggests that the physical settings in which identity 

performances take place provide a location for the performer to perform in, on, and with, and contain 

props to potentially amplify, minimize, or extended aspects of our identity performance (Gieryn, 2000; 

Huot & Rudman, 2010). As laid out in the research question, it is these elements that will form part of 

the focus of this thesis, and therefore a theoretical frame is needed that allows for a thorough 

exploration of the effects of these elements and their role in the formation and presentation of 

situationally specific online identity performances. 
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Despite often not accounting adequately for the impact of staging and props upon identity 

performances, Goffman was however aware of the potential impact of situation upon identity 

performances, and did acknowledge and account for the presence of staging and props in a 

performance. In particular, DƻŦŦƳŀƴ ŀŎƪƴƻǿƭŜŘƎŜŘ ǘƘŜ ǊƻƭŜ ƻŦ ΨǎŜǘǘƛƴƎΩ ǿƘƛŎƘ ƘŜ ŘŜŦƛƴŜŘ ŀǎ ƛƴŎƭǳŘƛƴƎ 

άŦǳǊƴƛǘǳǊŜΣ ŘŞŎƻǊΣ ŀƴŘ ǇƘȅǎƛŎŀƭ ƭŀȅƻǳǘέ όDƻŦŦƳŀƴΣ мфрфΣ онύΦ CƻǊ DƻŦŦƳŀƴ ƘƻǿŜǾŜǊΣ ǘƘŜǎŜ ƻōƧŜŎǘǎ ƳŜǊŜƭȅ 

served as tools through which the performer could augment their performance, rather than objects that 

affected and changed the performance (Rettie, 2009). These were objects that were chosen and picked 

backstage by the performer and as such they were used by the performer for a number of performative 

functions (Hjorth, 2011). Goffman thus portrays objects as tools through which a performer could 

communicate, supplement, and reinforce the performance they were giving to the audience (Schulz, 

2012). Critically, Goffman does not continue on to acknowledge that these props that the actor chooses 

from are often not limitless but are also often situationally specific (Stroud et al., 2016), and that the 

manner in which staging and props are arranged could possibly augment and affect the performer and 

their performance (Perinbanayagam, 1990).  Whilst Goffman considers how the audience differs from 

location to location (Goffman, 1959; Hjorth, 2011), he does not however consider how the availability 

and range of props may also change from location to location (Di Domenico & Lynch, 2007). For 

Goffman, this interaction between performer and setting was a one-way relationship with the 

performer using the props and staging, but without the staging and props impacting the performer and 

their performance (McNeill, 1991). Goffman presents the performer therefore as being in control over 

the objects and space around them, rather than viewing identity performance as arising from the 

interplay between staging and performer.  
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LŦ ǿŜ ǊŜǘǳǊƴ ǘƻ CƻǳŎŀǳƭǘΩǎ ƛŘŜŀǎ ŀōƻǳǘ ŘŜǎƛƎƴ ŜƳōƻŘȅƛƴƎ 5ƛǎŎƻǳǊǎŜΣ ƛǘ ƛǎ ƛƳǇƻǊǘŀƴǘ ǘƻ note that, in part, 

the props we have available to pick from are chosen for us online (Dabbagh et al., 2016), a point that 

appears more pertinent given the growing range of platforms (Zhao et al., 2016).  Some platforms 

purposefully limit the choice of props, for eȄŀƳǇƭŜΣ ¢ǿƛǘǘŜǊΩǎ мпл ŎƘŀǊŀŎǘŜǊ limit (Schultz et al., 2011), or 

{ƴŀǇŎƘŀǘΩǎ use of image filters (Chopra-Gant, 2016). As such, online users do not have a limitless range 

ƻŦ ǇǊƻǇǎ ǘƻ ǳǘƛƭƛǎŜΣ ōǳǘ ŀ ŎǳǊŀǘŜŘ ǎŜǘ ŦǊƻƳ ǿƘƛŎƘ ǘƻ ŎƘƻƻǎŜΦ !ǎ .ŜƴƴŜǘǘ ŀƴŘ .ŜƴƴŜǘǘ όмфумΥмуύ ǎǘŀǘŜŘΣ άŀƭƭ 

social interaction is affected by the physical containŜǊ ƛƴ ǿƘƛŎƘ ƛǘ ƻŎŎǳǊǎέΦ ¢Ƙŀǘ ǘƘŜ ŀŎǘƻǊ ŎƘƻƻǎŜǎ ǘƘŜ 

props then is only partially true; the actor chooses the props from those available to them in the 

particular setting they find themselves. This is a crucial difference that this thesis aims to overtly account 

for in order to understand the effects of design upon our actions and interactions on a platform-by-

platform basis.  

 

Law and Moser (1999) further attempt to complicate the relationship between actors and props, 

highlighting that we should not so quickly draw a division between people and props, and that the 

relationship between these aspects should not be considered a one-way relationship. They note that: 

άDƻŦŦƳŀƴΩǎ ŘƛǾƛǎƛƻƴ ōŜǘǿŜŜƴ ǇŜƻǇƭŜ ŀƴŘ ǇǊƻǇǎ - which is also one built into much social and 

organisational analysis as well as common sense ς insists that it is people who act rather than 

ƻōƧŜŎǘǎΦ .ǳǘ ƛƴ ƻǳǊ ǿŀȅ ƻŦ ǘƘƛƴƪƛƴƎΧǘƘŜ ŘƛǾƛǎƛƻƴ ŘƻŜǎ ƴƻǘ ǿƻǊƪ ŀƴŘ ǘƘŜ ŘƛǾƛǎƛƻƴ ōŜǘǿŜŜƴ ǇŜƻǇƭŜ 

and their surroundings has become blurredέ ό[ŀǿ ϧ aƻǎǎŜǊΣ мфффΣ нроύΦ  

As such, Law and Mosser suggest it is often impossible to separate a performance from the situation in 

which it arises, which is often integral to the particular manifestation of identity. It appears then that the 

relationship between props and actors is ƴƻǘ ŀǎ ŎƭŜŀǊ Ŏǳǘ ŀǎ DƻŦŦƳŀƴ ƘƻƭŘǎ ƛǘ ǘƻ ōŜΦ DƻŦŦƳŀƴΩǎ ŦŀƛƭǳǊŜ ǘƻ 

account meaningfully for the impact of setting upon identity performances is particularly noticeable 
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given the detail and precision with which he thoroughly analyses and approaches the complex 

relationship between performer and audience. For the purpose of this research, the same detail and 

ǎŎǊǳǘƛƴȅ ǿƛƭƭ ōŜ ŀǇǇƭƛŜŘ ǘƻ ǘƘŜ ǊŜƭŀǘƛƻƴǎƘƛǇ ōŜǘǿŜŜƴ ǘƘŜ ǇŜǊŦƻǊƳŜǊ ŀƴŘ ǘƘŜ ΨǎǘŀƎƛƴƎκǇǊƻǇǎΩΣ ǿƛǘƘ ǘƘŜ 

relationship positioned as two-way, and with identity performances seen as emerging in part from the 

ƛƴǘŜǊǇƭŀȅ ōŜǘǿŜŜƴ ǎƻŎƛŀƭ ŀŎǘƻǊ ŀƴŘ ǘƘŜ ǎǇŜŎƛŦƛŎ ƭƻŎŀǘƛƻƴ ƛƴ ǿƘƛŎƘ ǘƘŜȅ ŀǊŜ ǇŜǊŦƻǊƳƛƴƎΦ DƻŦŦƳŀƴΩǎ ƴƻǘƛƻƴ 

of dramaturgical identity performances therefore allows this thesis to consider performances of identity 

as appropriate for the specific situation in which they occur, allows for a consideration of identity as 

fluid, and allows this research to unpack how social structures work to frame and inform identity 

performances for the audience and the performer, but it does not provide an adequate frame for the 

consideration of the effects of the specific locations and spaces in which identity performances are 

taking place.  

 

According to Turner (2001), social structures constrain human action. However, as advancements in the 

field of human geography and the growth of the field of science and technology studies (Callon, 1986; 

Latour, 2005), have shown, real physical structures and geographies also constrain and shape our 

ŀŎǘƛƻƴǎ ό{ŀǎǎŜƴΣ нлмлύΦ Lǘ ƛǎ ƴƻǘŜŘ ǘƘŀǘ άǇǳōƭƛŎ urban space has a mixed character as a concrete 

abstraction, ŀǎ ŀ ǇǊƻŘǳŎǘΣ ŀƴŘ ŀǎ ŀ ǇǊƻŘǳŎŜǊέ ό[ŜƘǘƻǾǳƻǊƛΣ нллрΣ мрмύΦ ¢Ƙƛǎ Ƙŀǎ ƻŦǘŜƴ ōŜŜƴ ŀ Ǉƻƛƴǘ ǘƘŀǘ 

sociological enquiry has pushed aside and marginalised in order to focus upon the social structures that 

shape our actions and interactions (Keating, 2015). However, the realm of non-human also needs 

recognition, particularly given the rise of technological tools and platforms that we are using socially. As 

such, this research will construct a theoretical frame to approach social actions and interactions in a 

manner that encompasses and accounts for the impact of space and location, and looks at how specific 

identity performances emerge from the enmeshing of specific socio-culturally bound actors with specific 
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locations. In order to explore these issues, this chapter will now move on to consider how best to 

account for the role of non-human elements in producing location-specific identity performances. 
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3.4. Accounting for space and the role of the non-human. 
 

 

 

If we are to consider the role of design in producing and mediating specific identity performances, a 

theoretical framework is needed that accounts for how humans interact with, in, and through specific 

social spaces. One such approach towards considering social space can be found in the works of Henri 

[ŜŦŜōǾǊŜ όнлллύΣ ŀƴŘ Ƙƛǎ ǿƻǊƪ ƛƴ ǘƘŜ όǊŜύǇǊƻŘǳŎǘƛƻƴ ƻŦ ǎƻŎƛŀƭ ǎǇŀŎŜΦ [ŜŦŜōǾǊŜΩǎ ǿƻǊƪ ŀŘƻǇǘŜŘ ŀ aŀǊȄƛǎǘ 

positioning to consider social spaces as continually evolving realms that emerge conceptually through 

the interaction between the manner in which space is conceived by designers, the manner in which it is 

co-opted conceptually by the users of that space, and the spatial practises that happened within that 

ǎǇŀŎŜ όIŀǊǾŜȅΣ нллрΤ [ŜŦŜōǾǊŜΣ мффмύΦ [ŜŦŜōǾǊŜΩǎ ǿƻǊƪ ŀŘŘǊŜǎǎŜǎ ǎƻƳŜ ƻŦ ǘƘŜ ƛǎǎǳŜǎ ƻŦ CƻǳŎŀǳƭǘΩǎ ōǊƻŀŘ 

overview of society in that Lefebvre suggested that designers would conceive different spaces with 

different social ideals, meaning that certain actions were encouraged or discouraged specific to that 

ƭƻŎŀƭŜ όIŀǊǾŜȅΣ нллрύΦ !ǎ 5ŜƭƭŜ όмффуΣ нсύ ŀǇǘƭȅ Ǉǳǘǎ ƛǘ άǎǇŜŎƛŦƛŎ ǎǇŀǘƛŀƭƛǘƛŜǎ ǘƘǳǎ ŘŜŦƛƴŜ ǎǇŜŎƛŦƛŎ 

ōŜƘŀǾƛƻǳǊǎέΦ ¢ƘŜǎŜ spaces therefore are designed to create or perpetuate a set of social relations of 

ǇǊƻŘǳŎǘƛƻƴΦ ¢Ƙǳǎ [ŜŦŜōǾǊŜΩǎ ǿƻǊƪ ŀƭƭƻǿǎ ŀ ŎƻƴǎƛŘŜǊŀǘƛon through which we can begin to unpack the 

importance of the particular design choices made on a site-by-site basis. Rather than just looking at 

social space as an extension and embodiment of socio-cultural ideals and Discourses, Lefebvre suggests 

we should instead consider the stylised and purposeful presentations and choices made by designers. 

Such an approach towards the purposeful design of social spaces has been successfully applied to in the 

fields of Urban Theory and Human Geography (Gaver, 1996; Gieryn, 2000) with researchers looking at 

the design of spaces such as pubs (Bell, 1994) and small towns (Humon, 1990). 

 

bƻƴŜǘƘŜƭŜǎǎΣ [ŜŦŜōǾǊŜΩǎ ǿƻǊƪ Ƙŀǎ ŀ ƴǳmber of issues in regards to its treatment of social space. Firstly, it 

relies heavily upon the inteǊǇǊŜǘŀǘƛƻƴ ƻŦ ǘƘŜ ǊŜǎŜŀǊŎƘŜǊ ό{ƘƛŜƭŘǎΣ мфффύΦ [ŜŦŜōǾǊŜΩǎ ǿƻǊƪ ǊŜǾŜŀƭǎ ǘƘŜ 
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manner in which the design and representation of social space can reveal the intentions, aims, and 

ideals of the designer. However, he provides no frame through which to unpack these (Brenner, 2008; 

Harvey, 1973), nor, crucially, does he provide a manner for the verification of the interpretation of the 

ŘŜǎƛƎƴŜǊΩǎ ƛƴǘŜƴǘ ōȅ ǘƘŜ ǊŜǎŜŀǊŎƘŜǊ όIŜǊƴŜǎΣ нллпΤ aŜǊǊƛŦƛŜƭŘΣ нлммύΦ !ǎ ǎǳŎƘΣ [ŜŦŜōǾǊŜΩǎ ƳƻŘŜƭ Ŏŀƴ ōŜ 

criticised for providing a framework through which the ideals of the researcher are imposed to presume 

the ideals of the designer without any proposed method of verification. Arguably what is important is 

not how the researcher conceives of the ŘŜǎƛƎƴŜǊǎΩ intent, but how those who use the social spaces 

conceive of it, and how they subsequently negotiate and interact in these spaces (Unwin, 2000). 

Lefebvre provides no solution to this problem (Stewart, 1995) as his focus is upon the abstract concept 

of space across many levels rather thaƴ ǘƘŜ ǳǎŜǊǎΩ ŜȄǇŜǊƛŜƴŎŜǎΦ IƻǿŜǾŜǊΣ ŀǎ ŘŜǘŀƛƭŜŘ ƭŀǘŜǊ ƛƴ ǘƘƛǎ ŎƘŀǇǘŜǊ 

in the discussion of Comic Book Theory, I suggest that this can best be understood through the notion of 

ΨŎƭƻǎǳǊŜΩΣ ǿƘƛŎƘ ŘƻŜǎ ƴƻǘ ǇǊŜǎǳƳŜ ǘƘŜ ƛƴǘŜƴǘƛƻƴ ƻŦ ŘŜǎƛƎƴ ōǳǘ ƛƴǎǘŜŀŘ ŦƻŎǳǎŜǎ ǳǇƻƴ how design choices 

are interpreted and negotiated by the user. 

 

[ŜŦŜōǾǊŜΩǎ ǿƻǊƪ Ƙŀǎ ŀ ŦǳǊǘƘŜǊ ƴƻǘƛŎŜŀōƭŜ Ŧƭŀǿ ōŜȅƻƴŘ ǇƻǘŜƴǘƛŀƭƭȅ ŀǎǎǳƳƛƴƎ ǘƘŜ ƛƴǘŜƴǘ ƻŦ ǘƘŜ ŘŜǎƛƎƴŜǊΦ 

bŀƳŜƭȅΣ [ŜŦŜōǾǊŜΩǎ ŦƻŎǳǎ ƛǎ ǎǉǳŀǊŜƭȅ ǳǇƻƴ ǘƘŜ ǊŜŀƭƳ ƻŦ ǘƘŜ ŎƻƎƴƛǘƛǾŜΣ ƴƻǘ ǳǇƻƴ ǘƘŜ ǊŜŀƭƳ of the physical 

(Harvey, 2000). That is to say that Lefebvre fails to deal with the impact of the physical space itself, and 

instead focuses his approach towards social space upon the conceptual aspects. In essence, Lefebvre 

fails to engage with how these abstract concepts come to be manifested in a physical form, and how this 

physical form is subsequently engaged with to produce specific social actions and interactions. 

Subsequent theories have attempted to show that the separation of the conceptual and physical realm 

is problematic, unnecessary, and often ineffectual (Latour, 2005; Soja, 1996), and have rejected a purely 

human-centric approach to focus upon the role of many non-human aspects and elements that shape, 

effect, enforce, and mediate daily activity.  
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One such attempt to account for the role of the physical non-human in shaping human action and 

interactions can be found in the works of Marshall McLuhan and the Toronto School of Communication 

Theory in the field of Media Studies, most well-known aǊƎǳŀōƭȅ ŦƻǊ ŎƻƛƴƛƴƎ ǘƘŜ ŀǇƘƻǊƛǎƳ άǘƘŜ ƳŜŘƛǳƳ ƛǎ 

ǘƘŜ ƳŜǎǎŀƎŜέ όaŎ[ǳƘŀƴΣ мфспύΦ ¦ǎƛƴƎ ǘƘƛǎ ŀǇƘƻǊƛǎƳΣ aŎ[ǳƘŀƴ ŀǊƎǳŜŘ ǘƘŀǘ aŜŘƛŀ {ǘǳŘƛŜǎ ǎƘƻǳƭŘ ŦƻŎǳǎ 

less upon the messages being communicated through media, and more upon the medium through 

which they are being sent, positing that the medium had the transformative ability to change how we 

are acting and interacting, and how we understanding and frame social actions and interactions 

(McLuhan, 1964).   

 

ά¢ƘŜ ƳŜŘƛǳƳ ƛǎ ǘƘŜ ƳŜǎǎŀƎŜέ ƳŀȅΣ ŀǘ ŦƛǊǎǘΣ ǎŜŜƳ ǎǘǊŀƴƎŜƭȅ ǇŀǊadoxical as a statement. Surely the 

message itself is the message? McLuhan however purposefully intended this statement to be 

paradoxical (Morris & Ogan, 1996). He held that the content of a message was unimportant or 

secondary, and that it was the form or medium through which the message was sent that affected our 

actions (McLuhan, 1964; Sundar & Nass, 2001). McLuhan suggested that the adoption of new mediums 

ƻŦ ŎƻƳƳǳƴƛŎŀǘƛƻƴ ŎƘŀƴƎŜŘ άǘƘŜ ǎŎŀƭŜ ŀƴŘ ŦƻǊƳ ƻŦ ƘǳƳŀƴ ŀǎǎƻŎƛŀǘƛƻƴ ŀƴŘ ŀŎǘƛƻƴέ όaŎ[ǳƘŀƴΣ мфспΣ фύΣ 

and as such, the mediums of communication should be the focus of attention, rather than the specific 

messages being sent (Hodge, 2003). The technology, according to McLuhan, could change us physically, 

causing us to rely upon different senses and actions to use it (Waldron & Veblen, 2008). For example, 

McLuhan (1964) highlights how different aspects of the body were prioritised in oral, spoken, and heard 

communication than would be prioritised in written and visually perceived communication methods. 

McLuhan therefore posited that new mediums changed our societies and bodies on a number of levels, 

using this positioning to argue for depth and nuance when considering the effects of technology upon 
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human action (Gallagher et al., 2001). He suggested that the foŎǳǎ ƻŦ ŀƴŀƭȅǎƛǎ ǎƘƻǳƭŘ ōŜ ǳǇƻƴ άǘƘŜ 

physical and social consequences of the designs or patterns as they amplify or accelerate existing 

ǇǊƻŎŜǎǎŜǎέ όaŎ[ǳƘŀƴΣ мфспΣ нпύΦ 

 

IƻǿŜǾŜǊΣ aŎ[ǳƘŀƴΩǎ ŦƻŎǳǎ ƻƴ ǘƘŜ ƛƳǇƻǊǘŀƴŎŜ ƻŦ ǘƘŜ ƳŜŘƛǳƳ ƻǾŜǊ ǘƘŜ ƳŜǎǎŀƎŜ ŦǊŀŎǘǳǊŜǎ ŀƴŘ distances 

the message that is being conveyed from the medium through which it is being conveyed (Gallagher et 

al., 2001). This discounts the message as unimportant, or at least, less important than the impact of the 

overall medium itself (Logan, 2010).  Though arguably this was a necessary reversal from the previous 

position that McLuhan argued against in the 1960s, it nonetheless suffers from the same deterministic 

stance he opposed, instead merely reversing the direction of attention (Schultz et al., 2011). That is to 

say that McLuhan demands a consideration of the effect of the physical world upon our social actions 

ŀƴŘ ƛƴǘŜǊŀŎǘƛƻƴǎΣ ŀǊƎǳƛƴƎ ǘƘŀǘ ǿŜ ǎƘƻǳƭŘƴΩǘ ƘŀǾŜ ŀ ƻƴŜ-way relationship in which we only study how 

humans use technology. However, in doing so, McLuhan manages to equally focus upon a one-way 

relationship between technology and humans, this time focusing upon the manner in which technology 

can affect humans (Bingham, 1996; Wellman, 2004). In this regard McLuhan does not acknowledge that 

humans can have novel and individual experiences with technology.   

 

bƻƴŜǘƘŜƭŜǎǎΣ aŎ[ǳƘŀƴΩǎ ŦƻŎǳǎ ǳǇƻƴ ǘƘŜ ƛƳǇŀŎǘ ƻŦ ǘŜŎƘƴƻƭƻƎȅ ǘƻ ŀŦŦŜŎǘ ŀƴŘ ƳŜŘƛŀǘŜŘ ǘƘŜ ŀōƛƭƛǘȅ ƻŦ 

humans to act and interact raises some salient points and has continued to spur a significant focus upon 

how technology may be affecting us (Jeffrey, 1989; Shaw, 1999). As mentioned in the literature review, 

this is an aspect of social media use that this research is keen to account for, with a consideration of 

how individual users make use of social media platforms in unique and novel manners (Sundar, 2004).  It 

is clear however that a focus upon the potential of technology alone does not provide a consideration of 
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the many ways in which technology can and will be utilised by the user (Ariel and Avidar, 2015; Bar et 

ŀƭΦΣ нлмсύΦ !ǎ bŀǎƘ όнлмнύ ǎǳƎƎŜǎǘǎΣ ǘƘŜǊŜ ƛǎ ŀ ƴŜŜŘ ǘƻ ŀŎŎƻǳƴǘ ŦƻǊ άǘƘŜ ǳǎŜǊΩǎ ŀōƛƭƛǘȅ ǘƻ ŜȄŜǊǘ ŎƻƴǘǊƻƭ ƻǾŜǊ 

ŎƻƴǘŜƴǘέ όbŀǎƘΣ нлмнΣ мффύΦ wŜǎŜŀǊŎƘ ŎƻƴǘƛƴǳŜǎ ǘƻ Ǉƻƛƴǘ ƻǳǘ ǘƘŜ ƴŜŜŘ ǘƻ ŀŎŎƻǳƴǘ ŦƻǊ ǘƘŜ ǎƻŎƛƻ-cultural 

positioning of the user online (Niedt, 2016). As such this research aims to understand how the 

ǇŀǊǘƛŎƛǇŀƴǘǎΩ ǎƻŎƛƻ-cultural backgrounds affect how they contextualise, understand, and interact in, on, 

and with technology, as well as considering how technology is shaping their social actions and 

interactions online. Rather than focusing on and prioritising either the medium, or the message, an 

approach is needed that focuses upon the relationship between the medium and the message.  

 

Actor-Network Theory (Latour, 2005) appears to offer ƻƴŜ ǎǳŎƘ ƘŀǇǇȅ ƳŜŘƛǳƳ ōŜǘǿŜŜƴ [ŜŦŜōǾǊŜΩǎ 

ƭŀǊƎŜƭȅ ŎƻƴŎŜǇǘǳŀƭ ŀǇǇǊƻŀŎƘ ǘƻ ǘƘŜ ŜŦŦŜŎǘǎ ƻŦ ŘŜǎƛƎƴΣ ŀƴŘ aŎ[ǳƘŀƴΩǎ ƻǾŜǊƭȅ ŘŜǘŜǊƳƛƴƛǎǘƛŎ ŀǇǇǊƻŀŎƘ 

towards the effects technology can have upon our actions and interactions. Actor-Network Theory (ANT) 

instead frames the social as a specific manifestation that emerges from the interactions between 

specific users with their own socio-cultural resources, and specific non-human features and affordances 

(Law, 1999; Mützel, 2009). It is from the enmeshing of the specific human and non-human factors that a 

locationally specific manifestation of the social is realised (Callon, 1999; Dolwick, 2009). Rather than 

approaching technology as effecting all users in the same manner, ANT considers how individual and 

situated users are interacting with specific mediums to create meaning in unique manners (Latour, 

2005). ANT therefore attempts to purposefully invert the idea that the physical, natural, and 

technological worlds are passive realms that humans effect, as Lefebvre maintains (Gottdiener, 1993), to 

instead look at how the human and the physical realms affect one another, in turn presenting a bi-

directional approach to the relationship between humans and technology Lacking from both Lefebvre 

ŀƴŘ aŎ[ǳƘŀƴΩǎ ǿƻǊƪΦ ¦ǎƛƴƎ !b¢Σ ǘƻ ōǳǘŎƘŜǊ aŎ[ǳƘŀƴΩǎ ǿƻǊƪΣ ǘƘŜ ƳŜŘƛǳƳ ƛǎ also part of the message. 

!ŘƳƛǘǘŜŘƭȅΣ ǘƘƛǎ ƛǎ ƴƻǘ ŀǎ ǇƛǘƘȅΣ ƴƻǊ ŀǎ ǇǳǊǇƻǎŜŦǳƭƭȅ ŀƳōƛƎǳƻǳǎ ŀǎ aŎ[ǳƘŀƴΩǎ ŀǇƘƻǊƛǎƳ όмфспύ ōǳǘ ƛǘ 



- 78 - 

serves to highlight the aims of this research to study both the medium and the message equally as the 

subjects and focus of analysis, with an emphasis upon how individual narratives and uses can arise, 

rather than a focus upon uniform technology use. Given this, the next sections of this chapter will focus 

primarily upon the work of Bruno Latour (2005) in the field of Actor-Network Theory to understand how 

to conceptualise and account for the enmeshing of non-human and human in identity performances.  

 

Actor-Network Theory. 

 

 
 

Led primarily by the work of Bruno Latour (1996, 2005), Actor-Network Theory (ANT) originally stemmed 

from Science and Technology Studies (STS) with the viewpoint of conceptualizing and exploring the 

socio-technical processes of scientific and technical innovation (Callon, 1986). By this they meant the 

manner in which scientific knowledge emerged from the enmeshing of technology and humans. In the 

30 years following, Latour and Callon, along with researchers from a broad array of fields such as 

anthropology (Farias & Bender, 2010), geography (Bosco, 2006), and education (Fenwick & Edwards, 

2010) have attempted to account for the effect of the non-human world in co-creating our reality. 

 

[ŀǘƻǳǊΩǎ ǿƻǊƪ ǇǊƻǾƛŘŜǎ ŀƴ ƻƴǘƻƭƻƎƛŎŀƭ ŀǇǇǊƻŀŎƘ ǘƻ ǎƻŎƛŀƭ ǘƘŜƻǊȅ ǘƘŀǘ ŀǘǘŜƳǇǘǎ ǘƻ ŘŜŀƭ ǿƛǘƘ Ƴŀƴȅ ƻŦ ǘƘŜ 

criticisms of essentialist social theories in regards to agency and epistemology (Fenwick & Edwards, 

2010; Mützel, 2009). It is notoriously difficult to summarize, which in part is due to the myriad of 

different approaches and research done under the banner of ANT since the early work of Bruno Latour 

and Michel Callon in the mid-1980s (Law & Hassard, 1999). Indeed, the name Actor-Network Theory is 

described ōȅ [ŀǘƻǳǊ ŀǎ άŀ ƴŀƳŜ ǘƘŀǘ ƛǎ ǎƻ ŀǿƪǿŀǊŘΣ ǎƻ ŎƻƴŦǳǎƛƴƎΣ ǎƻ ƳŜŀƴƛƴƎƭŜǎǎ ǘƘŀǘ ƛǘ ŘŜǎŜǊǾŜǎ ǘƻ ōŜ 

ƪŜǇǘέ ό[ŀǘƻǳǊΣ нллрΣ фύΦ bƻƴŜǘƘŜƭŜǎǎΣ ƳǳŎƘ ƻŦ ǘƘŜ Ǌesearch conducted under the banner of ANT serves in 
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general to understand the social as more than just the result of human interaction alone (Sayes, 2014) 

and aims to provide a purposeful and overt account of the myriad effects of the non-human world 

around us (Couldry, 2008; Fenwick & Edwards, 2010; Law, 2009).  

 

Given the broad interest in ANT, many researchers have struggled when attempting to reduce ANT 

down into to a single workable blanket theory (Fenwick & Edwards, 2010). It is not a unified theory as 

ǎǳŎƘ ό[ŀǿΣ мфффύΤ ƻƴŜ ǇŜǊǎƻƴΩǎ ǊŜŀŘƛƴƎ ƻŦ !b¢ Ƙŀǎ ŀƴŘ ǿƛƭƭ ŘƛŦŦŜǊ ŦǊƻƳ ƻǘƘŜǊǎ όIŀƴǎŜǘƘ Ŝǘ ŀƭΦΣ нллпΣ 

Hitchings, 2003). Indeed, [ŀǘƻǳǊ ŎƻƳƳŜƴǘŜŘ ǳǇƻƴ ǘƘƛǎ ƭŀŎƪ ƻŦ ŎƭŀǊƛǘȅ ǿƘŜƴ ƘŜ ǎǘŀǘŜŘ ǘƘŀǘ άǘƘŜǊŜ ŀǊŜ ŦƻǳǊ 

things that do not work with actor-network theory; the word actor. the word network, the word theory 

ŀƴŘ ǘƘŜ ƘȅǇƘŜƴέ ό[ŀǘƻǳǊΣ мфффΣ мрύΦ .ȅ ǘƘƛǎ [ŀǘƻǳǊ ƳŜŀƴǘ ǘƘŀǘ !b¢ ƛǎ ǇŜǊƘŀǇǎ ƴƻǘ ōŜǎǘ ŎƻƴŎŜƛǾŜŘ ƻŦ ŀǎ ŀ 

theory but rather as an epistemological positioning that situates the non-human as an impactful and 

impactive element in creating reality. Nonetheless, there are key relevant points and ideas that connect 

in the wide array of studies and approaches towards ANT, and therefore ANT becomes a useful nomer 

and catch-all term for the theories that have evolved from the original works posited by Callon and 

Latour in the 1980s. All the works presented under the banner of ANT contains within them concepts 

that, when abstracted from the many paths of ANT, provide a useful and relevant toolset for exploring 

the rich complexities of the social world (Law, 1999).  

 

In essence, ANT at its core attempts to break down long-standing dichotomies between realism and 

objectivism (Mützel, 2009). It starts from the position of dealing with many of the criticisms raised in the 

previous sections in regards to the work of Lefebvre and Goffman by entwining human elements, social 

categories, and Discourses with the non-human; the natural, the physical world of things, the design of 

bodies, technologies, artefacts and so on (Whittle & Spicer, 2008), with the focus of analysis upon the 
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artefacts that emerge from the specific entwining of these disparate elements within a specific given 

locale. Rather than positing social actions, interactions, and effects as something that happens upon the 

realm of the non-human, ANT argues that the social emerges from the intertwining of the human and 

non-human (Murdoch, 1998). This is perhaps best summed up by Fenwick & Edwards (2010): 

Actor-Network Theory examines the associations of human and non-human entities in the 

performance of the social, the economic, the natural, the educational, etc. The objective is to 

understand precisely how these things come together ς and manage to hold together, however 

temporarily ς to form associations that produce agency and other effects: for example, ideas, 

ƛŘŜƴǘƛǘƛŜǎΣ ǊǳƭŜǎΣ ǊƻǳǘƛƴŜǎΣ ǇƻƭƛŎƛŜǎΣ ƛƴǎǘǊǳƳŜƴǘǎΣ ŀƴŘ ǊŜŦƻǊƳǎέ (Fenwick & Edwards, 2010, 3. 

Emphasis in original). 

 

[ŀǘƻǳǊΩǎ ǿƻǊƪ ǘƘŜǊŜŦƻǊŜ ŀƛƳǎ ǘƻ ŜƳǇƘŀǎƛǎŜ ŀƴŘ ǊŜ-appropriate the realm of the material in sociology in 

order to understand that the realm of the social does not exist in a vacuum and is not the product of 

human action alone (Fenwick & Edwards, 2010; Mützel, 2009). Instead, Latour (1996) posits that that 

the non-human world we inhabit works to shape the social realm and as such should not be ignored or 

ŜȄǇƭŀƛƴ ŀǿŀȅ ƳŜǊŜƭȅ ŀǎ ŀƴ ǳƴƛƳǇƻǊǘŀƴǘ ΨƻǘƘŜǊΩ ƛƴ {ƻŎƛƻƭƻƎȅΣ ƻǊ ŜȄŎƭǳŘŜŘ ŦǊƻƳ ǘƘŜ ŦǊƻƴǘ ŜƴŘ ƻŦ ǘƘŜ 

equation in the style of Kant (1998) and Lefebvre (1991). Latour argues that objects should not be an 

afterthought or positioned as a separate realm upon which social actions and interactions take place, 

but that objects should be given equal consideration with humans during analysis (Callon, 1999). As Law 

όмфффύ ǎǳƎƎŜǎǘǎΣ άŜƴǘƛǘƛŜǎ ǘŀƪŜ ǘƘŜƛǊ ŦƻǊƳ ŀƴŘ ŀŎǉuire their attributes as a result of their relations with 

ƻǘƘŜǊ ŜƴǘƛǘƛŜǎέ ό[ŀǿΣ мфффΣ нύΦ [ŀǿ ŀǊƎǳŜǎ ǘƘŀǘ ŀǎ ǎǳŎƘΣ ǘƘŜ ǇǊƛƻǊƛǘƛǎƛƴƎ ƻŦ ƘǳƳŀƴ ŜƴǘƛǘƛŜǎ ŀƭƻƴŜ ƛƴ ǘƘƛǎ 

equation, as has been traditionally prevalent in sociology (Fenwick & Edwards, 2010; Law & Hassard, 
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мфффύΣ ƛǎ ƭŀǊƎŜƭȅ ǉǳŜǎǘƛƻƴŀōƭŜΦ [ŀǘƻǳǊ ǎǳƎƎŜǎǘǎ ǘƘŀǘ ŀƴȅ ŘƛǎŎǳǎǎƛƻƴ ƻŦ ǘƘŜ ǎƻŎƛŀƭ ǎƘƻǳƭŘ ǘƘŜǊŜŦƻǊŜ άǇŀȅ 

ŀǘǘŜƴǘƛƻƴ ǘƻ ǘƘŜ ƳŀǘŜǊƛŀƭ ŀƴŘ ŜȄǘǊŀǎƻƳŀǘƛŎ ǊŜǎƻǳǊŎŜǎέ ό[ŀǘƻǳǊΣ мфупΣ нспύΦ  

 

Social entities can be considered at once actors and networks, in the sense that they are able to impact 

upon and act within the world as actors, but that they are formed as locationally-specific entities due to 

the enmeshing of many elements, human and non-human (Fenwick & Edwards, 2010). Hence, the 

duality present at thŜ ƘŜŀǊǘ ƻŦ ǘƘŜ ǘŜǊƳ ΨŀŎǘƻǊ-ƴŜǘǿƻǊƪΩ ό[ŀǘƻǳǊΣ нллрύΦ !b¢ ŀǘǘŜƳǇǘǎ ǘƘŜƴ ǘƻ ǾƛŜǿ 

actor-networks both as actors that impact the world around them, and as networks realised within the 

situation within which they find themselves due to the relationship between a number of materially 

heterogeneous elements (Law 1999, Latour 2005).  As they are the result of a number of interacting 

elements, both human and non-human, they are susceptible to potential changes in the formation of 

the network (Law, 2009). ANT holds therefore that such constructions cannot be assumed to be pre-

given (Callon, 1986; Whittle & Spicer, 2008) but are instead negotiated in an ongoing manner between 

many heterogeneous elements specific to that given situation (Latour, 2005), and are not immune from 

deconstruction; they are at all times potentially unstable (Latour, 1999).  

 

Importantly for this research, each enmeshing of these elements is locationally specific and emerges 

from the specific iteration of non-human and human present in that location (Latour, 2005). In other 

ǿƻǊŘǎΣ άŜƴǘƛǘƛŜǎ ŀŎƘƛŜǾŜ ǘƘŜƛǊ ŦƻǊƳ ŀǎ ŀ ŎƻƴǎŜǉǳŜƴŎŜ ƻŦ ǘƘŜ ǊŜƭŀǘƛƻƴǎ ƛƴ ǿƘƛŎƘ ǘƘŜȅ ŀǊŜ ƭƻŎŀǘŜŘέ ό[ŀǿΣ 

мфффΣ пύΦ !ǎ ǎǳŎƘΣ ŀƴ !b¢ ƛƴǎǇƛǊŜŘ ŀǇǇǊƻŀŎƘ ǎƘƻǳƭŘ ŎƻƴǎƛŘŜǊ άŀƭƭ ŜƴǘƛǘƛŜǎΣ ŀƭƭ ƻōƧŜŎǘǎ ŀƴŘΣ ŎƻƴǎŜǉǳŜƴǘƭȅΣ 

all aspects of spaŎŜ ŀƴŘ ǎǇŀǘƛŀƭƛǘȅέ όYƻŎƘΣ нллрΣ тύΦ ¢Ƙǳǎ !b¢ ŀƭƭƻǿǎ ŦƻǊ ŀ ŎƻƴǎƛŘŜǊŀǘƛƻƴ ƻŦ ǘƘŜ ǇƘȅǎƛŎŀƭ 

ǿƻǊƭŘΩǎ ǊƻƭŜ ƛƴ ǘƘŜ ŎǊŜŀǘƛƻƴ ŀƴŘ ŦƻǊƳŀǘƛƻƴ ƻŦ ǎǇŜŎƛŦƛŎ ƛǘŜǊŀǘƛƻƴǎ ƻŦ ΨǘƘŜ ǎƻŎƛŀƭΩ ό[ŀǘƻǳǊΣ мффсύΦ {ǳŎƘ ƛŘŜŀǎ 

again have picked up much traction lately, for example in the field of disability studies (Galis, 2011; 
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Munro, 2009) which unpacks how, for disabled people, their experience of the social is largely 

inseparable from the location that they are experiencing it in. 

 

ANT attempts therefore to shift the focus and the ontological positioning of sociology away from an 

isolated consideration of the social and towards a much-needed contextualisation of specific space with 

specific user, an aspect that this research is keen to account for, especially as there is a need to account 

for specific online features within the context in which they emerge rather than assuming they will be 

used in a uniform manner across a range of platforms (Stroud et al., 2016). As Kowert et al. (2016:5) 

ƘƛƎƘƭƛƎƘǘΣ άwŜŎƻƎƴƛǎƛƴƎ ǘƘŜ ǳƴƛǉǳŜ ŎƘŀǊŀŎǘŜǊƛstics of different mediated, social spaces is key to 

ǳƴŘŜǊǎǘŀƴŘƛƴƎ ǿƘŀǘ ǊƻƭŜ ǘƘŜǎŜ ŘƛŦŦŜǊŜƴǘ ǎƻŎƛŀƭ ǎŜǊǾƛŎŜǎ Ǉƭŀȅ ƛƴ ƻǳǊ ŜǾŜǊȅŘŀȅ ƭƛǾŜǎέΦ 

 

!b¢Ωǎ ǇƻǎƛǘƛƻƴƛƴƎ ǘƘŜǊŜŦƻǊŜ ŎƻƴǘƛƴǳŜǎ CƻǳŎŀǳƭǘΩǎ ƭƛƴŜ ƻŦ ŜƴǉǳƛǊƛŜǎ ƛƴǘƻ ǘƘŜ ŎƻƴǎǘǊǳŎǘƛƻƴ ƻŦ ǘƘŜ ǿƻǊƭŘ ǿŜ 

inhabit (Newton, 2002), taking an anti-essentialist, relational stance to observe the world (Hayward, 

нлмнύΣ ōǳǘ ƛƳǇƻǊǘŀƴǘƭȅ ƭƻƻƪƛƴƎ ŀǘ ǘƘŜǎŜ ŎƻƴǎǘǊǳŎǘƛƻƴǎ ōŜȅƻƴŘ Ƨǳǎǘ ǘƘŜ ǎƻƭŜ ƭŜƴǎ ƻŦ Ψ5ƛǎŎƻǳǊǎŜΩ ǘƻ 

acknowledge the very real and impactful role of the material world. As Vis (2009) puts it, ANT looks 

άōŜȅƻƴŘ ƭŀƴƎǳŀƎŜ ǘƻ ŀƭƭ ŜƴǘƛǘƛŜǎέ ό±ƛǎΣ нллфΣ ммсύΣ ǘƻ Ǉƻǎƛǘƛƻƴ ŘƛǎŎǳǊǎƛǾŜ ŦƻǊƳŀǘƛƻƴǎ ŀǎ ƻƴŜ ƻŦ Ƴŀƴȅ 

elements that might affect how reality emerges within a specific location at a given time (Fox, 2000). In 

this manner, ANT ŀǘǘŜƳǇǘǎ ǘƻ ǾƛŜǿ ǎƻŎƛŜǘȅ ŀǎ ŀ άǘƘƛŎƪΣ ǊƛŎƘΣ ƭŀȅŜǊŜŘ ŀƴŘ ŎƻƳǇƭŜȄ ƳŀǘǘŜǊέ ό[ŀǘƻǳǊΣ мффсΣ 

373).  With this in mind we will move on to discuss the affordance of agency to non-human elements.  
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Agency of non-humans. 
 

 

ANT insists upon an ontological shift away from an isolated consideration that accounts only for the 

human aspect of the social alone. For ANT, humans should not be considered superior or assumed as 

ƳƻǊŜ ƛƳǇƻǊǘŀƴǘ ƛƴ ŀƴȅ ǎƛǘǳŀǘƛƻƴΦ ¢Ƙŀǘ ƛǎΣ !b¢ ƛƴǎƛǎǘǎ ΨƘǳƳŀƴΩ ŀƴŘ Ψƴƻƴ-ƘǳƳŀƴΩ Ƴǳǎǘ ōŜ ŎƻƴǎƛŘŜǊŜŘ 

equally (Latour 2005, Law 1999). However, this does not mean, as some have suggested (Collins & 

Yearly, 1992), that ANT means humans and non-humans must be considered equal. Despite critiques of 

ANT suggesting that it affords and creates an equality in agency between humans and non-humans 

ό²ƛƴƴŜǊΣ мффоύΣ ŀ ŎƭƻǎŜ ǊŜŀŘƛƴƎ ƻŦ [ŀǘƻǳǊΩǎ ǿƻǊƪ ǊŜǾŜŀƭǎ ǘƘƛǎ ƴƻǘ ǘƻ ōŜ ǘƘŜ ŎŀǎŜ όaŀǊǘƛƴΣ нллрΤ tƛŎƪŜǊƛƴƎΣ 

1993). Latour (2005) does not suggest that humans and non-humans act in the same way and are 

afforded the same rights as actors in the world. He instead suggests that we should considered how 

these rights have been constructed; how we come to understand and situate the roles of humans and 

non-humans, and how it is this constructed reality has come to be accepted (Lynch, 1996). This in many 

ways reflects the stance that this paper wishes to take towards identity performances, with an 

understanding that these social performances emerge as the result of specific interactions with, 

through, in, and on specific non-human platforms.  

 

Crucially, ANT is not suggesting that non-ƘǳƳŀƴ ƻōƧŜŎǘǎ ŀǊŜ ŀŦŦƻǊŘŜŘ ΨƛƴǘŜƴǘƛƻƴŀƭƛǘȅΩ ό5ŜƴƴŜǘǘΣ мфутΤ [Ŝ 

Morvan, 2005; Winner, 1993) in their ability to impact human actions and interactions (Law, 1999). They 

are not acting upon us with intent of forethought of their own volition (Martin, 2005), but intention or 

not, they still impact upon how we can act and interact. To emphasise this need for equal consideration, 

!b¢ ǳǎŜǎ ǘƘŜ ǘŜǊƳ ΨŀŎǘŀƴǘΩ ǘƻ ŘŜǎŎǊƛōŜ ƘǳƳŀƴ ŀƴŘ ƴƻƴ-human entities on the same level, rather than 

ŘƛŦŦŜǊŜƴǘƛŀǘƛƴƎ ōŜǘǿŜŜƴ ǘƘŜƳ ό/ŀƭƭƻƴΣ мфусύΦ [ŀǘƻǳǊ ǘƘŜǊŜŦƻǊŜ ŘŜŦƛƴŜǎ ŀŎǘŀƴǘ ŀǎ άǎƻƳŜǘƘƛƴƎ ǘƘŀǘ ŀŎǘǎ ƻǊ 
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ǘƻ ǿƘƛŎƘ ŀŎǘƛǾƛǘȅ ƛǎ ƎǊŀƴǘŜŘ ōȅ ŀƴƻǘƘŜǊΧŀƴ ŀŎǘŀƴǘ Ŏŀƴ ƭƛǘŜǊŀƭƭȅ ōŜ ŀƴȅǘƘƛƴƎ ǇǊƻǾƛŘŜŘ ƛǘ ƛǎ ƎǊŀƴǘŜŘ ǘƻ ōŜ 

ǘƘŜ ǎƻǳǊŎŜ ƻŦ ŀŎǘƛƻƴέ ό[ŀǘƻǳǊΣ м996, 373).  

 

The term actant then is not tied to humans or individuals; it can be literally anything that is the source of 

action, human, non-human, or inhuman. The affordance of equal consideration and focus that ANT 

provides is not to suggest that there are not differences between these elements but that we should 

ŀǇǇǊƻŀŎƘ ǘƘŜƳ ǿƛǘƘ ŀ ΨƎŜƴŜǊŀƭƛǎŜŘ ǎȅƳƳŜǘǊȅΩ ό/ŀƭƭƻƴΣ мфупύΣ ǘƻ ŀŦŦƻǊŘ Ŝǉǳŀƭ ŎƻƴǎƛŘŜǊŀǘƛƻƴ ǘƻ ǘƘŜƛǊ 

potential roles in forming the world and the social (Callon & Law, 1997; Latour, 2005).  At any time, any 

actant can have the potential to impact the world (not that the impact will be the same, or even similar). 

The differences amongst these heterogeneous elements are negotiated in a spatially bound manner. 

Latour highlights this, emphasising that any action by any entity, human or non-ƘǳƳŀƴΣ άǊŜǉǳƛǊŜǎ ǇŀȅƛƴƎ 

the same semiotic price. The effects will be different, the genres will be different, but not the work of 

ŀǘǘǊƛōǳǘƛƴƎΣ ƛƳǇǳǘƛƴƎΣ ŘƛǎǘǊƛōǳǘƛƴƎ ŀŎǘƛƻƴΣ ŎƻƳǇŜǘŜƴŎŜǎΣ ǇŜǊŦƻǊƳŀƴŎŜǎ ŀƴŘ ǊŜƭŀǘƛƻƴǎέ ό[atour, 2005, 8). 

 

Therefore, ANT can be considered as de-centralising the object (Law 2002), following on from the post-

structuralist turn of Foucault and others which aimed to de-centre the human subject (Hall, 1992; Pile & 

Thrift, 1995). If, as post-structuralism holds, subjects can be considered heterogeneous and fluid, ANT 

holds that objects can too (Latour, 2005, Pickering, 1993). Objects can be considered fluid as the many 

actants that network to create the object are heterogeneous and are in interaction with each other 

(Law, 2009). Indeed, to further complicate the matter, and in an attempt to ontologically move away 

from the anthropocentrism prevalent in sociology, ANT holds that nothing can truly be assumed or 

considered a complete and separate actant, free from the input and influence of any other actant (Law, 
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1999). Instead everything must be deconstructed, evaluated, and considered to understand how it has 

come to be the way it is and how it impacts the world around it (Latour, 2005).  

 

Given this, ANT potentially provides a useful frame to continue to work of Goffman and consider identity 

performances. Using ANT, not only can we consider how the audience effects the identity performances 

present, but we can also deconstruct and consider the many other elements of the location-specific 

performance, including non-ƘǳƳŀƴ ΨǎǘŀƎƛƴƎΩ and ΨǇǊƻǇǎΩ. Indeed, using ANT an identity performance can 

be seen as both a network of actants, human and non-human, working together to create the specific 

identity performance being performed, and also as an actor itself in even larger aspects of the specific 

social situation. In terms of identity it is worth noting that ANT suggests that, like any entity, people are 

actor-networks, both acting within the world, and shaped and influenced by a myriad of materially 

heterogeneous elements. People are therefore both a network formed by the interaction of a number of 

diverse elements, and parts of larger actor-ƴŜǘǿƻǊƪǎΦ [ŀǿ ƘƛƎƘƭƛƎƘǘǎ ǘƘƛǎΣ ǎǳƎƎŜǎǘƛƴƎ άǇŜƻǇƭŜ ŀǊŜ 

relational effecǘǎ ǘƘŀǘ ƛƴŎƭǳŘŜ ōƻǘƘ ǘƘŜ ƘǳƳŀƴ ŀƴŘ ǘƘŜ ƴƻƴƘǳƳŀƴέ ό[ŀǿΣ нллфΣ мптύΦ CƻǊ !b¢Σ ŀŎǘƻǊǎ ŀǊŜ 

not fixed entities, but are constantly performed networks that are always in action. Everything is both an 

actor and a network, depending on the viewpoint. As Callon puts it, an actor-network is: 

άwŜŘǳŎƛōƭŜ ƴŜƛǘƘŜǊ ǘƻ ŀƴ ŀŎǘƻǊ ŀƭƻƴŜ ƴƻǊ ǘƻ ŀ ƴŜǘǿƻǊƪΧ!ƴ ŀŎǘƻǊ-network is simultaneously an actor 

whose activity is networking heterogeneous elements and a network that is able to redefine and 

ǘǊŀƴǎŦƻǊƳ ǿƘŀǘ ƛǘ ƛǎ ƳŀŘŜ ƻŦέ (Callon, 1987, 93). 

 

The heterogeneous elements present in an actor-network (Callon, 1987) come together through the 

ǇǊƻŎŜǎǎ ƪƴƻǿƴ ŀǎ ΨǇǳƴŎǘǳŀƭƛȊŀǘƛƻƴΩ ό[ŀǘƻǳǊ мффнΣ нллрΤ [ŀǿΣ мффнύΦ Lǘ ƛǎ ǘƘǊƻǳƎƘ ǘƘŜ ǇǊƻŎŜǎǎ ƻŦ 

punctualization that actors come to be considered a black-ōƻȄŜŘ ό[ŀǘƻǳǊΣ нллрύ ΨǿƘƻƭŜΩΤ ŀ ŎƻƳǇƭŜǘŜ ŀƴŘ 
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fully formed actor that is not seen as a complicated collection of parts, but as a complete and unified 

ƻōƧŜŎǘ ό[ȅƴŎƘΣ мффсύΦ /ŀƭƭƻƴ ŜȄǇƭŀƛƴǎ ǘƘƛǎ ŎƻƴŎŜǇǘ ōȅ ǎǳƎƎŜǎǘƛƴƎ ǘƘŀǘ άǘƘŜ ǇǊƻŎŜǎǎ ƻŦ ǇǳƴŎǘǳŀƭƛȊŀǘion thus 

ŎƻƴǾŜǊǘǎ ŀƴ ŜƴǘƛǊŜ ƴŜǘǿƻǊƪ ƛƴǘƻ ŀ ǎƛƴƎƭŜ Ǉƻƛƴǘ ƻǊ ƴƻŘŜ ƛƴ ŀƴƻǘƘŜǊ ƴŜǘǿƻǊƪέ ό/ŀƭƭƻƴ мффмΣ мроύΦ ²Ƙƛƭǎǘ 

punctualization and black-boxing are useful concepts in that they provide some understanding of the 

boundaries of a specific actor-network (Smith & Brennan, 2012), the meaning and effects of these 

locationally-specific boundaries are not fully explored in ANT.  ANT purposefully ignores examining the 

impact of these boundaries to instead focus upon following the many elements that work to influence 

and form the locationally-specific actor and other actors (Prout, 1996). In essence, ANT is concerned 

with the construction of these boundaries of specific actor-networks (Law, 1992), not the effect of them. 

Whilst this research is keen to account for how identity is formed through the enmeshing of human, 

inhuman, and nonhuman elements, the boundaries that constitute a given identity performance in 

social media are worthy of exploration. it is the definitions and boundaries of the specific identity 

performances that are important as they tell us how social actors are perceived and constrained within a 

given location, how they are able to act and interact within that space, how they are supposed to act 

and interact within that space, and how these boundaries are negotiated, perceived, and potentially 

challenged by the individual user. To examine and understand the importance of the boundaries of an 

actor-network and the restrictions these can place upon how an actor-network can thus act and interact 

within any given space and perceive their role in it, a further discussion is needed, which can be 

provided through the work of Karen Barad, presented in the next section of this paper.  

 

It is worth mentioning here, before moving onto the work of Barad, that ANT can be unendingly cyclical 

in nature, an aspect of ANT that can often make for a confusing logical spiral. The punctualized actor-

networks can affect the actants that play a role in creating it as an actor-network (Collins & Yearley, 

1992). Or, in other words, an actant can be part of an actor-network and affected by that actor-network. 
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[ŀǘƻǳǊΩǎ ŀǇǇǊƻŀŎƘ ŀǘ ǘƛƳŜ ǘƘŜǊŜŦƻǊŜ ƭƻǎŜǎ ǎƻƳŜ ƻŦ its impact in discussing specific aspects as it far too 

often becomes lost in following infinite unending relations. Such an approach has therefore been heavily 

criticised as lacking focus and prioritisation (Castree, 2002; Fine, 2005), most noticeably and scathingly 

by Collins and Yearley (1992), who suggest that the cyclical line of thinking leads ANT into an 

unanswerable episǘŜƳƻƭƻƎƛŎŀƭ ΨŎƘƛŎƪŜƴ ŀƴŘ ŜƎƎ ŘŜōŀǘŜΩΦ  

 

Indeed, utilising ANT as a usable theory of analysis has proven noticeably tricky in sociology (Walsham, 

1997), a fact that Latour himself was aware of (Latour 1999, 2005). As Latour (1999) notes "explanation 

does noǘ Ŧƻƭƭƻǿ ŦǊƻƳ ŘŜǎŎǊƛǇǘƛƻƴΤ ƛǘ ƛǎ ŘŜǎŎǊƛǇǘƛƻƴ ǘŀƪŜƴ ǘƘŀǘ ƳǳŎƘ ŦǳǊǘƘŜǊέΦ ¢ƘŜ ŎƻƴŎŜǊƴǎ ǿƛǘƘ ǳǎƛƴƎ 

ANT as a theory may in part be due to the fact that ANT is not a single theoretical perspective; it is more 

of an ontological positioning that attempt to acknowledge the role of the non-human in social situations 

and provide a re-contextualisation of the realm of the social (Sayes, 2014). As such, it does not provide a 

framework through which the relationship between humans, non-humans, and social Discourses and 

structures can be examined and followed (Venturini, 2010). Instead ANT merely reframes the focus of 

analysis by stating that there is a relationship between these elements that should be followed and 

accounted for (Latour, 1999; Nimmo, 2011). Given this, a workable theoretical frame is needed that is 

informed by the ontological concerns of materially heterogeneous consideration presented by ANT, but 

that presents a model through which the relationship between the human, the non-human, and the 

Discursive can be examined. 

 

Agential Realism and agential cuts - accounting for the narratives paths not chosen. 
 

 

 

It is worth briefly taking one final turn at this point in this discussion of Actor-Network Theory to expand 

upon one of the weaker outlying aspects of thŜ ǘƘŜƻǊȅΣ ŀ ǘǳǊƴ ǘƘŀǘ ǿƛƭƭ ƘŜƭǇ ǘƻ ƛƴŎƻǊǇƻǊŀǘŜ [ŀǘƻǳǊΩǎ ǿƻǊƪ 
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into the realm of Comic Book Studies, detailed in the next section of this chapter, in order to provide an 

understanding of how specific iterations of identity are realised through the enmeshing of materially 

heterogeneous elements. Specifically, this section will be introducing the work of Karen Barad and the 

notion of Agential Realism (Barad, 2003, 2007, 2011).  

 

Barad (2003) developed the notion of Agential Realism in part as a response to the overly complicated 

view of endless relations and self-fulfilling actor-networks proposed by ANT (Barad, 2007; Simon, 2015). 

.ŀǊŀŘΩǎ ŀǇǇǊƻŀŎƘ ǎǘƛƭƭ ŎƻƴǎƛŘŜǊǎ ǘƘŜ ǿŀȅ ǘƘŜ ǎƻŎƛŀƭ ŜƳŜǊƎŜǎ ŦǊƻƳ ǘƘŜ ŜƴƳŜǎƘƛƴƎ ƻŦ ƭƻŎŀǘƛƻƴŀƭƭȅ-specific 

materially heterogeneous actŀƴǘǎΣ ōǳǘ ǊŀǘƘŜǊ ǘƘŀƴ ΨŦƻƭƭƻǿƛƴƎ ǘƘŜ ŀŎǘƻǊΩ ό[ŀǘƻǳǊΣ нллрύ ǘƻ ƻōǎŜǊǾŜ ŀƭƭ ƻŦ 

ǘƘŜ ŀŎǘŀƴǘǎ ǘƘŀǘ ŦƻǊƳ ǇŀǊǘǎ ƻŦ Ŏƻƴǘƛƴǳŀƭƭȅ ǳƴŜƴŘƛƴƎ ƴŜǘǿƻǊƪǎ ŀƴŘ ŀŎǘƻǊǎΣ .ŀǊŀŘΩǎ ŦƻŎǳǎ ƛǎ ǳǇƻƴ Ƙƻǿ ǿŜ 

create the boundaries around these materially heterogeneous elements to form an actor, what makes 

the boundaries of these actors specific to this locale (Dale & Latham, 2015) and what these boundaries 

mean for how we act and interact within a given social location (Faulkner & Runde, 2012; Søndergaard, 

2013). Through this line of questioning Barad aims to allow for considerations of how specific actor-

networks have come to be through their relations, what has been excluded and discarded from specific 

actor networks, and what constrains, confines, and defines the agency of the actor-network (Barad, 

2003; Shotter, 2013). It is this shift towards a consideration of the process of emerging that Barad 

ƘƛƎƘƭƛƎƘǘǎ ŀǎ ŎǊǳŎƛŀƭ ŦƻǊ ŀƴ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ǊŜŀƭƛǘȅ ό.ŀǊŀŘΣ нлммύΦ {ƘŜ ǎǳƎƎŜǎǘǎ ǘƘŜǊŜŦƻǊŜ ǘƘŀǘ άǘƘŜ ǿƻǊƭŘ 

is an ongoing open process of maǘǘŜǊƛƴƎ ǘƘǊƻǳƎƘ ǿƘƛŎƘ ΨƳŀǘǘŜǊƛƴƎΩ ƛǘǎŜƭŦ ŀŎǉǳƛǊŜǎ ƳŜŀƴƛƴƎ ŀƴŘ ŦƻǊƳ ƛƴ 

ǘƘŜ ǊŜŀƭƛȊŀǘƛƻƴ ƻŦ ŘƛŦŦŜǊŜƴǘ ŀƎŜƴǘƛŀƭ ǇƻǎǎƛōƛƭƛǘƛŜǎέ ό.ŀǊŀŘΣ нллоΣ ǇΦ умтύΦ hǊ Ǉǳǘ ŀƴƻǘƘŜǊ ǿŀȅΣ άŜƳǇƛǊƛŎŀƭ 

claims do not refer to individually existing determinate entities, but to phenomena-in-their-becoming, 

where becoming is not tied to a temporality of futurity, but rather it a radically open relatingness of the 

world worlding itself (Barad, 2011, 148).  
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.ŀǊŀŘ ǘƘǳǎ ǊŜŦŜǊǎ ǘƻ ǘƘƛǎ ǊŜƭŀǘƛƻƴŀƭ ŜƴǘǿƛƴƛƴƎ ŀǎ ΨƛƴǘǊŀ-ŀŎǘƛǾƛǘȅΩ ό.ŀǊŀŘΣ нллоΣ 2007; Fenwick & Edwards, 

2013). She purposefully uses the term intra-activity to distinguish from interactivity (see Dyer, 2016). For 

Barad interaction suggests that two or more separate, pre-determined, and distinct entities are coming 

together to create a new entity, whereas intra-action suggests that all entities emerge together through 

and with each-other to make and delineate specific iterations of entities (Aradau, 2010; Marshall & 

Alberti, 2014). It is through this process of intra-action that boundaries of knowledge and power are 

formed and enforced (Barad, 2003) and agential cuts begin to emerge (Kaiser & Thiele, 2014; Van der 

Velden & Mörtberg, 2012). 

 

As part of this fixation upon how we create materially diverse elements into boundaried actors, Barad 

proposes that we should not only view the specific iterations of actors that are presented to us (Birke et 

al., 2004), we should also consider how they came to be presented in that form (Højgaard et al., 2012; 

Juelskjaer, 2013). That is, Barad proposes that we should also consider the detritus - that that is lost and 

removed on the way to the specific iteration of actor-network that is arrived at (Aradau, 2010; Herzig, 

2004). Drawing on a wealth of feminist literature, Barad suggests that agential cuts are made to 

determine and shape the boundaries of what can act and interact within any local setting, and what is 

considered a complete and appropriate actor for that space (Barad, 2011; Fenwick & Edwards, 2013). 

Barad suggests we should pay attention to άŀƎŜƴǘƛŀƭ Ŏǳǘǎ ǘƘŀǘ ǇǊƻŘǳŎŜ ŘŜǘŜǊƳƛƴŀǘŜ ōƻǳƴŘŀǊƛŜǎ ŀƴŘ 

ǇǊƻǇŜǊǘƛŜǎ ƻŦ ΨŜƴǘƛǘƛŜǎΩ ǿƛǘƘƛƴ ǇƘŜƴƻƳŜƴŀέ ό.ŀǊŀŘΣ нллтΣ мпуύΦ hǊ ŀǎ WǳŜƭǎƪƧŀŜǊ όнлмоύ Ǉǳǘǎ ƛǘΣ ǘƘŜ 

approach becomes more focused whilst still acknowledging the myriad heterogeneous elements that 

form a specific actor-ƴŜǘǿƻǊƪΣ ǎƻ ǘƘŀǘ ǘƘŜ ŦƻŎǳǎ ƛǎ ǳǇƻƴ άŀƎŜƴǘƛŀƭ ŎǳǘǎΤ Ŏǳǘǎ ǘƘŀǘ ŎƻƴǎǘƛǘǳǘŜ ōƻǳƴŘŀǊƛŜǎΣ 

ŎŀǘŜƎƻǊƛŜǎ ŀƴŘ ΨǇǊƻǇŜǊǘƛŜǎΩ ƻŦ ǇƘŜƴƻƳŜƴŀΣ Ŏǳǘǎ ǘƘǊƻǳƎƘ ǿƘƛŎƘ ǎǇŜŎƛŦƛŎ ŎƻƴŎŜǇǘǎ ŀƴŘ ǎǇŜŎƛŦƛŎ ƳŀǘŜǊƛŀƭς

discursive reconfigurations of the world become meaniƴƎŦǳƭέ όWǳŜƭǎƪƧŀŜǊΣ нлмоΣ тртύΦ 
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In essence, Barad suggests that we define the world around us by what it ƛǎƴΩǘ as much as we do by what 

ƛǘ ƛǎ όLƻǾƛƴƻ ϧ hǇǇŜǊƳŀƴƴΣ нлмнύΤ ǿŜ ŜƴƎŀƎŜ ƛƴ ǘƘŜ ǇǊƻŎŜǎǎ ƻŦ ƭŀōŜƭƭƛƴƎ ŀƴŘ ΨƻǘƘŜǊƛƴƎΩ ǘƘŀǘ ŀǊƻǳƴŘ ǳǎ 

(Butler, 1986; De Beauvoir, 1953), creating and maintaining categories and boundaries to make sense of 

a world of infinite relations.  As such, Barad proposes that researcher should not only engage in 

considering the actor-network they see before them as a point of study, but also consider the 

assemblages that could have been, and the manner in which these boundaries are negotiated (Barad, 

2011; Pinch, 2011; Søndergaard, 2013). The object of enquiry becomes άƳŀǘŜǊƛŀƭ-discursive practices by 

which their differential constituǘƛƻƴǎ ŀǊŜ ƳŀǊƪŜŘέ ό.ŀǊŀŘ нллоΣ умлύΦ hǊΣ ŀǎ CŜƴǿƛŎƪ ŀƴŘ 9ŘǿŀǊŘǎ όнлмоύ 

ŀǊƎǳŜΣ άŀƴ agential cut is always a performance: the boundaries distinguishing knower, known and 

knowledge do not pre-exist the cut. Further, an agential cut can only be performed in a local moment 

ŀƴŘ ǇƭŀŎŜέ όCŜƴǿƛŎƪ ϧ 9ŘǿŀǊŘǎΣ нлмоΣ рфύΦ  

 

It is this essence of agential cuts creating specific boundaried wholes out of the enmeshing of materially 

ƘŜǘŜǊƻƎŜƴŜƻǳǎ ŜƭŜƳŜƴǘǎ ǘƘŀǘ ƛǎ ŎǊǳŎƛŀƭ ǘƻ .ŀǊŀŘΩǎ ǿƻǊƪ όWŜǎǇŜǊǎŜƴ Ŝǘ ŀƭΦΣ нлмнύΦ !ǎ .ŀǊŀŘ Ǉǳǘǎ ƛǘΣ άŎǳǘǎ 

Ŏǳǘ ΨǘƘƛƴƎǎΩ ǘƻƎŜǘƘŜǊ ŀƴŘ ŀǇŀǊǘέ ό.ŀǊŀŘΣ нллтΣ мтфύΦ .ŀǊŀŘΩǎ όнллтύ ŀǊƎǳƳŜƴǘ ǘƘŜǊŜŦƻǊŜ ŀǳƎƳŜƴǘǎ !b¢Ωǎ 

ƴƻǘƛƻƴ ƻŦ ΨǇǳƴŎǘǳŀƭƛȊŀǘƛƻƴΩ ǘƻ ŀǊƎǳŜ ǘƘŀǘ ƛǘ ƛǎ ƛƳǇƻǊǘŀƴǘ ǘƘŀǘ ǿŜ ŎƻƴǎƛŘŜǊ ǘƘŜ ǊƻƭŜ ƻŦ ƘǳƳŀƴǎ ƛƴ Ŝƴŀcting 

this process of punctualization, viewing specific networked arrangements as a defined and complete 

whole, creating and defining the boundaries of possibility from the enmeshing of materially 

heterogeneous actants. These boundaries therefore tell us about the role of things, human and non-

huƳŀƴΣ ǿƛǘƘƛƴ ŀ ǎƻŎƛŀƭ ǎŜǘǘƛƴƎΦ YŀƛǎŜǊ ŀƴŘ ¢ƘƛŜƭŜ όнлмпύ ŀǊƎǳŜ ŀƎŜƴǘƛŀƭ Ŏǳǘǎ άŎƻ-constitute subjects, 

objects and the ongoing pattern-ŦƻǊƳŀǘƛƻƴǎ ƛƴ ǿƘƛŎƘ ǘƘŜȅκǿŜ ǇŀǊǘƛŎƛǇŀǘŜέ όYŀƛǎŜǊ ϧ ¢ƘƛŜƭŜΣ нлмпΣ мссύΦ 

Barad (2003) argues that the act of creating a punctualized whole is crucial as it supposes a boundary 

ǿƘƛŎƘ ƭƛƳƛǘǎ ŀƴŘ ŎƻƴǘǊƻƭǎ ǘƘŜ ŀŎǘƛƻƴ ŀƴŘ ŀƎŜƴŎȅ ƻŦ ǘƘƛǎ ΨōƻǳƴŘŀǊƛŜŘΩ ŀŎǘƻǊΣ ŀƴŘ ǎƛǘǳŀǘŜǎ ƛǘǎ ǊƻƭŜ ǿƛǘƘƛƴ 

ǘƘŜ ƎƛǾŜƴ ǎŜǘǘƛƴƎ ό!ǊŀŘŀǳΣ нлмлύΦ  Lƴ ǎǳŎƘ ŀ ƳŀƴƴŜǊΣ .ŀǊŀŘΩǎ ǿƻǊƪ ǎŜǊǾŜǎ ǘƻ ǎǳǇǇƭŜƳŜƴǘ [ŀǘƻǳǊΩǎ ǿƻǊƪ in 
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!b¢ ό[ŀǘƻǳǊΣ мфффύΣ ǇǊƻǾƛŘƛƴƎ ŀ ŎƻƴǎƛŘŜǊŀǘƛƻƴ ƻŦ ǿƘŀǘ Ƙŀǎ ōŜŜƴ ŜȄŎƭǳŘŜŘΦ LƳǇƻǊǘŀƴǘƭȅ ǘƘƻǳƎƘΣ .ŀǊŀŘΩǎ 

ǿƻǊƪ ŦǳǊǘƘŜǊ ŀǳƎƳŜƴǘǎ [ŀǘƻǳǊΩǎ ǿƻǊƪΣ ǇǊƻǾƛŘƛƴƎ ŀƴ ŀŎŎŜǇǘŀƴŎŜ ƻŦΣ ŀƴŘ crucially an open examination of, 

the boundaries around the many actants involved in the ongoing creation of actor-networks, rather than 

ignoring these boundaries in order to follow an unending web of relations. 

 

In order to adopt this consideration, Barad heads towards what could tentatively be seen as a post-

Actor-Network Theory, an approach that grounds its understanding heavily in the work of post-

ǎǘǊǳŎǘǳǊŀƭƛǎǘǎ ǎǳŎƘ ŀǎ CƻǳŎŀǳƭǘ ŀƴŘ .ǳǘƭŜǊ ό.ŀǊŀŘΣ нллтΤ IŜƪƳŀƴΣ нлмпύ ƛƴ ǘƘŀǘ .ŀǊŀŘΩǎ ŀǇǇǊƻŀŎƘ 

acknowledges the power in naming and defining the boundaries of specific realities, allowing a 

researcher to look at the manner in which these boundaries are maintained and negotiated, and how 

άƪƴƻǿŜǊΣ ƪƴƻǿƴΣ ŀƴŘ ƪƴƻǿƭŜŘƎŜέ όCŜƴǿƛŎƪ ϧ 9ŘǿŀǊŘǎΣ нлмоΣ рфύ ŀǊŜ ŦƻǊƳŜŘ ŦǊƻƳ ŀƴŘ ŀǊƻǳƴŘ ǘƘŜ 

enmeshing of materially heterogeneous elements. Using agential cuts, Barad (2003, 2007) holds that 

assemblages also have ethical consequences and ethical implications as each specific iteration of an 

assemblage works to exclude or reduce other iterations (Marshall & Alberti, 2014). This works much in 

the way that Foucault described the power of Discourses and the inherent links between power and 

knowledge; as Discourses become more and more accepted, and more ratified by institutions of power, 

alternate Discourses become ignored, removed, and even possibly punished. The ǎŀƳŜ ƛǎ ǘǊǳŜ ƻŦ .ŀǊŀŘΩǎ 

assemblages, certain iterations become expected and realised as truth though their proclivity and 

ǳōƛǉǳƛǘȅΣ ŀǘ ǘƘŜ ŜȄǇŜƴǎŜ ƻŦ ƻǘƘŜǊ ƛǘŜǊŀǘƛƻƴǎΦ IƻǿŜǾŜǊΣ .ŀǊŀŘΩǎ ǾƛŜǿ ƻŦ ǘƘƛǎ ƛǎ ƴŜŎŜǎǎŀǊƛƭȅ ƎǊƻǳƴŘŜŘ ƛƴ 

heterogeneous materiality. As Marshall and Alberti (2014) put it:  

ά.ǳǘƭŜǊΩǎ ǿƻǊƪΣ ōǳƛƭŘƛƴƎ ƻƴ CƻǳŎŀǳƭǘΣ ƛƴǘŜǊǊƻƎŀǘŜǎ ǘƘŜ ǿŀȅ ǊŜƎǳƭŀǘƻǊȅ ǊŜƎƛƳŜǎΣ ǇŀǊǘƛŎǳƭŀǊƭȅ 

ƴƻǊƳǎΣ ǇǊƻŘǳŎŜ ŘƛǎŎƛǇƭƛƴŜŘκ ƛŘŜŀƭ ŀƴŘ ǘƘŜǊŜŦƻǊŜ ΨƴƻǊƳŀƭΩ ōƻŘƛŜǎ ŦǊƻƳ ǘƘŜ ǇƭǳǊŀƭƛǘȅ ƻŦ ŦƻǊƳǎ ǘŀƪŜƴ 

by matter...For Barad, what is lacking in Butler and Foucault is a sense of how the actual matter 
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of bodies is inseparable from τ and productive of τ the on-going process of their 

materializationέ όMarshall & Alberti, 2014, 27). 

 

The specific iterations of assemblages we see then also have form in how they exclude the production of 

other forms and iterations of assemblages. This understanding plays a critical and crucial role in 

considering the design of websites, and how specific iterations of identity are guided and realised by and 

through this design. We begin to see how design manifests correct forms of interaction between 

humans and non-humans, and how other aspects are discouraged, frowned upon, or even banned. By 

accounting not only for the manifestations that arise but also those that are not permitted to arise, 

.ŀǊŀŘΩǎ ŀǇǇǊƻŀŎƘ ŀƭƭƻǿǎ ŦƻǊ ŀ ŎƻƴǎƛŘŜǊŀǘƛƻƴ ƻŦ Ƙƻǿ ǘƘŜ ŘƻƳƛƴŀƴǘ ƛŘŜŀƭǎ Ƴŀƛƴǘŀƛƴ ǘƘŜƛǊ ŎƭŀƛƳ ǘƻ ǊŜŀƭƛǎƳ 

and maintain their power. We can also consider how subversive or antithetical assemblages are dealt 

with, and we can beƎƛƴ ǘƻ ǎŜŜ Ƙƻǿ ǎǇŜŎƛŦƛŎ ƛǘŜǊŀǘƛƻƴǎ ŀǊŜ ƎǳƛŘŜŘ ƛƴǘƻ ōŜƛƴƎ ƛƴ ŀ ΨƳŀǘŜǊƛŀƭƭȅ-ŘƛǎŎǳǊǎƛǾŜΩ 

manner (Barad, 2003).  

 

This notion of agential cuts has been used to examine how gender comes to have determinate meanings 

within specific locations (Van der Velden & Mörtberg, 2012), and how specific speech patterns are 

encouraged for different actors within a given social location (Shotter, 2013). This research will take the 

same approach towards identity to consider identity a materially heterogeneous entity (Latour 2005), 

specific to a given location (Goffman, 1959), that is defined and boundaried in a specific manner (Barad, 

нллоύΣ ŀ ƳŀƴƴŜǊ ǿƘƛŎƘ ƭƛƳƛǘǎ ŀƴŘ ŎƻƴǘǊƻƭǎ ǘƘŜ ŀŎǘƛƻƴ ŀƴŘ ŀƎŜƴŎȅ ƻŦ ǘƘƛǎ ΨōƻǳƴŘŀǊƛŜŘΩ ŀŎǘƻǊΣ ŀƴŘ ǎƛǘǳŀǘŜǎ 

its role within the given setting. It is how these boundaries are understood by the performer that will 

provide insight into how their identity performances are constrain and shaped in any given platform, 

and, crucially, provide insight into how the performer negotiates and challenges these boundaried 

restrictions to create novel performances of identity. This will help consider Research Question 3, which 
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asks how the participants understand and negotiate their identities, their actions, and their interactions 

online. In taking such an approach this thesis can consider the many actants, human and non-human, 

that create and negotiate the specific agency of each identity witnessed on a specific platform-by-

platform basis, unpacking in a clearer manner the effects of design upon each specific iteration of 

identity witnessed. A consideration of agential cuts will also allow for a consideration of the control of 

agency and power to act and interact online, and the manner in which the boundaries of these are 

perceived and negotiated. The specific manners in which this thesis will consider the negotiation of 

power and agency in the creation of an identity performance online will be outlined in the next section 

in which we take a final turn to consider the work conducted in Comic Book Studies (McCloud, 1993). 

 

3.5. Introducing Comic Book Studies. 
 

 

 

Comic Book Studies is a field of studies that, unsurprisingly, looks at how a narrative is formed through 

the use of juxtaposed images (Dyer, 2016; McCloud, 1993). Comic Book Studies is a useful field that 

provides a workable model of the relationship between materially heterogeneous elements that 

including human, non-human and Discursive elements that form to create a cohesive, specific, and 

individual whole. This thesis posits that by adapting the ideas presented in Comic Book Studies, we can 

account for the performative nature of identity, guided by Discursive and social expectations, and the 

needs and expectations of the audience, whilst still also accounting for individualistic and stylistic 

interpretations/presentations of identity, and importantly, also paying detailed attention to the effects 

of design on identity performances.  

 

As a frame of analysis, Comic Book Studies allows for a consideration of the active role that the reader of 

a media form plays in creating a narrative whole from these materially heterogeneous parts, along with 
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a consideration of what the reader utilises from their socio-cultural background to complete the 

narrative in an individual and stylised manner, and how this process of creating a personalised whole is 

guided and shaped by the media form itself and by the design choices of the authors (Chute & DeKoven, 

2006).  I suggest that this can be used to present a theoretical frame that can shed new light upon how 

we consider social media platforms as a texts for analysis, and allow us to unpack the interplay between 

the social media platforms, the users, and their socio-cultural background in a new and constructive 

manner to understand the creation of malleable and site-specific identity performances.  

 

Therefore, this thesis introduces and proposes Comic Book Theory as a theoretical framework that aids 

the understanding of social identity, adapted from the ideas introduced in Comic Book Studies. Comic 

Book Theory is informed by the materially heterogeneous approach of ANT and Latour, the location-

specific performative notion of identity introduced by Goffman, the discursive socio-culturally bound 

sensibilities of Foucault, and the examination of the creation, negotiation, and effect of the different 

platform-specific boundaries created from one platform to the next as introduced by Barad. In order to 

introduce Comic Book Theory, I will start by exploring Comic Book Studies, focusing upon how Comic 

.ƻƻƪ {ǘǳŘƛŜǎ ƘŜƭǇǎ ǳƴŘŜǊǎǘŀƴŘ ǘƘŜ ǊŜŀŘŜǊΩǎ negotiation and creation of an individual and stylistic 

narrative guided and shaped by and through the design of the media form. 

 

Comic Book Studies. 
 

 

 

Comic Book Studies is an expanding field of research that uses the comic book form to draw out the 

relationship between the artists, the media form, and readers to show how an individual narrative 

reality is co-construct by the interplay between all active parties (Berlatsky, 2009; Groensteen, 2013). 

The research, primarily led by the work of Scott McCloud (1993) offers a physical representation of a 
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media-based network in action; a narrative form that is co-created by the input of multiple materially 

heterogeneous elements, and realised in a stylised and individual manner by the reader due to their 

individual socio-cultural grounding (Chute, 2008; Heer & Worcester, 2009). The focus of discussion in 

Comic Book Studies rests upon the perspective of the reader, with an emphasis upon understanding 

how the reader uses, comprehends, and combines the various elements of a comic to form a narrative, 

using their own socio-cultural background to create a boundaried individual narrative (Bongco, 2000), 

and how this process can be guided by elements of design to suggest particular narrative readings and 

discourage others (Lefèvre, 2011; Pimenta & Poovaiah, 2010). Therefore, Comic Book Studies explores 

how a completed user-specific narrative reading is formed and filled out by many parts working together 

and impacting each other (McCloud, 1993).  

 

It is important to highlight that Comic Book Studies, like many other fields of media studies, is more than 

happy to expand the focus of study to consider elements beyond just humans alone, and is comfortable 

in not maintaining the divide between human and non-human to instead embrace the reality that our 

perception of the world is filtered through our interaction with the various material and non-human 

elements around us (Buckingham, 2007; Howley, 2005). Comic Book Studies asks how this ongoing 

narrative creation is shaped and guided by various aspects such as page design, style, modal 

arrangements, shapes, sizes, and colours (Herman, 2010; Labio, 2015), as well as considering the 

influence of the specific background and resources of the individual user and their understanding of, and 

exposure to, other media forms that they draw upon to understand and interpret a particular comic 

ōƻƻƪ ό.ŜǊƭŀǘǎƪȅΣ нллфΣ aŎ/ƭƻǳŘΣ мффоύΦ 9ŀŎƘ ǊŜŀŘŜǊΩǎ ŎƻƴǎǘǊǳŎǘŜŘ ƴŀǊǊŀǘƛǾŜ ƛǎ ǘƘŜǊŜŦƻǊŜ ƎǳƛŘŜŘ ŀƴŘ 

influenced heavily by design, without which there would be no narrative to emerge (Dittmer & Latham, 

2015), but the narrative is ultimately realised in a personal, stylised, and particular individual manner 

thanks to the socio-cultural resources the reader brings with them (Berlatsky, 2009; Groensteen, 2013).  
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The reader understands, makes sense of, and completes the comic book narrative through the concepts 

of closure, intertextuality, and extratextuality (McCloud 1993). It is these concepts, expanded upon in 

the next section, that allow for and demand a consideration of design elements, socially-grounded 

contextualisation, and individual stylised agency to understand how an individual narrative is reached.  

Comics offer us a distinct media form of study and consideration in its own right - not quite art, not 

quite written narrative text (McCloud, 1993). But it is this interplay between text and image, and the 

sequential nature of comic books that has produced pertinent and useful questions for all media forms 

(Pimenta & Poovaiah, 2010). 

 

Understanding Comics ς closure, extratextuality, and intertextuality. 
 

 

 

aŎ/ƭƻǳŘ όмффоύ ŘŜŦƛƴŜǎ ŎƻƳƛŎǎ ŀǎ άƧǳȄǘŀǇƻǎŜŘ ǇƛŎǘƻǊƛŀƭ ŀƴŘ ƻǘƘŜǊ ƛƳŀƎŜǎ ƛƴ ŘŜƭƛōŜǊŀǘŜ ǎŜǉǳŜƴŎŜΣ 

ƛƴǘŜƴŘŜŘ ǘƻ ŎƻƴǾŜȅ ƛƴŦƻǊƳŀǘƛƻƴ ŀƴŘκƻǊ ǘƻ ǇǊƻŘǳŎŜ ŀƴ ŀŜǎǘƘŜǘƛŎ ǊŜǎǇƻƴǎŜ ƛƴ ǘƘŜ ǾƛŜǿŜǊέ όaŎ/ƭƻǳŘΣ 

1993, 9).  For our discussion of digital identity performances, the important aspect of this definition is 

the idea of juxtapositioning; of the deliberate sequencing of images and text within a space 

(Groensteen, 2009). The fragmented nature of the images that appear in comics require active 

interaction and interpretation from the audience. The reader must make sense of the design; they must 

continuously connect and interpret the individual graphic units (or panels) provided by the authors of 

the comic and actively produce and make sense of a narrative whole (Herman, 2010). The reader is not 

only required to makes sense of the movement from one comic panel to the next, but also understand 

its place within the page, and the larger comic and narrative (Berlatsky, 2009).  

 

The focus of Comic Book Studies then is to understand how the reader makes sense of the design to 

create a narrative whole. This narrative is guided by the design, but is also open to interpretation and 
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variation by the reader, who, due to the juxtaposed nature of the images and text provided, becomes 

involved in deciding exactly what happens between the panels, creating an individual personal narrative, 

guided by the media form and author (McCloud, 1993). McCloud therefore posits that comic books ask 

the reader to play an active role in creating a narrative, but that their role is guided and shaped by the 

design, the features of the images and texts, and the nature of the medium itself (McCloud, 1993). Some 

gaps between panels require more input from the reader than other, thus requiring larger narrative 

leaps and assumptions on the part of the reader (Groensteen, 2013; Labio, 2015). McCloud (1993) 

suggests therefore that comics are a highly and constantly participatory media form as the audience has 

to actively and consistently be engaged in creating the narrative in order to make sense of the 

juxtaposed images they are provided with.  

 

The images and design that are presented to the audience in comics only reveal parts of the overall 

story; the audience is ƭŜŦǘ ǘƻ ƭƛǘŜǊŀƭƭȅ ΨŦƛƭƭ ƛƴ ǘƘŜ ƎŀǇǎΩ ōŜǘǿŜŜƴ ŜŀŎƘ ƛƳŀƎŜ ƛƴ ƻǊŘŜǊ ǘƻ ŎǊŜŀǘŜ ŀƴŘ ƳŀƪŜ 

sense of a continuous narrative (Cohn, 2013; Pratt, 2009). They are presented with a series of discrete 

images, and have to create a continuous whole from these images (Groensteen, 2013). The act of 

creating a continuous whole image out of the separated images the reader is presented with is known as 

ΨŎƭƻǎǳǊŜΩ όaŎ/ƭƻǳŘΣ мффоΤ ±ŜǊǎŀŎƛΣ нллмύΦ  The main space in which this closure is committed is the area 

between the panels knƻǿƴ ŀǎ ǘƘŜ ΨƎǳǘǘŜǊΩ όDǊƻŜƴǎǘŜŜƴΣ нлмоύΦ IƻǿŜǾŜǊΣ ƛǘ ƛǎ ƛƳǇƻǊǘŀƴǘ ǘƻ ƴƻǘŜ ƘŜǊŜ 

that closure can also happen within images and comic panels as the audience attempts to make the 

image a fully-realised whole. The gutter however represents the space where two separated pieces of 

ǘŜȄǘ ōŜŎƻƳŜ ƻƴŜ Ƨƻƛƴǘ ƴŀǊǊŀǘƛǾŜΣ ŀǎ ǘƘŜ ǊŜŀŘŜǊ ŀǘǘŜƳǇǘǎ ǘƻ ΨŎƻƴƴŜŎǘ ǘƘŜ ŘƻǘǎΩ ǘƻ ŎǊŜŀǘŜ ŀ ŎƻƴǘƛƴǳƻǳǎΣ 

unified reality. 
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This act of closure can heavily involve the audience as they dissect and compile the given information 

from panel to ǇŀƴŜƭΦ ¢ƘŜ ΨƎǳǘǘŜǊΩ ōŜǘǿŜŜƴ ǘƘŜ ǇŀƴŜƭǎ Ŏŀƴ ōŜ ǎŜŜƴ ŀǎ ǘƘŜ ǎǇŀŎŜ ǿƘŜǊŜ ƘǳƳŀƴ 

imagination comes into play; although comics themselves are mono-sensory, engaging only one sense to 

read them, in the gutter between the panels the users are free to engage and call upon all of their 

senses to fill in the gaps (McCloud, 1993). Each image acts as what Lessing (1766), who was discussing 

ǘƘŜ ŜŦŦŜŎǘǎ ƻŦ ŦǊŀƳƛƴƎ ƻƴ ǇƛŜŎŜǎ ƻŦ ŀǊǘΣ ŘŜǎŎǊƛōŜŘ ŀǎ ŀ ΨǇǊŜƎƴŀƴǘ ƳƻƳŜƴǘΩΣ ƎƛǾƛƴƎ ōƛǊǘƘ ǘƻ ŀ ǿƘƻƭŜ ǿƻǊƭŘ 

that is fleshed out by the reader.  Closure is a useful term when considering how a narrative whole is 

created as it not only implies that the audience takes an active role in creating the story, but it also 

allows for a consideration of how this narrative whole is created in a personalised individual manner, as 

well as how this process is guided by the material design elements of the comic book (Round, 2007; 

Varnum & Gibbons, 2001). Closure suggests that the narrative created will not be the same for each 

reader; it is a narrative that is deeply personal, affected by our own perceptions, experiences, and 

understandings (Versaci, 2001). Closure is potentially informed, influenced, completed, and experienced 

differently from person to person (Cohn, 2013), as, when presented with a series of images, different 

users may draw upon different experiences and frames of reference in order to make sense of the gap 

between the two presented images (Maggio, 2007; Round, 2007). As such, via Comic Book Studies, we 

can consider the effects of design upon our actions and interactions, but also how these are realised in 

an individual and stylistic manner (Maggio, 2007; Versaci, 2001).  

 

 

The question then becomes what are these gaps filled with? What do we fill in the gaps with to 

complete individual readings of the juxtaposed narrative presented in the design of the comic book? 

Comic Book Studies suggests that closure is aided and achieved through utilizing and linking the images 

given within the text to our extratextual knowledge, and our intertextual experiences (Kelley, 2003; 
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aŎ/ƭƻǳŘΣ мффоύΦ IŜǊŜ ŜȄǘǊŀǘŜȄǘǳŀƭƛǘȅ Ŏŀƴ ōŜ ǳƴŘŜǊǎǘƻƻŘ ŀǎ ǘƘŜ ŀǳŘƛŜƴŎŜǎΩ ǳǎŜ ƻŦ ŜȄǇŜǊƛŜƴŎŜǎ ŀƴŘ 

knowledge beyond solely that which is given in the text, allowing them to understand and make sense of 

the text (Stein & Thon, 2013). This includes socio-cultural background and real-life experiences. 

LƴǘŜǊǘŜȄǘǳŀƭƛǘȅ ƛǎ ǘƘŜ ŀǳŘƛŜƴŎŜǎΩ ŀōƛƭƛǘȅ ǘƻ ƭƛƴƪ ǘƘŜ ƎƛǾŜƴ ǘŜȄǘ ǘƻ ƻǘƘŜǊ ǘŜȄǘǎ ǘƘŜȅ ƘŀǾŜ ŜȄǇŜǊƛŜƴŎŜŘ ŀƴŘ 

consumed in order to make sense of the text they are reading (McCloud, 1993). Put another way, 

Intertextuality is the notion that the meaning of a text to the audience is shaped by its relations to other 

texts they may have experienced (Gray, 2006; Werner, 2004). As such, through intertextuality and 

extratextuality, each narrative is experienced on a personal level, and may differ from the narrative 

created by another reader as different readers draw upon different extratextual and intertextual 

information to understand and contextualise the narrative presented in the design, whilst still being 

guided towards a particular narrative by the design of the comic book (McCloud, 1993). Comics then can 

ōŜ ǎŜŜƴ ŀǎ ƻŦŦŜǊƛƴƎ ŀ ƧŀƎƎŜŘ ǎǘŀŎŎŀǘƻ ǊƘȅǘƘƳ ƻŦ ǳƴŎƻƴƴŜŎǘŜŘ ƳƻƳŜƴǘǎ άǿƘƛŎƘ ǿŜ ǘƘŜƴ ŎƻƴƴŜŎǘΣ Ǿƛŀ 

closure, to mentally construct a continuous, uniŦƛŜŘ ǊŜŀƭƛǘȅέ όaŎ/ƭƻǳŘΣ мффоΣ стύΦ  

 

This narrative reality is impacted by our individual knowledge and experience of other texts and 

information beyond that given in the text alone, and yet is also importantly shaped and guided by the 

design presented to ǘƘŜ ǊŜŀŘŜǊΦ ¢ƘŜ ǊŜŀŘŜǊΩǎ ƛƴŘƛǾƛŘǳŀƭ ƴŀǊǊŀǘƛǾŜǎ ǘƘŜǊŜŦƻǊŜ Ŏŀƴ ōŜ ŎƻƴǎƛŘŜǊŜŘ ŀ Ŏƻ-

construction between the user, the media form, and the design (McCloud, 1993). It is important to 

emphasise that this process, whilst requiring the input of the reader to make the narrative meaningful, 

is largely guided by design. McCloud highlights that the level of interaction and input required from the 

audience to create this narrative whole and make meaningful sense of the disjointed images they are 

presented with can change based on how much information they are given by the authors in each 

image, and how much they have to do to connect one image to the next (McCloud, 1993). It is also 

influenced by many elements such as the types of lines used, the border around each image, the style of 



- 100 - 

presentation, the colour pallet, the textual information, and many other design features that suggest 

how the narrative should continue (Groensteen, 2013; Round, 2007). The narrative creation therefore is 

by no means completely boundless; it is restricted and guided by the design and form of the comic book, 

and could not be completed without the design of the comic book. McCloud highlights that certain 

actions can be taken by the author and artist to restrict the amount of work to be done by the audience 

to create a narrative, and to guide to reader towards a certain understanding of events (McCloud, 1993). 

hƴŜ ǎǳŎƘ ƳŜǘƘƻŘ ƛǎ ǘƘǊƻǳƎƘ ǘƘŜ ǳǎŜ ƻŦ ŘƛŦŦŜǊŜƴǘ ΨǘǊŀƴǎƛǘƛƻƴǎΩ ŦǊƻƳ ƻƴŜ ƛƳŀƎŜ ǘƻ ǘƘŜ ƴŜȄǘ όDǊƻŜƴǎǘŜŜƴΣ 

2013). The degree of involvement required by the reader to fill in these gaps can vary depending on the 

Ƙƻǿ ƳǳŎƘ ǘƘŜ ǘǿƻ ƛƳŀƎŜǎ ŘƛŦŦŜǊΣ ƻǊ ǘƘŜ ǘȅǇŜǎ ƻŦ ΨǘǊŀƴǎƛǘƛƻƴǎΩ ǳǎŜŘ ŦǊƻƳ ǇŀƴŜƭ ǘƻ ǇŀƴŜƭ ό5ƛǘǘƳŜǊΣ нлмлΤ 

Lewis, 2010). Some panel transitions will require very little information to be filled in by the reader as 

not much happens between the panels, whilst others can require the audience to be heavily involved in 

rendering the transitions meaningful (Chute & DeKoven, 2006; Groensteen, 2013). However, the 

audience is kept constantly involved in making sense of the media form from image to image (Berlatsky, 

2009). 

 

McCloud (1993) suggests six different types of panel-to-panel transition, each requiring more input from 

the reader to fill in the gutter and create a meaningful whole based on the information provided by the 

ŘŜǎƛƎƴΦ ¢ƘŜ ƛƴǾƻƭǾŜƳŜƴǘ ƻŦ ǘƘŜ ǊŜŀŘŜǊ ŘƻŜǎƴΩǘ Ƨǳǎǘ ƛƴǾƻƭǾŜ ŘŜŎƻŘƛƴƎ ŦǊƻƳ ǇŀƴŜƭ ǘƻ ǇŀƴŜƭΣ ōǳǘ ŀƭǎƻ ǿƛǘƘƛƴ 

the panel as they make sense of the art style and apply the information to reality. The reader also has to 

decide the order to read the panels, and plays a part in constructing the overall narrative and the page. 

This process of closure and completing the narrative therefore emerges from the enmeshing of design 

feature and the reader. McCloud therefore suggests that the completion of the narrative can be 

ǳƴŘŜǊǎǘƻƻŘ ŀǎ ŀƴ ŀŎǘ ƻŦ ΨŘȅƴŀƳƛŎ ŎƻƴǎǘǊǳŎǘƛƻƴΩ όaŎ/ƭƻǳŘΣ нллсύΣ ǿƛǘƘ ǘƘŜ ōǳƛƭŘƛƴƎ ƻŦ ǘƘŜ ƴŀǊǊŀǘƛǾŜ 

undertaken by the interplay between the reader and the page structure itself. The reader is involved in 
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understanding the panel itself, the gaps between the panel, and the overall page and larger narrative 

(Mitchell, 2009) all of which play a role in shaping how the reader approaches, contextualises, and 

understands the text to form an individual narrative. 

 

In essence then, Comic Booƪǎ {ǘǳŘƛŜǎ ƘƛƎƘƭƛƎƘǘǎ ǘƘŀǘ ǘƘŜ ǊŜŀŘŜǊǎΩ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ŀ ƳŜŘƛŀ ŦƻǊƳ Ŏŀƴ ōŜ 

guided by their own readings and interpretations of the narrative (closure), their socio-cultural 

resources (extratextuality), and their understanding of similar media (intertextuality), as well as by the 

design of the media form and the amount and type of space they are given to create their own 

understandings. Comic Books Studies suggests that cohesive completed narratives can therefore be 

thought of as collaboration between a reader and the design, with the user utilising stylised individual 

understandings informed by a number of issues, and the design purposefully suggesting the completion 

of a narrative. By highlighting that narrative can be both guided by design, but also open to the user to 

place their own understanding drawn from their inter and extratextuality and their socio-cultural 

understanding, Comic Book Studies presents comics as a complex media form with multiple influences 

producing specific narratives. 

 

Comic Book Studies offers us therefore the ability to highlight and draw out the relationship between 

the design elements of the media we consume, and our role as the audience. It also helps us think of the 

media forms, and indeed social media platforms as we will discuss in the next section, as networks 

formed of many heterogeneous actants, human and non-human, combining to make specific and unique 

narrative realities (McCloud, 1993; Groensteen, 2013).  Given this, this thesis proposes that we can 

utilise comic books as a theoretical lens to understand identity performances online, and proposes the 

introduction of Comic Book Theory to view identity performances online as materially heterogeneous 
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ƴŀǊǊŀǘƛǾŜǎ ǘƘŀǘ ŀǊŜ ǎƛǘŜ ǎǇŜŎƛŦƛŎ ŀƴŘ ŦƻǊƳŜŘ ǘƘǊƻǳƎƘ ǘƘŜ ǳǎŜǊΩǎ ƛƴŘƛǾƛŘǳŀl reading of a design that is 

created to guide and shape specific boundaried performances of identity. Different social media 

ǇƭŀǘŦƻǊƳǎ ǿƛƭƭ ƻŦŦŜǊ ŘƛŦŦŜǊŜƴǘ ΨǘǊŀƴǎƛǘƛƻƴǎΩΣ ŀǎƪƛƴƎ ǘƘŜ ǳǎŜǊ ǘƻ ǎƻƳŜǘƛƳŜǎ Řƻ ƳƻǊŜ ƻǊ Řƻ ƭŜǎǎ ǘƻ ŎƻƳǇƭŜǘŜ 

the identity performance narrative. The completion of this narrative will not only be informed by the 

design, but will be completed in an individual and stylised manner, with each user drawing upon 

differing intertextual and extratextual ideas and concepts to commit closure and negotiate the 

boundaries of identity.  As such, identity performances can be thought of as a narrative that is formed of 

the interplay between user, design, and socio-cultural issues and ideals.  

 

3.6. Introducing Comic Book Theory - Understanding Identity performances in Social 
Media through the lens of Comic Books. 

 

 

 

 

Comic Books offers a practical and actionable lens through which we can reconcile the divide between 

the effects of form and medium and the effects of personal interpretation and understanding. The ideas 

presented in Comic Book Studies allow for a consideration of the precise manner in which an individual 

is able to create their own understanding of the media form, as well as the manner by which this is 

guided and negotiated through and by the design of the media form. Importantly, the approach is 

ǇǊŜǎŜƴǘŜŘ ŦǊƻƳ ǘƘŜ ǇŜǊǎǇŜŎǘƛǾŜ ƻŦ ǘƘŜ ŀǳŘƛŜƴŎŜΩǎ ŎƻƳǇƭŜǘƛƻƴ ƻŦ ǘƘŜ ƴŀǊǊŀǘƛǾŜ ŀǎ /ƻƳƛŎ .ƻƻƪ {ǘǳŘƛŜǎ 

attempts to understand how the reader has understood the media form and created their individual 

narrative, but also how this process has been guided and shaped by a number of design features 

(McCloud, 1993). This is in part to allow a focus upon how design can affect ǘƘŜ ǳǎŜǊΩǎ ŎƻƴǎǘǊǳŎǘƛƻƴ ƻŦ ŀ 

narrative without assuming the intent of the designer, a concept that was highlighted as potentially 

ǇǊƻōƭŜƳŀǘƛŎ ƛƴ ǘƘŜ ŘƛǎŎǳǎǎƛƻƴ ƻŦ [ŜŦŜōǾǊŜΩǎ ƴƻǘƛƻƴ ƻŦ ǊŜǇǊŜǎŜƴǘŀǘƛƻƴǎ ƻŦ ǎƻŎƛŀƭ ǎǇŀŎŜ ǇǊŜǾƛƻǳǎƭȅ ƛƴ ǘƘƛǎ 

chapter. As researchers we cannot assume to know the motivation for the choices of the designer, 



- 103 - 

however, we can realistically measure and observe the effects of these choices, and attempt to 

understand how they have been negotiated by individual participants, especially if we gather this 

perspective from the users of the platforms. As such, the proposed Comic Book Theory detailed in the 

next section attempts to understand identity performances online as emergent from the interactions 

between socio-culturally grounded users and platform-specific design as users negotiate the boundaries 

of the specific platforms (Barad, 2003), and create their own narrative closure through inserting and 

utilising extratextuality and intertextuality, the selection of which is guided and influenced by aspects of 

design. Importantly this process is purposefully approached and analysed from the perspective of the 

users, with the aim of understanding how they negotiate and utilise these factors. 

 

The ideas raised in Comic Book Studies reveal how narrative creation is a negotiated and location-

specific concept, and also reveal how a media form can be considered as the emergence of the 

relationship between human, discursive, and non-human elements, working together to create an 

iteration of narrative reality. In this way Comic Book Studies treats the role of the non-human in the 

creation of a narrative in a similar manner to the notion presented by Barad (2003, 2007) in which the 

boundaries of reality are negotiated in a location-specific manner by the interaction of various 

materially heterogeneous elements.  By utilising this location-specific materially heterogeneous 

approach in Comic Book Theory, and by focusing upon how this power and agency in the creation of a 

narrative is negotiated between multiple elements, this research will be able to consider in a practical 

manner, and in greater depth and breadth, the degree to which social media platforms involve the 

audience and how the audience renders the given information meaningful to form specific iterations of 

identity performance. In essence, this framework provides the ability to unpack a platform-specific 

performance negotiated on and through those platforms. Indeed, Foucault in 1984 noted the 

importance of environment in shaping and creating social actions and interaction, and the links between 
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space and knowledge. He noted that it was άǎƻƳŜǿƘŀǘ ŀǊōƛǘǊŀǊȅ ǘƻ ǘǊȅ ǘƻ ŘƛǎǎƻŎƛŀǘŜΧǘƘŜ ǇǊŀŎǘƛŎŜ ƻŦ 

social relations, and the spatial distributions in which they find themselves. If separated, they become 

ƛƳǇƻǎǎƛōƭŜ ǘƻ ǳƴŘŜǊǎǘŀƴŘέ όCƻǳŎŀǳƭǘΣ мфупΣ нпсύΦ ¢Ƙƛǎ ǘƘŜǎƛǎ ǇǊƻǇƻǎŜǎ ǘƘŀǘ ŀǇǇǊƻŀŎƘƛƴƎ ǎƻŎƛŀƭ media 

performances from this angle could provide much needed practical and workable insight into how a 

personalised experience is shaped and formed in social media.  

 

Given this, I propose a new theoretical framework through which to approach the issue of identity 

performance online. This framework, which I name Comic Book Theory, accounts for the manner in 

which materially heterogeneous design features enmesh with a socio-culturally grounded user to create 

unique identity performances. In this manner Comic Book Theory will draw upon the performative 

notion of identity suggested by Goffman (1959), but with an awareness of the need to consider the 

impact of devices (McCluhan, 1964), and to account for non-human elements (Latour, 2005) in a manner 

that considers the importance of boundaried negotiations and trade-offs between user and design 

(Barad, 2003). As such, in the next sections of this chapter I introduce and propose Comic Book Theory. 

 

From 'studies' to 'theory'. Proposing Comic Book Theory. 
 

 

 

As the Literature Review presented in Chapter 2 reveals, social media is highly structured and many of 

the platforms have made choices in regards to design aspects of the site that for one reason or another 

encourage certain behaviours and restrict or deny others (Dyer, 2015; Saker, 2016). Studies into social 

media therefore should not presume that the ability for interactivity offered online necessarily means 

greater freedom or control, as the availability of props to interact and act through is not limitless but 

purposeful and chosen in advance, which can restrict and shape how we are able to act and interact (see 

Manovich, 2001). It is how we produce identity performances from, through, on, and with these chosen 
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modes and restrictions that this research wishes to unpack. This can be aided by utilising the concepts of 

closure, intertextuality, and extratextuality which will help understand how the finished narrative is 

guided by design features, and realised in an individual manner by users with socio-cultural resources.  

 

Thus this research proposes Comic Book Theory to understand identity performances in online social 

media platforms. By using the ideas of closure, we can consider how the individual user is guided 

towards certain identity performances by the specific design of the platform. Closure, in essence, 

ǎǳƎƎŜǎǘǎ ǘƘŀǘ ǘƘŜ ŎƻƴǎǘǊǳŎǘƛƻƴ ƻŦ ǘƘŜ ΨƴŀǊǊŀǘƛǾŜΩ ƻŦ ƛŘŜƴǘƛǘȅ ǇŜǊŦƻǊƳŀƴŎŜ ƛǎ ǘƘŜ ǊŜǎǳƭǘ ƻŦ ǘƘŜ ŜƴƳŜǎƘƛƴƎ 

of human, inhuman, non-human. It suggests, in a similar manner to ANT and Barad, that the ongoing 

identity performances is always and continually locationally bound and realised as a result of the specific 

user and the specific design features coming together to create the performance. Crucially, it also 

demands that the identity performance can never be considered purely human or purely technological 

alone. It is not the medium that is the message, and it is not the human that creates the specific identity 

performance, it is always and essentially the result of the specific human committing closure guided by 

and grounded in the specific features. The identity performance could not happen without either 

element, they are intertwined and both creating the identity performance, which would not be possible 

without the other. There could be no identity performance without the user to perform it. And there 

could be no identity performance without the design features through which to perform it, features 

which ultimately restrict, confine, and frame the performance. Therefore, not only do humans and non-

humans co-habitate online spaces, they co-produce them, impacting upon each other, with humans 

shaping the content of media, and the media shaping and mediating the actions of the humans (see 

Panelli, 2010; Whatmore, 2006) In this manner, the boundaries of the identity performance are 

negotiated between materially heterogeneous elements (Barad, 2003).  
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Comic Book Theory therefore is explicitly non-deterministic, each performance is always and necessarily 

individual due to the unique enmeshing of user and design. Design features will never affect every user 

uniformly, but nonetheless they may suggest ǘƘŜ ΨƛŘŜŀƭΩ ƻǊ ǇǊŜŦŜǊǊŜŘ ǳǎŀƎŜ, minimising unwanted uses 

and therefore, in a Baradian sense, creating boundaries around identity performances. Of course this 

notion of an ideal or preferred usage suggested by design will not be interpreted, approached, or even 

ǳƴŘŜǊǎǘƻƻŘ ƛƴ ǘƘŜ ǎŀƳŜ ƳŀƴƴŜǊ ōȅ ŀƭƭ ǳǎŜǊǎΦ !ǎ ǘƘŜ ŘƛǎŎǳǎǎƛƻƴ ƻŦ [ŜŦŜōǾǊŜΩǎ ŀǇǇǊƻŀŎƘ ǘƻǿŀǊŘǎ ǎƻŎƛŀƭ 

space earlier in this theory chapter suggested, for a researcher to guess the intent of designer is futile 

and often largely pointless, as it is the user who has to come to their own conclusions about this and 

therefore negotiate it. It is their ƛƴǘŜǊǇǊŜǘŀǘƛƻƴ ƻŦ ǘƘŜ ŘŜǎƛƎƴŜǊΩǎ ƛƴǘŜƴǘ ǘƘŀǘ ƳŀǘǘŜǊǎ ŦƻǊ ǘƘŜƛǊ ƛƴŘƛǾƛŘǳŀƭ 

identity performances, not the interpretation of the research. The interpretation and explanation of 

these design elements will therefore be placed upon the individual user, as it is ultimately their 

individual performance and their negotiation and perception of these features that researchers can aim 

to unpack. I suggest therefore that a Comic Book Theorist should aim to understand and explore how 

each user perceives these platforms and design features, and how they negotiate with these features to 

create boundaried identity performance from materially heterogeneous elements. It is the realisation 

and manifestation of individual performances that this research is keen to unpack.  

 

With closure, the relationship between human and design features is crucially malleable. Much as with 

the idea of transitions in comic books, sometimes the human will need to do more work to complete the 

identity performance, and will be allowed freer reign over the performance of identity to construct a 

more stylised narrative. Equally, sometimes the features will be presented in such a manner that the 

user will not have to input very much at all to complete the narrative. Therefore, the relationship 
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between these features should not be presumed. It is also crucial to note, again in a non-deterministic 

manner, that this does not mean of course that this potential will be realised by all users, as some may 

choose to utilise the larger freedom in different manners and some may create narrative leaps where 

little space is provided in manners that may not be anticipated by the designers of the platforms. 

 

As suggested in the Literature Review, each user will approach social media in a unique way for unique 

purposes, with features being utilised and contextualised differently for and by each user (Florini, 2013; 

Sharma, 2013). This is largely where the concept of extratextuality comes into play. Extratextuality looks 

at how each user draws on their experiences outside of a text to understand and contextualise that text. 

When transposed to identity performances on social media, extratextuality still allows for an 

understanding of how design guides identity performances, but look at how the approach towards 

design is contextualised and grounded in the unique manner by each user, informed by their socio-

cultural background. Examining extratextuality will allow for contextualisation of the identity 

ǇŜǊŦƻǊƳŀƴŎŜΣ ǿƛǘƘ ŀƴ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ Ƙƻǿ ǘƘŜ ǳǎŜǊΩǎ ǎǇŜŎƛŦƛŎ ǎƛǘǳŀǘƛƻƴ ŀŦŦŜŎǘǎ ǘƘŜ ƳŀƴƛŦŜǎǘŀǘƛƻƴ ƻŦ 

identity on any given platform, and a consideration of the different dynamics present on social media 

for users from differing backgrounds. This takes on extra pertinence given that, as the Literature Review 

highlighted, not all social actors are equal, and different features and online contexts may allow for 

some inequalities to pervade, or may equally challenge them (Chaudhry, 2015; Nguyen, 2016). An 

examination of extratextuality and how this effects how the user approaches and uses certain platforms 

and features will help therefore to account for the reality that not only do socio-cultural issues affect 

how users utilise social media (Sundar, 2004; Nash, 2012), they also affect their attitudes towards it, 

their treatment on it, and their experiences with it (Crawford & Gillespie, 2016; Rubin & McClelland, 

нлмрύΦ /ƻƳƛŎ .ƻƻƪ ¢ƘŜƻǊȅ ǘƘŜǊŜŦƻǊŜ ŀƭƛƎƴǎ ƛǘǎŜƭŦ ǿƛǘƘ .ŀǊŀŘΩǎ ƴƻǘƛƻƴ ƻŦ agential cuts (Barad, 2007, 

2011), allowing for a greater consideration of how power and agency is negotiated on a platform-by-
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platform basis. Crucially, in this way Comic Book Theory holds that identity online is always and 

continually grounded in, and contextualised through, offline reality and Discourses, thus challenging the 

notion of digital duality (Jurgenson, 2012; Pond, 2016).  

 

Comic Book Theory also allows us to consider the notion of intertextuality, as the ǳǎŜǊΩǎ exposure to 

other media forms may affect how they approach and utilise this media form. Using intertextuality to 

view social media we can understand how they function as interactive texts whose meaning to the user 

is shaped by their intertextual relation to other texts, both online and offline, known to and accessed by 

that user. In turn, social media can be seen as impacting and affecting how readers understand and 

approach other texts, both online and offline, in an intertextual manner. Intertextuality therefore offers 

yet another frame through which academics can conceptualise the breakdown of digital dualism and the 

merging of the online and offline world (Jurgenson, 2012). Importantly, the social identity performance 

and engagement of and with these features does not have to be realised through the production of 

content alone. As established in the literature review, using social media involves more than just 

producing content alone (Muller, 2012).  The mere possibility of equitable interactivity offered by media 

does not always mean this means of bi-directional interactivity will necessŀǊƛƭȅ ōŜ ǘŀƪŜƴ ǳǇ ό2ƛőŜǾƛŏ Ŝǘ 

al., 2016) and users will utilise social media in different way to interact socially and to be social. 

Therefore, Comic Book Theory will approach social uses of social media beyond just content production 

alone. 

 

One aspect that Comic Book Studies does not capture, but that the Literature Review reveals needs to 

be accounted for when considering identity performances online is the medium through which these 

platforms are accessed; the technology. This is understandable considering that comic books only 
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traditionally come in one format. Though recently there have been attempts to look at the impact of the 

internet and digital forms on comic that suggests that this format offers unique challenges and 

opportunities for narrative completion due mainly to the format through which it is accessed (Gilmore & 

Stork, 2014; Goodbrey, 2013). Nonetheless, this is an aspect that this research is keen to account for and 

an aspect that has been shown to affect how users utilise social media (Erickson, 2010; Saker, 2016). As 

such, Comic Book Theory will also account for the technology used to access social media, doing so in a 

ƳŀƴƴŜǊ ƛƴ ǇŀǊǘ ƛƴǎǇƛǊŜŘ ōȅ aŎ[ǳƘŀƴΩǎ όмфспύ ŀǇǇǊƻŀŎƘ ǘƻǿŀǊŘǎ ǘƘŜ ŜŦŦŜŎǘ ƻŦ ǘŜŎƘƴƻƭƻƎȅ ǳǇƻƴ ǘƘŜ ƎƛǾŜƴ 

manifestation of our social actions and interactions. Crucially though, this will not be done from a 

technologically deterministic viewpoint, but, as mentioned above, will also be approached from a user-

by-user basis, shown from the understanding and perspective of the user in order to unpack the role of 

the technology in their specific formation of an identity narrative. As well as an understanding of 

intertextuality and extratextuality affecting how users approach a text to complete a narrative, it is clear 

that there is also a need for an understanding of how technology used to access the platforms affects 

ǘƘŜ ǳǎŜǊΩǎ ŎƻƴǘŜȄǘǳŀƭƛǎŀǘƛƻƴ ƻŦ ǘƘŜ ǇƭŀǘŦƻǊƳǎΣ ǘƘŜƛǊ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ǘƘŜƛǊ ǊƻƭŜ ƻƴ ǘƘŜ ǇƭŀǘŦƻǊƳǎΣ ŀƴŘ 

their completion of the narratives. Given this, this research will also explore and collect data on how the 

how the technology the participants use to access social media affects their social actions and 

interactions online.  

 

Many of the criticisms of Actor-Network Theory (Latour, 2005) revolve around the unwieldly nature of 

the infinite web of relations that the ontological shift demands (Bloor, 1999). Critics hold that if 

everything is a series of relationship then practically conducting research into a subject is nearly 

impossible as the subject unfurls into relations both that it is formed of and that it plays a part in the 

formation of. To truly attempt to account for the ANT reality of a subject, a research would have to 

attempt to account for the entirety of the network that creates the ongoing and ever-shifting actor-
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network. This is impractical at best and impossible at worst. Comic Book Theory however offers a happy 

ƳƛŘŘƭŜ ƎǊƻǳƴŘΦ Lǘ ǇǊƻǾƛŘŜǎ ŀƴ ŜƳōǊŀŎŜ ƻŦ .ŀǊŀŘΩǎ όнллоύ ǿƻǊƪ ƛƴ ŜȄŀƳƛƴƛƴƎ ǘƘŜ ōƻǳƴŘŀǊƛŜǎ ƻŦ ŀŎǘƻǊ-

networks that still examines the materially-heterogeneous nature of social reality, but that also enquire 

why these boundaries are the way they are, how these boundaries are negotiated, and what they 

exclude and include. Comic Book Theory as such embraces the necessary role of the reality of non-

human objects to impact upon our perceptions, but also offers a practical method for accounting for the 

negotiation of agency in the creation of a narrative. For Kant, the noumenon reality of an object is 

separate and distinct from our perception of the object, which is not impacted by the reality of the 

object (Kant, 1998). For Comic Book Theory however this distinction is eluded as a purposeful focus is 

placed upon how a narrative reality is created by, and emerges through, the interaction between the 

reality of the pƘȅǎƛŎŀƭ ŀƴŘ ǘƘŜ ƘǳƳŀƴ ǇŜǊŎŜǇǘƛƻƴ ƻŦ ǘƘƛǎΦ LŦ ǿŜ ŀǊŜ ƎƻƛƴƎ ōȅ Řŀƴŀ ōƻȅŘΩǎ ŘŜŦƛƴƛǘƛƻƴ ƻŦ 

social media as a phenomenon (boyd, 2015), then Comic Book Theory aptly helps us unpack the role of 

the noumenon in the formation of a phenomenon, affording the physical reality of the noumenon equal 

consideration to our perception of it.  

 

Comic Book Theory offers a practical approach to unpacking the relationship between human, non-

human, and in-human. In intertextuality and extratextuality it provides the user the space to consider a 

number of other elements that play equal roles in the creation of the location-specific narrative 

performances. It is the aim of this research to focus upon the effects of the specific locations in the 

negotiation of the narrative, thus this frame offers a workable approach to this concept. This of course 

cannot claim to fully unpack the unended Latourian network of relations that go into forming social 

identity performance online, nor does it claim to consider every element. Instead this study aims to 

account for a missing focus in Digital Sociology upon the very real and tangible impact of technology and 

design upon our social actions, interactions, and the performance that emerge through our use of 
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technology. Thus Comic Book Theory is informed ontologically by the sensibility of Actor-Network 

Theory and Barad, but acknowledges that to truly following an infinite web of relations is impractical 

and to claim to speak objectively to any true, thorough, and complete actor-network is practically 

impossible (Bloor, 1999). In many ways, and following the ideas of Barad (2003), it is the black-boxing of 

these actants, the creation of a presented whole formed of many actants, that should be the object of 

enquiry, not the following of infinite webs of unending relations. 

 

Given this, this thesis proposes Comic Book Theory as a model that: 

 Sees the relationship between design and human in online identity performances as always and 

inherently bi-directional and co-dependent, with both design affecting tƘŜ ǳǎŜǊΩǎ ŦǊŀƳƛƴƎ ŀƴŘ 

actualisation of social actions and interactions, and individual users understanding, 

contextualising, and acting in novel manners within this space  

 Socio-ŎǳƭǘǳǊŀƭƭȅ ƎǊƻǳƴŘǎ ǘƘŜ ǇŜǊŦƻǊƳŀƴŎŜǎ ƻŦ ƛŘŜƴǘƛǘȅ ƛƴ ǘƘŜ ǳǎŜǊΩǎ ǎǇŜŎƛŦƛŎ ōŀŎƪƎǊƻund through 

the concept of closure, extratextuality, and intertextuality, thereby suggesting that digital 

duality cannot be maintained.  

 Overtly acknowledges and understands the effect of the actual material and physical nature of 

these spaces in which people are acting and interacting as causal elements in the final identity 

performances, but 

 Understands that each identity performance is unique and individual due to closure, thereby 

allowing for novel and individual interpretations of identity, and accounting for how different 

users, understand, experience, and contextualise technology differently. This provides a direct 

avoidance of the deterministic issues of McLuhan and others to understand that each user will 

realise the potential of technology in different ways, but that their uses will nonetheless be 
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guided and bound by the possibilities offered through the technology. The realisation of this will 

be unique for each user and informed by their socio-cultural background. 

 Understands that the resulting identity performances emerges in a location-specific manner 

through specific nonhuman and human elements, and thus can be considered malleable, 

negotiable, and temporally specific. 

 Establishes and interrogates the boundaries of identity created in a given social space in line 

ǿƛǘƘ .ŀǊŀŘΩǎ ǿƻǊƪ ƻƴ agential realism, questioning what narrative readings, actions, and 

interactions are excluded, and how these boundaries are (re)negotiated, realised, and/or 

flouted by users. 

 Understands that individual identity performances can also circumvent design ideals to create 

narratives not considered or anticipated by designers. 

 Understands that being social online involves more than just producing content. 

 Places the emphasis of understanding the implications of the design choices made within the 

social spaces that the user is interacting in, on, with, and through upon the user, removing the 

ǊŜǎŜŀǊŎƘŜǊΩǎ ƛƴǘŜǊǇǊŜǘŀǘƛƻƴ ƻŦ ǘƘŜ ŘŜǎƛƎƴŜǊǎΩ ƛƴǘŜƴǘƛƻƴǎ ƛƴ ǊŜƎŀǊŘǎ ǘƻ ŘŜǎƛƎƴ ŎƘƻƛŎŜǎΣ ŀƴŘ ƛƴǎǘŜŀŘ 

focusing the attention upon how the user contextualises, understands, and interacts with the 

design of the social spaces. 

 Allows for a consideration of the role of technology in shaping engagement with social media 

 

 

Reconciling Goffman, Foucault, Lefebvre, Latour, and Comic Books. 
 

 

 

In this chapter I have presented a number of theoretical frames, ontologies, and perspectives to deal 

with the elements and issues raised by the research questions. We began by considering the concept of 
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identity in sociology, in particular, focusing upon the work of Goffman and his research into the identity 

performance, settling the focus of this research as an analysis of socially produced, presented, bound, 

and conceived identity performances. Using a post-structuralist grounding drawn from the work of 

FoucauƭǘΣ ǿŜ ǎŀǿ Ƙƻǿ DƻŦŦƳŀƴΩǎ ŘǊŀƳŀǘǳǊƎƛŎŀƭ ŦǊŀƳŜ ŀƭƭƻǿŜŘ ŦƻǊ ŀƴ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ǘƘŜ ŎƻƳǇƭŜȄ 

ǊŜƭŀǘƛƻƴǎƘƛǇ ōŜǘǿŜŜƴ ǎƻŎƛŀƭ ǎƛǘǳŀǘƛƻƴ ŀƴŘ ƛŘŜƴǘƛǘȅ ǇŜǊŦƻǊƳŀƴŎŜΣ ōǳǘ ǘƘŀǘ DƻŦŦƳŀƴΩǎ ǿƻǊƪ ŘƛŘ ƴƻǘ ŀƭƭƻǿ 

for a detailed account of the impact of space and setting upon the realised and actualised identity 

performances.  

 

Therefore, Actor-Network Theory was introduced as an ontological frame that demanded the grounded 

and contextualising of social analysis within the physical realities within which it manifested on a case-

by-case basis. Actor-Network Theory provided a useful ontological frame through which we could begin 

to unpack the relationship between Discursive social ideals and structures, individuals, and design 

elements. However, although Actor-Network Theory provided a useful ontological framing and 

grounding of the situation in which social actions and interactions emerge, it did not provide a useful 

frame through which to understand the relationship between human, non-human, and discursive 

elements. It also presented the possibility of an endless web of actants that influence identity 

ǇŜǊŦƻǊƳŀƴŎŜǎ ǘƘŀǘ ǿƻǳƭŘ ōŜ ƛƳǇǊŀŎǘƛŎŀƭ ǘƻ ŦƻƭƭƻǿΦ !ǎ ǎǳŎƘΣ .ŀǊŀŘΩǎ όнллоύ ǿƻǊƪ ǿŀǎ ƛƴǘǊƻŘǳŎŜŘ ŀǎ ŀ 

manner to embrace the boundaries of actor-networks and to make them the focus of enquiry.  

 

From this, a model was needed that combined these many aspects into a workable consideration of how 

platform specific identity performances were negotiated online. As such, Comic Book Studies was 

presented as a frame through which Comic Book Theory could be developed, and through which the 

analysis of identity performances could focus upon how the user understood and negotiated design 
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elements of the social spaces in which they were acting and interacting, as well as how these social 

spaces guided, shaped, and encouraged the actualisation and realisation of identity performance. 

 

Comic Book Theory provides a framework that allowed a consideration of the relationship between 

human, non-human, and discursive elements, and highlights the manners through which humans and 

non-humans enmesh to form a cohesive ongoing narrative. Comic Book Theory also re-grounds and re-

introduces the attention towards the role of the design and the choices made by the designer, but with 

the analysis of how these elements are negotiated and understood drawn from the perspective of the 

user. It also allows for a consideration of how the creation of these identity performances are shaped on 

a platform-by-ǇƭŀǘŦƻǊƳ ōŀǎƛǎ ōȅ ǘƘŜ ǳǎŜǊΩǎ ŎƭƻǎǳǊŜΣ ǳǘƛƭƛǎƛƴƎ ǎƻŎƛƻ-cultural elements through 

extratextuality, and intertextuality to make sense of the presented designs. This process however is in 

part guided by elements of design, which present certain preferable narrative readings and suggested 

interpretations, though these are negotiated in an individual manner by each user. Using Comic Book 

Theory as a guide, this research intended to view social media platforms as not just texts for analysis, 

ōǳǘ ΨŎƻƳƛŎǎΩ from which a narrative emerges, with the aim that this will provide a potentially deeper 

understanding of how many aspects online are bought together, and how the audience and design 

interact through and with the media form to create a specific and platform-dependant reality.   

 

The focus of analysis will be upon how each user understands the design of the sites, how this design 

shapes, guides, and encourages the performance of certain narratives, and how the user, technology, 

and platform design co-actualise an individual narrative of identity. This research will examine how each 

user draws upon extratextual and intertextual information, both on and offline to complete this 

narrative. As such, the identity performance will be held to be contextually bound, but will be 
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understood as drawing upon other narratives, experiences, and understandings of the user. Given this, 

this thesis will now move on to consider how best to methodologically approach understanding identity 

performances online in line with the proposed Comic Book Theory. 
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Chapter 4 - Methodology 
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4.1. Ontological & epistemological positioning; situating identity and establishing the 
subject. 
 

 

As mentioned in the previous chapter Actor-Network Theory is often misunderstood in that, as Latour 

himself highlights (Latour, 1999), Actor-Network Theory is potentially mis-named. Latour suggests that it 

is perhaps best not to think of ANT as a theory, but as an ontological shift away from a consideration of 

just human action in a non-human world, instead viewing the action that emerges as the result of the 

enmeshing between human and non-human (Latour, 1999), or the result of intra-action as Barad (2003, 

2007) terms the emergent result of the enmeshing of heterogeneous elements. Similarly, Latour offers 

little useful advice in terms of a workable methodological frame through which to unpack this emerging 

actor-network. Latour (2005) does however offer some vague words to those who wish to undertake 

research with an ANT-inspired approach, suggesting that to successfully map an actor-network, 

researchers must follow the actors themselves in order to catch up with their often novel uses and 

innovations, and to learn from them what the collective existence has become in their individual and 

specific hands. Latour suggests that researchers should aim: 

άǘƻ Ŧƻƭƭƻǿ ǘƘŜ ŀŎǘƻǊǎ ǘƘŜƳǎŜƭǾŜǎΩΣ ǘƘŀǘ ƛǎ ǘǊy to catch up with their often wild innovations in order 

to learn from them what the collective existence has become in their hands, which methods they 

have elaborated to make it fit together, which accounts could best define the new associations 

that they ƘŀǾŜ ōŜŜƴ ŦƻǊŎŜŘ ǘƻ ŜǎǘŀōƭƛǎƘέ (Latour, 2005, 12).  

 

¢Ƙƛǎ ǇŜǊƘŀǇǎ ŀƭƛƎƴǎ [ŀǘƻǳǊΩǎ ŀǇǇǊƻŀŎƘ ǘƻǿŀǊŘǎ !b¢ ǊŜǎŜŀǊŎƘ ƛƴ ŀ ǇǊŀŎǘƛŎŀƭ ǎŜƴǎŜ ǿƛǘƘ ǘƘŜ !ƎŜƴǘƛŀƭ 

Realism approach suggested by Barad (2003, 2007), in that Latour is suggesting that we account for how 

the actor-network has been actualised in a specific locale. As such we can begin to ask, in line with 

Barad, what has been discarded and disregarded from that specific iteration of an assemblage, therefore 
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asking what constitutes that specific actor that we observe. This approach gains particular resonance 

when we consider Comic Book Theory, which specifically and purposefully focuses upon this notion of 

an individually created identity performance which is nonetheless guided by design elements. The 

proposed /ƻƳƛŎ .ƻƻƪ ¢ƘŜƻǊȅ ǎǳƎƎŜǎǘǎ ǘƘŜ ƻōƧŜŎǘ ƻŦ ŜƴǉǳƛǊȅ ǎƘƻǳƭŘ ōŜ Ƙƻǿ ǘƘŜ ƛƴŘƛǾƛŘǳŀƭ Ƙŀǎ ΨŦƛƭƭŜŘ ƛƴΩ 

the gaps, focusing upon how this closure is guided in part by design, and how it is guided by their own 

individual socio-culturally crafted and contextualised extratextual and intertextual ideas. As such, Comic 

Book Theory similarly focuses upon how the specific iteration of identity emerges from the enmeshing 

of an individual human and the specific non-human locale within which they are acting and interact. 

Such an approach therefore demands a consideration of identity performances on a platform-by-

platform basis to understand each iteration of identity.  

 

In this regard then, Agential Realism and Comic Book Theory (and to some extent, ANT), ground and 

situate knowledge within local experiences. As such, Comic Book Theory suggests, in a similar manner to 

ANT, that the actor should be the object of enquiry. This thesis holds that this localised knowledge of the 

resultant emergent specific identity performances is best gained from the individual who has had to 

negotiate, comprehend, and reconcile these elements to produce the performances. Given this, this 

research aims to unpack this negotiation, this closure, and aims to understand how the closure is guided 

by design, as well as gaining an understanding of which elements (extratextual and intertextual) are 

used to complete each identity performance.  

 

In terms of practical methodological approaches, ANT has been criticised for potentially lacking 

boundaries in regards to the actors that can be followed and that can form part of the network of an 

actor-network (Bloor, 1999). This is in part exacerbated by the lack of a clear delineated methodological 

ŀǇǇǊƻŀŎƘ ƻǘƘŜǊ ǘƘŀƴ ǘƘŜ ǇǳǊǇƻǎŜŦǳƭƭȅ ǾŀƎǳŜ ΨŦƻƭƭƻǿ ǘƘŜ ŀŎǘƻǊΩ ό[ŀǘƻǳǊΣ мфффύΦ Lƴ ǇǊŀŎǘƛŎŀƭ ǘŜǊƳǎΣ !b¢Ωǎ 



- 119 - 

mantra of follow the actor means not ruling out any actant and not affording undue attention to some 

actants over others. Due to the intertwining and headily continuous web of relations that ANT opens up, 

this could mean following obscure and unexpected actants, and potentially falling down a rabbit hole of 

continual and never-ŜƴŘƛƴƎ ǊŜƭŀǘƛƻƴǎ ƛƴ ǘƘŜ ǊŜƧŜŎǘƛƻƴ ƻŦ ōƻǳƴŘŀǊƛŜǎΦ .ŀǊŀŘΩǎ όнллоΣ нллтύ ŀǇǇǊƻŀŎƘ 

however offers a practical solution to this, not embracing boundaries per se, but making them in part 

the objects of enquiry. Rather than ignoring boundaries to chase infinite webs of relations and 

influences to a never ending spiral of networks, Barad suggests that we should embrace and pay 

attention to the boundaries constructed around objects and events in the world, arguing that these 

boundaries serve to tell us about what is being included from this reality, and what is being included. 

The objects of study in part for an Agential Realism approach then are these boundaries that are 

created. Whilst Barad (2003, 2007) appears then to agree with Latour in a post-structuralist manner that 

these boundaries are not given, are not fixed, and are created for a purpose, she does not suggest that 

we ignore them, but instead suggests that we should enquire why they are drawn, what they reject and 

exclude, and what they serve to include and enforce.  

 

In such a manner, Barad rejects the infinite web of relations as the path to follow, but instead asks what 

constitutes the boundaries that are created in that specific locale. This too is an approach that Comic 

Book Theory attempts to take. The objects of enquiry here are the online identity performances. Rather 

than following the many manifold actants that may play a role in shaping the identity performances, 

Comic Book Theory shifts the focus towards how the boundaries of identity performances have been 

created within the specific locations. As such, it enquires; what design elements constitute the identity 

performance; how much information and narrative help is provided to the user through design; how 

much space the users are given for individual closure; how the user understands and approaches their 

role in creating a whole out of the juxtaposed format; what aspect of closure and what readings are 
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guided, encouraged, and enforced through design elements; and which aspects of closure are excluded 

or discouraged through design. In such a manner, it enquires how the boundaries of identity 

performance are negotiated and understood by the user, and how these elements are encouraged 

through design. It also crucially asks how these aspects may be challenged, asking how the boundaries 

have been understood, negotiated, and potentially tested by users. As such, rather than unpacking 

infinite influences and relations, Comic Book Theory concerns itself with the construction of the 

boundaries of identity performances, and how this is co-constructed by the user, technology, and 

platform design, with the influence of intertextual and extratextual aspects effecting closure.  

 

Constructing a methodology. 
 

 

 

With this in mind, the methodology adopted in the project attempts to deconstruct and evaluate the 

platform-specific online identity performances of the participants, focusing upon how the participants 

have come to realise and negotiate identity performances on and across a range of platforms and 

technologies.  Given that the aim of this project was to understand how the identity performances of 

the participants have come to be through their interactions on, in, and with a range of social media 

platforms and technologies, the methodological approach revolved around interviews with the 

participants to understand how they had understood, negotiated, and navigated platform design, and 

how they presented and maintained identity online.  

 

The interviews provided a useful method to explore and to unpack the understanding and ideas of the 

participants in regards to how they negotiated the various social media platforms to present identity, 

allowing for the exploration of individual cases of identity performance and the construction of 

individual narratives on a person-by-person, site-by-site basis. These interviews were initially supported 
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through the use of observation sessions with the participants which quickly became unfeasible for 

reasons detailed later in this chapter.  This methodology adapted over time during the collection process 

meaning that the observation aspect was largely minimised in favour of longer and more in-depth 

interviews.  

 

This project aimed ǘƻ ǇŀǊǘƛŀƭƭȅ ǘŀƪŜ ŀƴŘ ŀŘŀǇǘ [ŀǘƻǳǊΩǎ ƳŜǘƘƻŘƻƭƻƎƛŎŀƭ ŀŘǾƛŎŜ ǿƘŜƴ ƘŜ ǎǘŀǘŜŘ ǘƘŀǘ ǘƘƻǎŜ 

wishing to conduct ANT-ƛƴǎǇƛǊŜŘ ǊŜǎŜŀǊŎƘ ǎƘƻǳƭŘ άŦƻƭƭƻǿ ǘƘŜ ŀŎǘƻǊέ ό[ŀǘƻǳǊ нллрΣ мнύΦ ¢ƘƻǳƎƘ ǘƘƛǎ ƛǎ 

often seen as a vague methodological framework from Latour that leaves many potential researchers 

unsure about what to expect and how to carry out research with a grounding in ANT (Bloor, 1999), I 

believe that Latour intended this to be the case; by not being prescriptive to a specific methodology and 

style, and by allowing a wide remit of approaches and manifestations of this mantra, the researcher is 

afforded a certain freedom to approach the complex network in a suitable manner for each case. 

Indeed, when dealing with such a wide, expansive range of potential actors that can be elicited through 

an ANT approach, narrowing ƻƴŜΩǎ methodology down can be rather restrictive and may lead to the 

researcher missing some crucial actants (Law, 2009). This being said, in terms of feasibility and 

practicality there of course needs to be some sort of structure when approaching the field for both the 

researcher and the participants (Kozinets, 2010). With this in mind this research adopted a methodology 

based around broad initial interviews which would become increasingly specific, guided by the 

ǇŀǊǘƛŎƛǇŀƴǘǎΩ individual cases (Scollon & Scollon, 2004). In other words, this research decided to move 

the task of deciding which actors to follow away from the researcher and towards the participants, who, 

on a case-by-case and site-by-site basis, could decide what elements shaped and affected how they felt 

they presented identity. This was particularly useful give that, as mentioned in the literature review, this 

project made a point of not stating which technologies or social media it would be looking at as the aim 
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was for this to become apparent through each individual research case, guided by the participants as 

the research progressed.  

 

As such, the focus of attention in this research was largely upon the participants (Flick, 2009; Smith and 

Osborn, 2015), with the aim to allow them to explain and explore their relationship with social media 

ŀƴŘ ǘƘŜ ǘŜŎƘƴƻƭƻƎƛŜǎ ǘƘǊƻǳƎƘ ǿƘƛŎƘ ǘƘŜȅ ŀŎŎŜǎǎ ǘƘŜƳΦ DƛǾŜƴ ǘƘŜ ƴŜŜŘ ǘƻ ŀŎŎƻǳƴǘ ŦƻǊ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ 

understandings and interpretations of their completion of the narrative, this methodological approach 

was largely inspired by interpretative phenomenological analysis (IPA). IPA in essence is less of a 

methodological framework and more of an approach towards research that concerns itself with 

understanding how a person comprehends and makes sense of a phenomenon within a specific context. 

!ǎ {ƳƛǘƘ ŀƴŘ hǎōƻǊƴ όнлмрύ ǎǳƎƎŜǎǘΣ άǘƘŜ ŀƛƳ ƻŦ Lt! ƛǎ ǘƻ ŜȄǇƭƻǊŜ ƛƴ ŘŜǘŀƛƭ Ƙƻǿ ǇŀǊǘƛŎƛǇŀƴǘǎ ŀǊŜ ƳŀƪƛƴƎ 

sense of their personal and social world, and the main currency for IPA is the meaning that particular 

ŜȄǇŜǊƛŜƴŎŜǎΣ ŜǾŜƴǘǎΣ ŀƴŘ ǎǘŀǘŜǎ ƘƻƭŘ ŦƻǊ ǇŀǊǘƛŎƛǇŀƴǘǎέ ό{ƳƛǘƘ ϧ hǎōƻǊƴΣ нлмрΣ нрύΦ  Lt! ƛǎ ŀǎ ǎǳŎƘ ƭŀǊƎŜƭȅ 

ŘǊŀǿƴ ŦǊƻƳ ŀƴŘ ŀǇǇƭƛŜŘ ǘƻ ǘƘŜ ǊŜŀƭƳ ƻŦ ǇǎȅŎƘƻƭƻƎȅ ǘƻ ǳƴŘŜǊǎǘŀƴŘ ǘƘŜ ǿƻǊƭŘ ǘƘǊƻǳƎƘ ǘƘŜ ǎǳōƧŜŎǘǎΩ ŜȅŜǎΣ 

but has gained attention from the world of sociology (Gill, 2014; Houston & Mullan-Jensen, 2012; 

Osborn & Smith, 2015). IPA provides a useful tool and frame through which to understand social media 

use, particularly considering the approach of Comic Book Theory, which aims to understand how 

individual participant makes sense of the design aspects of social media and negotiate their role in the 

creation of an individual and personal narrative. As such the aims of Comic Book Theory are similar to 

IPA in that both approaches aim to understand how the participants make sense of reality. In this case, 

Comic Book Theory is being used to consider how the participants make sense of social media, to 

consider the meanings and interpretations the participants have of design, and to consider how the 

narrative reality is completed through closure. 
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IPA in essence is a largely ideographic approach that places emphasis and worth upon how an individual 

deals with an understands a given phenomenon, placing at the forefront of analysis the manner in which 

the participants unpack and approach phenomena. As such, Smith et al (1999, 219) suggest that the key 

ǳƴŘŜǊǎǘŀƴŘƛƴƎ ǎƘƻǳƭŘ ōŜ ǳǇƻƴ ǿƘŀǘ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎ άǘƘƛƴƪ ŀƴŘ ŦŜŜƭέ ŀōƻǳǘ ǘƘŜ ǇƘŜƴƻƳŜƴŀΣ ƴƻǘ ƻƴ 

describing the phenomena. This aligns nicely with the aims and research questions of this thesis, which 

intend to understand how the participants negotiate and understand their role in the narrative building 

of identity, and how this process is guided by the design features and by other aspects of intertextuality 

and extratextuality. This means in essence understanding how the participants negotiate these design 

features, how they view them, how they understand them, how they are affected by them, and what 

process they utilise to deal with them or to possible flout them.  

 

!ǎ ǎǳŎƘΣ ƎŀƛƴƛƴƎ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘΩǎ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ǘƘŜ ǇƘŜƴƻƳŜƴŀ ƛǎ ƻŦ ƪŜȅ ƛƳǇƻǊǘŀƴŎŜ ƛƴ 

understanding how they unpack their role in the creation of the narrative and how they negotiate this 

role with the many other aspects of the platform. Such an approach is also key in attempting to 

understand what the participants feel the restrictions placed upon them by design are. Rather than 

assuming the restrictions placed upon the participants on a platform-by-platform basis, this thesis is 

keen to understand how the participants view the restrictions, what the participants view as 

restrictions, how much they see the restrictions as restrictive, how much of a negotiation the creation of 

identity was, how they negotiate the ongoing process of identity presentation, and a range of other 

issues that rely upon understanding the thoughts and approaches of the participants individually.  Given 

this, most of the worth and substance of the data in this research is to be found in the opinions and 

thoughts of the participants as they describe their interactions with, through, and on social media 

platforms. Therefore, an approach is needed that prioritises the voices of the participants.  It is key 

therefore that what is presented is not my understanding of how this has been negotiated, nor what is 
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ōŜƛƴƎ ƴŜƎƻǘƛŀǘŜŘΣ ōǳǘ ǘƘŀǘ ƛƴǎǘŜŀŘ ǿŜ Ǝŀƛƴ ŀƴ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ŀǇǇǊƻŀŎƘŜǎ ŀƴŘ 

understandings of the phenomena of social media. The methodological approach therefore was 

designed to give a platform to the voices of the participants as much as possible, in an effort to remove 

ǘƘŜ ǊŜǎŜŀǊŎƘŜǊΩǎ άƻǿƴ ǇŜǊǎƻƴŀƭ ƛƴǘŜǊŜǎǘǎ ŀƴŘ ŜȄǇŜǊǘƛǎŜέ ό{ƳƛǘƘ ϧ hǎōƻǊƴΣ нлмрΣ нфύΦ 

 

Smith and Osborn (2015) do suggest that in order to attempt to approach and analyse research inspired 

by IPA there are a series of methodological tool that can most suitably unpack the participants 

ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ǇƘŜƴƻƳŜƴŀΦ IƻǿŜǾŜǊΣ ǘƘŜȅ ŀǊŜ ǉǳƛŎƪ ǘƻ Ǉƻƛƴǘ ƻǳǘ ǘƘŀǘ άǘƘŜǊŜ ƛǎ ƴƻ ǎƛƴƎƭŜΣ ŘŜŦƛƴƛǘƛǾŜ 

ǿŀȅ ǘƻ Řƻ Lt!έ ό{ƳƛǘƘ ϧ hǎōƻǊƴΣ нлмрΣ нр). Some successful attempts have been made, for example, 

through the use of personal diaries and accounts (Smith, 1999). However, Smith and Osborn (2015) 

ǎǳƎƎŜǎǘ ǘƘŀǘ ǘƘŜ ōŜǎǘ ǘƻƻƭ ŦƻǊ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ŀƴŘ ǳƴǇŀŎƪƛƴƎ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘΩǎ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ŀƴŘ 

approach towards a phenomenon is through the use of semi-structured interviews. This is confirmed by 

other researchers such as Brocki and Wearden (2006), Alexander and Clare (2004), and many others 

(Murray & Harrison, 2004; Reynolds & Prior, 2003). Such an approach allows the researcher to respond 

to the answers and responses of the participants, adapting the interview to suit the specific unique 

situations of the participants. Pietkiewicz and Smith (2014) highlight that semi-structured interviews can 

άŜƭƛŎƛǘ Ǌich, detailed, and first-ǇŜǊǎƻƴ ŀŎŎƻǳƴǘǎ ƻŦ ŜȄǇŜǊƛŜƴŎŜǎ ŀƴŘ ǇƘŜƴƻƳŜƴŀ ǳƴŘŜǊ ƛƴǾŜǎǘƛƎŀǘƛƻƴέ 

(Pietkiewicz & Smith, 2014, 10). Indeed, a more adaptive semi-structured approach allows for the 

ǇŀǊǘƛŎƛǇŀƴǘ ǘƻ ōŜ ǇƻǎƛǘƛƻƴŜŘ ŀǎ άǘƘŜ ǇǊƛƳŀǊȅ ŜȄǇŜǊǘǎέ όAlexander & Clare, 2004, 82), and the 

adaptiveness of the response affords the interviewer to probe the specific situation and reality of each 

participant. The exact details of the interview process are detailed later in this chapter. 

 

Further to collecting interviews a number of researchers suggest IPA inspired interviews are best 

analysed and presented through the use of axial coding (Alexander & Clare, 2004; Smith, 1999; Touroni 
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& Coyle, 2002). This approach, detailed later in this chapter, helps unpack the common themes and 

ƛŘŜŀǎ ǇǊŜǎŜƴǘ ƛƴ ǘƘŜ ƛƴǘŜǊǾƛŜǿǎ ǿƘƛƭǎǘ ŀƭƭƻǿƛƴƎ ŦƻǊ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘΩǎ ǾƻƛŎŜ ǘƻ ōŜ ŜȄǇǊŜǎǎŜŘΦ Lƴ ŜǎǎŜƴŎŜΣ 

axial coding requires the researcher to process the interviews and highlight key themes and ideas to 

present as findings. To further verify the coding, the initial coding was checked with the participants to 

make sure that the interpretation of their ideas and thoughts was truthful and credible from the 

perspective of the participants, as suggested by Pierre and Jackson (2014). As Trochim (2006) suggests, 

άǇŀǊǘƛŎƛǇŀƴǘǎ ŀǊŜ ǘƘŜ ƻƴƭȅ ƻƴŜǎ ǿƘƻ Ŏŀƴ ƭŜƎƛǘƛƳŀǘŜƭȅ ƧǳŘƎŜ ǘƘŜ ŎǊŜŘƛōƛƭƛǘȅ ƻŦ ǘƘŜ ǊŜǎǳƭǘǎέ ό¢ǊƻŎƘƛƳΣ нллсΣ 

2).  

 

The remainder of this chapter will lay out and discuss the methodology that was used to explore and 

examine the emerging identity performances pursuant to the established research questions.  

 

4.2. Participants and sampling. 
 

 

 

Smith and Osborn (2015), in regards to IPA research, highlight that as the researcher is attempting to 

give priority to the voices, reasonings, and experiences of the participant, that such an approach should 

ŘǊŀǿ ǳǇƻƴ ŀ ǎƳŀƭƭ ǎŀƳǇƭŜ ƎǊƻǳǇΣ ŀƴŘ ǘƘŀǘ ǘƘŜ ŀƛƳ ƻŦ ǎǳŎƘ ŀƴ ŀǇǇǊƻŀŎƘ ǎƘƻǳƭŘ ōŜ ǘƘŜǊŜŦƻǊŜ άǘƻ ǎŀȅ 

something in detail about the perceptions and understandings of this particular group, rather than 

prematurely ƳŀƪŜ ƳƻǊŜ ƎŜƴŜǊŀƭ ŎƭŀƛƳǎέ ό{ƳƛǘƘ ϧ hǎōƻǊƴΣ нлмрΣ нуύΦ ¢ƘŜȅ ƘƛƎƘƭƛƎƘǘ ǘƘŜǊŜŦƻǊŜ ǘƘŀǘ ǎǳŎƘ 

an approach needs to show: 

άŎƻƳƳƛǘƳŜƴǘ ǘƻ ŀ ŘŜǘŀƛƭŜŘ ƛƴǘŜǊǇǊŜǘŀǘƛǾŜ ŀŎŎƻǳƴǘ ƻŦ ǘƘŜ ŎŀǎŜǎ ƛƴŎƭǳŘŜŘΣ ŀƴŘ Ƴŀƴȅ ǊŜǎŜŀǊŎƘŜǊǎ 

are recognising that this can only realistically be done on a small sample - thus, in simple terms, 

ƻƴŜ ƛǎ ǎŀŎǊƛŦƛŎƛƴƎ ōǊŜŀŘǘƘ ŦƻǊ ŘŜǇǘƘέ (Smith & Osborn, 2015, 29).  
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As such, a sample size of 10 was chosen to allow suitable depth, with the understanding that a large 

amount of detailed data would be produced with this number of participants. During the collection 

period, one of the participants decided to withdraw from the study, and therefore the final sample size 

was 9 participants - 3 males and 6 females, between the ages of 15 and 27. This sample size was chosen 

as it would also allow for individual cases to be dealt with in detail, as well as larger themes to be 

unpacked and compared through coding of the interviews. The original sample size of 10 was also 

chosen to allow for a realistically manageable amount of material as well as a large enough sample for 

rich and deep understandings of their experiences (Clearly et al., 2014; Fugard & Potts, 2015).  Between 

8 and 10 participants is highlighted as an appropriate sample size by Pietkiewicz and Smith (2014) and 

Turpin et al. (1997) for IPA inspired research as it allows for deep consideration, with enough space for 

comparison and thematic analysis. As Pietkiewicz and Smith (2014) highlight, a sample size of around 10 

άƻŦŦŜǊǎ ŀƴ ƻǇǇƻǊǘǳƴƛǘȅ ǘƻ ƭŜŀǊƴ a lot about the individual, his or her response to a specific situation, and 

ŎƻƴǎƛŘŜǊ ŎƻƴƴŜŎǘƛƻƴǎ ōŜǘǿŜŜƴ ŘƛŦŦŜǊŜƴǘ ŀǎǇŜŎǘǎ ƻŦ ǘƘŜ ǇŜǊǎƻƴΩǎ ŀŎŎƻǳƴǘέ όtƛŜǘƪƛŜǿƛŎȊ ϧ {ƳƛǘƘΣ нлмпΣ фύΦ 

As Collins and Nicolson (2002) suggest, larger sample sizes can lead to a loss of detail from the 

researcher, noting that smaller sample sizes allow for deeper readings, meaning that the researcher can 

ǘŀƪŜ ǘƘŜ ǘƛƳŜ ǘƻ ŜȄŀƳƛƴŜ άǇƻǘŜƴǘƛŀƭƭȅ ǎǳōǘƭŜ ƛƴŦƭŜŎǘƛƻƴǎ ƻŦ ƳŜŀƴƛƴƎέ ό/ƻƭƭƛƴǎ ϧ bƛŎƻƭǎƻƴΣ нллнΣ снсύΦ 

Further to this, other researchers using IPA inspired approaches have described samples of larger than 

12 participants as not only potentially unwieldy, but also unnecessary as the researcher is likely to 

ŀŎƘƛŜǾŜ Řŀǘŀ ΨǎŀǘǳǊŀǘƛƻƴΩ ό¢ǳǊƴŜǊ Ŝǘ ŀƭΦΣ нллнύΤ ŀǘ ǿƘƛŎƘ Ǉƻƛƴǘ ƴƻ ƴŜǿ ǳǎŜŦǳƭ themes are likely to emerge. 

Though, as Broki and Wearden (2006) highlight, saturation is a problematic concept, especially when 

approaching each participant as unique case studies of the iteration of identity performances. 

Nonetheless, for the purpose of this research, a sample of 10 participants was deemed to be a suitable 

amount to cover a wide array of issues whilst still allowing the data to be manageable, and allowing for 

some discussions of common themes emerging through coding. 
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Further to this, Smith and Osborn suggest that an approach should utilise purposive sampling rather 

than random sampling, as this approach enables the research to gain useful participants that reflect and 

represent a specific group. As Brocki and Wearden (2006) highlight in rŜƎŀǊŘǎ ǘƻ Lt! ǊŜǎŜŀǊŎƘΣ άƛƴ Lt! 

the aim is to select participants in order to illuminate a particular research question, and to develop a 

Ŧǳƭƭ ŀƴŘ ƛƴǘŜǊŜǎǘƛƴƎ ƛƴǘŜǊǇǊŜǘŀǘƛƻƴ ƻŦ ǘƘŜ Řŀǘŀέ ό.ǊƻŎƪƛ ϧ ²ŜŀǊŘŜƴΣ нллсΣ ноύΦ !ǎ ǎǳŎƘΣ ǘƘŜȅ ǎǳƎƎŜǎǘ ǘƘŀǘ 

participants should be broadly homogeneous where possible and practical, in line with the aims of the 

research. 

 

This however presents a problem when considering social media. As discussed earlier in detail, a 

definition of social media is often complicated and covers such a broad and growing spectrum of 

participants. Social media is a broad and quickly expanding field with a range of users utilising the 

platforms for a range of reasons. As boyd (2015) highlights, social media is more than the sum of the 

ǘŜǊƳΩǎ ǇŀǊǘǎΦ In this case, the social aspects of social media, as discussed in the literature review, are 

many and varied.  Added to this is the notion that researchers should not be prioritising only those who 

post content alone, but that there are many reasons to utilise and participate with social media, 

ƛƴŎƭǳŘƛƴƎ Ƴŀƴȅ ΨǇŀǎǎƛǾŜΩ ǳǎŜǊǎ ƻŦ ǎƻŎƛŀƭ ƳŜŘƛŀ ǘƘŀǘ ƻŦǘŜƴ ƎŜǘ ƻǾŜǊƭƻƻƪŜŘ ƛƴ ŘƛƎƛǘŀƭ ǊŜǎŜŀǊŎƘΣ ōǳǘ ǿƘƻ 

nonetheless interact with and through social media in interesting, common, and noteworthy manners. 

This is particularly noticeable given the range of options available to social media users, and the 

literature that highlights the importance of participation beyond content production alone. Barnes 

όнлмрύΣ ŦƻǊ ŜȄŀƳǇƭŜΣ ƴƻǘŜǎ ǘƘŀǘ ŎƻƴǎǳƳǇǘƛƻƴ ŀƴŘ ΨǇŀǎǎƛǾŜΩ ŜƴƎŀƎŜƳŜƴǘ Ƙƻƭds equal importance and 

should be equally focused upon during consideration of social media. Indeed, some suggest that content 

production is an a-typical use of social media. For example, (Bright et al., 2014, 14) iterates this point in 
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their discussion of social media, arguing that άŀ ƘŀƴŘŦǳƭ ƻŦ ǳǎŜǊǎ ŎƻƴǘǊƛōǳǘƛƴƎ ŜȄǘŜƴǎƛǾŜƭȅ ǘƻ ǘƘŜ ǎƛǘŜǎΣ 

ǿƘƛƭǎǘ ǘƘŜ ƳŀƧƻǊƛǘȅ ŎƻƴǘǊƛōǳǘŜ ǊŀǊŜƭȅ ƻǊ ƴŜǾŜǊέΦ  

 

Nonetheless, a range of approaches have been taken towards detailing and selecting perfect 

participants for rich data collection in online research. One of the most used has been proposed by 

Robert Kozinets (2010), who detailed a list of 6 criteria for perfect participants in online research. 

KozinetsΩ (2010) list of criteria for the perfect research participant was designed for macro studies of 

digital interaction online, but nonetheless can and has been utilised as a sampling guide generally for 

participants in online research across a range of approaches (Adjei et al., 2010; Belz & Baumbach, 2010; 

Chan & Li, 2010; Leek et al., 2016; Rokka, 2010; Van Hout & Hearne, 2015). Kozinets (2010) proposes in 

his list of criteria for the perfect participant that their use of social media and technology should fit six 

criteria:  

1) Relevant to the research question 

2) Active participants; recent and regular to enable the analysis of rich data 

3) Interactive with a flow of data between participants 

4) Substantial data, with a large mass of communication and an energetic field 

5) Heterogeneous, with many different participants 

6) data-rich with detailed a descriptive data.  

  

When initially undertaking this research I originally aimed to find participants who filled as many of 

these criteria as possible, hoping that interactive participants that produced a wealth of data would 

allow for a discussion of social media that was informed by substantial experience in content 

ǇǊƻŘǳŎǘƛƻƴΦ IƻǿŜǾŜǊΣ ƛǘ ǉǳƛŎƪƭȅ ōŜŎŀƳŜ ŎƭŜŀǊ ƻƴŎŜ L ōŜƎŀƴ ǘŀƭƪƛƴƎ ǘƻ ǇŀǊǘƛŎƛǇŀƴǘǎ ǘƘŀǘ ǿƘƛƭǎǘ YƻȊƛƴŜǘǎΩ 

(2010) guideline undoubtedly aids researchers in finding data rich communities and users that produce a 
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wealth of relevant data, the list of relevant criteria is nonetheless restrictive and bias in its favouring of a 

particular type of user. In the initial interviews, the participants began discussing the myriad ways they 

had of using the internet as a social space, of the plethora of methods, tools, and techniques at their 

disposal for interacting and acting online, and of the vast variety of their approaches to selecting and 

uploading appropriate material. Certainly, not ŀƭƭ ƻŦ ǘƘŜ ǇƻǘŜƴǘƛŀƭ ǇŀǊǘƛŎƛǇŀƴǘǎ ŦƛǘǘŜŘ YƻȊƛƴŜǘǎΩ ōǊƛŜŦΦ Lƴ 

particular, there were large disparities in how substantive and data-rich their updates were, and how 

ΨŀŎǘƛǾŜΩ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎ ǿŜǊŜΦ tŀǊǘƛŎƛǇŀƴǘǎ ŘƛǎŎǳǎǎŜŘΣ ŦƻǊ ŜȄŀƳǇƭŜΣ ǘƘŜ ǿŀȅǎ ǘƘŜȅ ǳǎŜŘ CŀŎŜbook to 

ΨǎǘŀƭƪΩ ǘƘŜƛǊ ŦǊƛŜƴŘǎ ŀƴŘ ŦŀƳƛƭȅ ǿƛǘƘƻǳǘ ŀŎǘƛǾŜƭȅ ŜƴƎŀƎƛƴƎ ǿƛǘƘ ǘƘŜƳΣ ƻǊ ǘƘŜ ǿŀȅǎ ƛƴ ǿƘƛŎƘ ǘƘŜȅ 

considered themselves a part of a YouTube community just by watching the Videos and Vlogs of certain 

YouTube personalities, without actively commenting on the posts. 

 

/ŜǊǘŀƛƴƭȅΣ ǘƘŜǎŜ ǇŀǊǘƛŎƛǇŀƴǘǎ ŘƛŘƴΩǘ Ŧƛǘ ǘƘŜ ƛƴƛǘƛŀƭ YƻȊƛƴŜǘǎΩ checklist of useful and ideal traits, but I 

decided very quickly that I should not just dismiss their usefulness as participants for digital research as 

doing so would effectively dismiss the worth of their myriad interesting uses of these social spaces that 

shaped the manners in which they presented identity, mainly in order to find participants that produced 

rich and plentiful data over deep discussions about their use of social media. Therefore, I quickly 

reconciled that their uses of social media were worthy of study and attention, and that their techniques 

for engagement were just as interesting and worth of study. As such, after initially attempting to adhere 

to my criteria, I quickly decided that clearly a more flexible approach was needed and that, of course, 

the wide-ranging uses of these social spaces deserved and demanded documentation, exploration, and 

ŎƻƴǎƛŘŜǊŀǘƛƻƴΦ wŀǘƘŜǊ ǘƘŀƴ ŘŜŎƛŘƛƴƎ ǿƘŀǘ ŎƻƴǎǘƛǘǳǘŜŘ ƎƻƻŘ ΨŀŎǘƛǾŜΩ Ǉŀrticipants, I decided to let a group 

of participants tell me their stories and their engagement with social media without defining what the 
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best use of social media is purely by the metric of plentiful data. Certainly, the data collected may not be 

considered data-rich in the sense that Kozinets implies, but nonetheless, this research was left with 

incredibly rich data. 

 

Nonetheless, some practical guidelines were put in place to find participants who used social media 

frequently enough to discuss their identity presentations online. This study chose to focus upon a group 

of 15-27 year olds as participants. Currently young people represent the most active and the largest 

demographic on social media. Indeed, age has been suggested to be the strongest correlation of social 

media usage when compared to other factors such as gender, educational level, and household income 

(Perrin, 2015). According to recent data from Perrin (2015), 18-29 year olds are the most likely to use 

social media out of the above 18 demographic, with fully 90% using social media. This represents a 

staggering 78% increase from 2005 figures of the same age range, and represents a steeper growth in 

usage than that of the next closest age range, 30-49 year olds, with a 69% increase over the same time 

period.  

 

Of course, even greater usage can be found amongst teenagers, who have been noted as key users of 

social media for many years now (boyd, 2014; Herring & Kapidzic, 2015; Lenhart, 2015; Vishwanath, 

2015). Fully 92% of teens in the USA have been reported as going online daily, with the majority 

accessing the internet several times a day (Lenhart, 2015). As well as this heavy usage, 71% of teens use 

more than one SNS (Lenhart, 2015). Given that they are currently the most active user base on social 

media (Perrin, 2015) across a wider array of social media platforms (Lenhart, 2015), this research will 

focus upon 15-27 year old social media users. Fully, the final participants comprised nine 15-27 year olds 

with data collected over a 1-year period. This has been established as a key demographic for social 

media and technology use (Lenhart, 2015), and has been shown to yield a wealth of diverse data 
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(Davies, 2012). There is likely to be a variation in access to technology amongst this age range as well, 

though recent UK research suggests this age range is likely to be well versed in the technology 

(ons.gov.uk 2016). However, obviously not all young people use technology, and there may well be 

cultural/geographical/gender/socio-economic differences unaccounted for.  

 

Further to this, this sampling of course cannot be perceived as attempting to make claims about broader 

populations. Indeed, this approach inspired by Comic Book Theory suggest that each individual will 

commit closure in unique manners and therefore whilst that act of closure may be universal as we 

attempt to make sense of reality, the manifestations of this closure can never be considered true 

representations of larger populations. Whilst closure will be guided by the design process, and whilst 

ŎŜǊǘŀƛƴ ƴŀǊǊŀǘƛǾŜ ǊŜŀŘƛƴƎǎ ŀǊŜ ŜƴŎƻǳǊŀƎŜŘ ŀǘ ǘƘŜ ŜȄǇŜƴǎŜ ƻŦ ƻǘƘŜǊǎ όƛƴ ƭƛƴŜ ǿƛǘƘ .ŀǊŀŘΩǎ ǿƻǊƪ ƛƴ agential 

realism [2003]), the point of closure is that the process is largely completed in unique and individual 

manners. As such the aim of this research is not to provide claims for a broad population but to aid in 

the development of a theoretical frame through which we can examine and understand the creation 

and maintenance of identity performance online as emergent narrative constructions guided by design 

elements and closure. Given that social media is a quickly changing field with an increasingly broad 

scope of platforms (Lenhart, 2015), arguably no discussion of how identity is produced online can truly 

hope to be generalizable through data collection alone. It is this theoretical model that is aimed to be 

generalizable and applicable to how we interact with and through social media; the data provided as 

such aim to present unique and interesting iterations of closure, and of interactions with and through 

technologies, by which we can aim to understand how identity is emergent through the enmeshing of 

design, technology, and user.  
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!ǎ .ǊƻŎƪƛ ŀƴŘ ²ŜŀǊŘŜƴ όнллсύ Ǉƻƛƴǘ ƻǳǘ ƛƴ ǊŜƎŀǊŘǎ ǘƻ Lt! ƛƴǎǇƛǊŜŘ ǊŜǎŜŀǊŎƘΣ άŎƻƴŎƭǳǎƛƻƴǎ ŘǊŀǿƴ ŀǊŜ ǘƘǳǎ 

specific to that ǇŀǊǘƛŎǳƭŀǊ ƎǊƻǳǇ ŀƴŘ ƎŜƴŜǊŀƭƛǎŀǘƛƻƴǎ ǎƘƻǳƭŘ ōŜ ŀǇǇǊƻŀŎƘŜŘ ǿƛǘƘ Ŏŀǳǘƛƻƴέ ό.ǊƻŎƪƛ ϧ 

Warden, 2006, 24). Duncan et al., (2001) similarly suggest that such an approach cannot claim to aim for 

generalisability, but that data should provide insights into the topic at hand. This is confirmed by both 

Touroni and Coyle (2002), who argue that IPA inspired qualitative research should aim to advance 

knowledge through a series of small-scale projects, and Turner et al., (2002) who suggest that these 

methodologies achieve deep and specific knowledge. Similarly, Smith (1999) argues that: 

άŦǊƻƳ ŀƴ ƛŘƛƻƎǊŀǇƘƛŎ ǇŜǊǎǇŜŎǘƛǾŜΣ ƛǘ ƛǎ ƛƳǇƻǊǘŀƴǘ ǘƻ ŦƛƴŘ ƭŜǾŜƭǎ ƻŦ ŀƴŀƭȅǎƛǎ ǿƘƛŎƘ ŜƴŀōƭŜ ǳǎ ǘƻ ǎŜŜ 

patterns across case studies while still recognising the particularities of the individual lives from 

ǿƘƛŎƘ ǘƘƻǎŜ ǇŀǘǘŜǊƴǎ ŜƳŜǊƎŜέ (Smith, 1999, 424). 

As such, this thesis will practically balance a discussion of individual cases, and a comparison of 

emergent themes amongst participants, with an approach that aims to present a theoretical frame 

through which we can consider the manner in which identity performances emerge.  

 

Participants were ŎƘƻǎŜƴ Ǿƛŀ ǘƘŜ ΨǎƴƻǿōŀƭƭƛƴƎΩ ƳŜǘƘƻŘ όwŀǘƴŜǊΣ нллнύΣ ǿƛǘƘ ǘƘŜ ƛƴƛǘƛŀƭ ǘǿƻ ǇŀǊǘƛŎƛǇŀƴǘǎΣ 

chosen from known contacts, suggesting other suitable participants and so on. This provided several 

potential participants from which I selected the ten participants that I invited to participate in the final 

study. This process also allowed me to find participants who interact with each other, helping further my 

analysis of social performances and interactions as we discussed interaction with other participants 

when possible.  

 

Five rounds of 30 minute to 1 hour interviews were conducted with the participants over a one-year 

period with the aim of producing 50 interviews. This time frame allowed me to observe new information 

every session and track the types of actions and sites the participants were using (Scollon & Scollon, 
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2004). The data was collected via written notes and recorded interviews with the participants (Smith & 

Osborn, 2015). This period was chosen as it allowed for the potential development of new modes, use of 

changing technology, and the use of different platforms. It was also chosen for practical reasons to allow 

suitable writing up and analysis prior to submission, allowing enough time to begin initial coding and to 

gain the feedback of the participants in regards to the coding before finally writing up the thesis. As 

such, interviews were conducted from Summer 2014 to Summer 2015.  

 

4.3. Interviews. 
 

 

 

Social research is based on the study of experience (Calndinin & Connelly 1994), which is best viewed by 

ŀƴŀƭȅǎƛƴƎ ŀ ǇŀǊǘƛŎƛǇŀƴǘΩǎ ƛƴǘŜǊǇǊŜǘŀǘƛƻƴ ƻŦ ǘƘŜƛǊ ŜȄǇŜǊƛŜƴŎŜΦ LƴǘŜǊǾƛŜǿǎ ŎǊŜŀǘŜ ŀƴ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ǿƘŀǘ 

is important to the participant and how they feel they present themselves and interact. In terms of 

composing a suitable approach towards an interview process that is aimed at understanding the 

opinions, ideas, and experiences of the participants, Smith and Osborn (2015) suggest an IPA inspired 

approaŎƘ ǎƘƻǳƭŘ Ŝƴǘŀƛƭ ǘƘŜ ǊŜǎŜŀǊŎƘŜǊ ŀŘƻǇǘƛƴƎ ǘƘŜ Ǉƻǎƛǘƛƻƴ ƻŦ άŀ ŎǳǊƛƻǳǎ ŀƴŘ ŀǘǘŜƴǘƛǾŜ ōǳǘ ΨƴŀƛǾŜΩ 

ƭƛǎǘŜƴŜǊ ŀǎ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘ ǳƴŦƻƭŘǎ ǘƘŜƛǊ ǎǘƻǊȅ ƛƴ ǘƘŜƛǊ ƻǿƴ ǘŜǊƳǎέ ό{ƳƛǘƘ ϧ hǎōƻǊƴΣ нлмрΣ нфύΦ {ǳŎƘ ŀƴ 

approach is designed to allow the participant to explain and detail their understanding of the situation 

fully, and to probe their understanding of the situation. As such, and given the need to adapt the 

process potentially for each participant as they may experience and understand the phenomenon 

differently, Smith and Osborn (2015) recommend the use of semi-structured interviews when 

approaching such research. The process of semi-structured interviews has been shown to produce rich 

data (Stirling & Schulz, 2011), providing insight into the meanings and experiences of the participants 

(Al-Saggaf & Williamson, 2004). Smith and Osborn (2015) suggest as such that: 
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άǘƘƛǎ ŦƻǊƳ ƻŦ ƛƴǘŜǊǾƛŜǿƛƴƎ ŀƭƭƻǿǎ ǘƘŜ ǊŜǎŜŀǊŎƘŜǊ ŀƴŘ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘ ǘƻ ŜƴƎŀƎŜ ƛƴ ŀ ŘƛŀƭƻƎǳŜ 

whereby initial questions are modified in the light of the partƛŎƛǇŀƴǘΩǎ ǊŜǎǇƻƴǎŜǎΣ ŀƴŘ ǘƘŜ 

ƛƴǾŜǎǘƛƎŀǘƻǊ ƛǎ ŀōƭŜ ǘƻ ǇǊƻōŜ ƛƴǘŜǊŜǎǘƛƴƎ ŀƴŘ ƛƳǇƻǊǘŀƴǘ ŀǊŜŀǎ ǿƘƛŎƘ ŀǊƛǎŜέ (Smith & Osborn, 

2015, 29-30). 

 

This presents a particularly useful approach when considering and unpacking the understanding of the 

participants as it allows the researcher to be responsive and adaptive to the particular participant and 

their particular understanding of the phenomena. Structured interviews nonetheless present 

advantages that should be considered when approaching a methodology, in particular allowing for pre-

coded responses and a greater control over responses in line with the research aims and the required 

data. However, as this research is concerned with understanding the ideas, thought and perspectives of 

the participants across a wide range of undetermined social media, structured interviews did not 

present a usable approach. As such the approach was adaptive to the participants and their specific 

manifestations of identity, taking into account the specific realities of the platforms they use, the 

technology they use to access them, and the specific iterations of identity that emerge through closure. 

 

Similarly, as Smith and Osborn (2015) note, more structured interviews can restrict what is discussed 

and are not adaptive or responsive to the needs of the participants.  Structured interviews may result in 

topics only being covered that the interviewer deems important, meaning they potentially miss aspects 

that the participant finds important. Smith and Osborn (2015) further highlight that with structured 

ƛƴǘŜǊǾƛŜǿǎ άǘƘŜ ƛƴǘŜǊǾƛŜǿ Ƴŀȅ ǿŜƭƭ Ƴƛǎǎ ƻǳǘ ƻƴ ŀ ƴƻǾŜƭ ŀǎǇŜŎǘ ƻŦ ǘƘŜ ǎǳōƧŜŎǘΣ ŀƴ ŀǊŜŀ ŎƻƴǎƛŘŜǊŜŘ 

ƛƳǇƻǊǘŀƴǘ ōȅ ǘƘŜ ǊŜǎǇƻƴŘŜƴǘ ōǳǘ ƴƻǘ ǇǊŜŘƛŎǘŜŘ ōȅ ǘƘŜ ƛƴǾŜǎǘƛƎŀǘƻǊέ ό{ƳƛǘƘ ϧ hǎōƻǊƴΣ нлмрΣ олύΦ ! ƭŜǎǎ 

restrictive environment such as that presented through semi-structured adaptive interviews allows the 

researcher to maintain some control, but affords them the ability to explore concepts important to the 
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participant, moving into new and unexpected areas and topics. Indeed, as the participants had largely 

varying experiences and realities in their use of social media and technology, ranging from joint family 

computers to smart watches, and from Facebook to dedicated fan forums, blanket uniform questions 

would not have been suitable and may have led to a number of questions that would not be suitable for 

ŜǾŜǊȅ ǇŀǊǘƛŎƛǇŀƴǘΩǎ ǎƛǘǳŀǘƛƻƴΦ wŜǎŜŀǊŎƘ ŎƻƴŘǳŎǘŜŘ ǿƛǘƘ ŀƴ Lt! ŀǇǇǊƻŀŎƘ ŀƭƭƻǿǎ ŦƻǊ ǎŜƳƛ-structured 

interviews to be responsive to each given situation, and creates a largely collaborative process with the 

participant (Brocki & Wearden, 2006) which importantly emphasises and positions the participants as 

άǘƘŜ ǇǊƛƳŀǊȅ ŜȄǇŜŎǘǎέ ό!ƭŜȄŀƴŘŜǊ ϧ /ƭŀǊŜΣ нллпΣ унύ ƻŦ ǘƘŜ ǎƛǘǳŀǘƛƻƴ ǿƘƛŎƘ ǘƘŜȅ ŀǊŜ ŘƛǎŎǳǎǎƛƴƎΦ !ǎ ǎǳŎƘΣ 

their perspective is vital to understanding the phenomena.  

 

A looser approach allows the researcher to also respond to ambiguity and unravel complexity within the 

responses of the participant (Morgan & Hansen, 2007; Rainer & Cropley, 2015; Sloan, 2010; Smith & 

Osborn, 2015).  This is particularly useful as this project decided not to define social media for the 

participants but to let them explore exactly what social media meant to and for them. As Tracy (2013) 

notes, when used appropriately, interviews are able to provide research participants with an 

ƻǇǇƻǊǘǳƴƛǘȅ ǘƻ ŘƛǎŎǳǎǎ άǘƘŜƛǊ ƻǇƛƴƛƻƴΣ ƳƻǘƛǾŀǘƛƻƴΣ ŀƴŘ ŜȄǇŜǊƛŜƴŎŜǎΧƻǊ ǊŀǘƛƻƴŀƭŜǎΣ ŜȄǇƭŀƴŀǘƛƻƴǎΣ ŀƴŘ 

ƧǳǎǘƛŦƛŎŀǘƛƻƴǎ ŦƻǊ ǘƘŜƛǊ ŀŎǘƛƻƴǎ ŀƴŘ ǘƘŜƛǊ ƻǇƛƴƛƻƴǎέ ό¢ǊŀŎȅΣ нлмоΣ монύΦ {ŜƳƛ-structured interviews were 

therefore deemed useful for the aims of this project, in line with the research questions, to understand 

the ideas, thoughts, and definitions of social media from the participants, and to meaningfully unpack 

their experiences with these platforms. 

 

In terms of the practical format and feel of the interview, Smith and Osborn (2015) note that 

interviewers guided by IPA should attempt to encourage the participant to talk about the topic at hand 

άǿƛǘƘ ŀǎ ƭƛǘǘƭŜ ǇǊƻƳǇǘƛƴƎ ŦǊƻƳ ǘƘŜ ƛƴǘŜǊǾƛŜǿŜǊ ŀǎ ǇƻǎǎƛōƭŜέ ό{ƳƛǘƘ ϧ hǎōƻǊƴΣ нлмрΣ ооύΣ ƛƴ ƻǊŘŜǊ ǘƻ ŀƭƭƻǿ 
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the parǘƛŎƛǇŀƴǘ ǘƻ ƎǳƛŘŜ ǘƘŜ ƛƴǘŜǊǾƛŜǿΦ !ǎ ǎǳŎƘΣ {ƳƛǘƘ ŀƴŘ hǎōƻǊƴ ǇǊƻǇƻǎŜ ΨƎŜƴǘƭŜ ƴǳŘƎƛƴƎΩ ŦǊƻƳ ǘƘŜ 

interviewer to keep the topic on track. However, this is not always practical and possible in all cases, and 

some prompts will inevitably be needed to elicit responses from participants. Given this, constructed 

prompts may provide a useful tool for guiding the interviews, as well as for providing some help to the 

participant in answering the question (Brocki & Wearden, 2006; Pietkiewicz & Smith, 2014). Constructed 

prompts essentially provide some talking points for the key questions of the semi-structured interview, 

providing the researcher with a method to prompt further discussion or to draw discussion back to a 

relevant point if the topic has strayed too far (Brocki & Wearden, 2006). The suggested duration of IPA 

inspired interviews is around an hour (Pietkiewicz & Smith, 2014), though again this is largely dependent 

upon the participant, with interviews naturally differing from one another.  

 

In order to conduct a semi-structured interviews, Smith and Osborn propose starting with general 

questions, with possible prompts if the respondent has some difficulties or does not understand the 

ǉǳŜǎǘƛƻƴΦ ¢ƘŜȅ ǎǳƎƎŜǎǘ ǘƘŀǘ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘΩǎ ǊŜǎǇƻƴǎŜǎ ǘƻ ǘƘŜ ƛƴƛǘƛŀƭ ƻǇŜƴ ǉǳŜǎtions should guide the 

ŦƻǊƳŀǘƛƻƴ ƻŦ Ŧƻƭƭƻǿ ǳǇ ǉǳŜǎǘƛƻƴǎ ŀƴŘ ŘƛǎŎǳǎǎƛƻƴΣ ŦƻƭƭƻǿƛƴƎ ŀ ǇǊƻŎŜǎǎ ƻŦ ΨŦǳƴƴŜƭƭƛƴƎΩ ƛƴ ǿƘƛŎƘ ƳƻǊŜ 

ǎǇŜŎƛŦƛŎ ǘƻǇƛŎǎ ŀǊŜ ŘƛǎŎǳǎǎŜŘ ƛƴ ƭƛƴŜ ǿƛǘƘ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘΩǎ ƛƴƛǘƛŀƭ ǊŜǎǇƻƴǎŜǎΦ CǳƴƴŜƭƭƛƴƎ ŜǎǎŜƴǘƛŀƭƭȅ ŀƭƭƻǿǎ 

the discussion to become more and more specific as the interviews progress onwards (Flick, 2009), 

purposefully allowing for the specificity to grow out of the ǇŀǊǘƛŎƛǇŀƴǘǎΩ initial response to the question 

(Brocki & Wearden, 2006). As such, each session can choose to focus in on different areas. In this 

ƳŀƴƴŜǊΣ ǘƘŜ ƛƴǘŜǊǾƛŜǿǎ ŘǊŜǿ ƭƻƻǎŜƭȅ ŦǊƻƳ ǘƘŜ ŎƻƴŎŜǇǘ ƻŦ ΨƭƛƎƘǘƭȅ ǎǘǊǳŎǘǳǊŜŘ ŘŜǇǘƘ ƛƴǘŜǊǾƛŜǿǎΩ ό²ŜƴƎǊŀŦΣ 

2001), which suggests asking participants at the first round of interviews a general set of questions to 

then prompt new and unplanned questions that further explore and probe some of the avenues opened 

through the original responses. Such a method allows for an individual specific conversation to emerge 
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around the general subject area, an allows for a detailed and comprehensive aŎŎƻǳƴǘ ƻŦ ǘƘŜ ƛƴŘƛǾƛŘǳŀƭΩǎ 

experiences to emerge (Barriball & White, 1994).  

 

Further to this, semi-structured interviews allow for adaptation to the initial questions in a post-

interview reviews after the initial interviews with the first few participants to address any issues or 

noticeable problems that may have emerged, aiding any future interviews (Smith & Osborn, 2015; 

²ŜƴƎǊŀŦΣ нллмύΦ  Lƴ ŀ ǎƛƳƛƭŀǊ ƳŀƴƴŜǊΣ tƛŜǘƪƛŜǿƛŎȊ ŀƴŘ {ƳƛǘƘ όнлмпύ ǎǳƎƎŜǎǘ ǘƘŜ ǳǎŜ ƻŦ ŀ ΨǿŀǊƳ-ǳǇΩ 

discussion with participants prior to the main interview to get participants use to the interview situation 

and to elicit a comfortable environment for ongoing discussion. They also suggest approaching the 

interview as a conversation with the participants around the subject, and that the structured questions 

ǎƘƻǳƭŘ άŦŀŎƛƭƛǘŀǘŜ ŀ ƴŀǘǳǊŀƭ Ŧƭƻǿ ƻŦ ŎƻƴǾŜǊǎŀǘƛƻƴέ όtƛŜǘƪƛŜǿƛŎȊ ϧ {ƳƛǘƘΣ нлмпΣ млύΦ ¢Ƙƛǎ ǿŀǎ ǳǘƛƭƛǎŜŘ ƛƴ ǘƘŜ 

ƛƴǘŜǊǾƛŜǿǎ ŀƭƻƴƎ ǿƛǘƘ ŀ ŦǳƴƴŜƭƭƛƴƎ ǇǊƻŎŜǎǎ ǘƻ ƎǳƛŘŜ ǘƘŜ ŘƛǎŎǳǎǎƛƻƴ ǘƻǿŀǊŘǎ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ǎǇŜŎƛŦƛŎ 

identity performances and interactions with and through social media. As such, the interviews were 

ƭŀǊƎŜƭȅ ƎǳƛŘŜŘ ōȅ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ǊŜǎǇƻƴǎŜǎ ǘƻ ŜŀǊƭȅ ƻǇŜƴ ǉǳŜǎǘƛƻƴǎ ŀōƻǳǘ ǿƘƛŎƘ ǎƻŎƛŀƭ ƳŜŘƛŀ ǘƘŜȅ 

accessed and how they accessed this social media, so that each participant could play a role in shaping 

the interviews for their own specific needs. However, there were be some themes and methods utilised 

for all interviews, as detailed below. These were utilised partially to provide structure and a set of 

comparable answer, and partially to probe into some key aspects in regards to identity presentation 

online.  

 

Verbal Protocols. 
 

 

 

¢ƻ ǇǊƻǾƛŘŜ ŦǳǊǘƘŜǊ ǎǘǊǳŎǘǳǊŜΣ ǘƘŜ ŜŀǊƭȅ ǎŜǎǎƛƻƴǎ ŀƭǎƻ ƛƴŎƭǳŘŜŘ ΨǾŜǊōŀƭ ǇǊƻǘƻŎƻƭǎΩ ό¸ƻǳƴƎΣ нлмоύΣ ǿƘŜǊŜ 

each participant viewed some of their online profiles/social media platforms along with the researcher, 
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describing their key content, uses, features, and construction. This was done where possible in a space 

where the participant could access these profiles on the technologies they generally used to upkeep 

them. This also therefore provided a prompt for discussions about the use and merits of the 

technologies they utilised to access social media, allowing for a discussion of the role of technology in 

identity performances. The questions generally revolved around why and how the participants generally 

ǳǎŜŘ ǘƘŜǎŜ ǎƛǘŜǎΣ ŀǎ ǎǳƎƎŜǎǘŜŘ ōȅ ¸ƻǳƴƎ όнлмоύΦ ¢Ƙƛǎ ŀƭƭƻǿŜŘ ŦƻǊ ƛƴǎƛƎƘǘǎ ƛƴǘƻ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ǾƛŜǿǎ ƻŦ 

the important aspects of the social media platforms, and showed the meanings they attach to various 

aspects of the platforms through their interpretations, emphasises, and definitions. This allowed for an 

evaluation during the interview of which aspects of the site and of their online identity were important 

to them (Young, 2013), how much control they had over the identity performances, and how specific 

actions were amplified and/or reduced. It also allowed for consideration of findings that I had not noted, 

ƳŀƪƛƴƎ ǘƘŜ ǊŜǎŜŀǊŎƘ ǊƛŎƘ ŀƴŘ ǊŜŦƭŜŎǘƛǾŜ ǘƻ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ƛŘŜŀǎ όYǾŀƭŜΣ нллтύΦ ¢Ƙƛǎ ŀƭǎƻ ƘŜƭǇŜŘ ƳŜ 

consider strategies of resistance and possible methods of changing and challenging the suggested 

identities and methods of interaction. 

 

Film script analysis. 
 

 

 

Adding to verbal protocols (Young, 2013), further questions and techniques were utilised to allow for 

the exploration of identity performances during the semi-structured interviews. For example, discussion 

ƻŦ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ǘƘŜ ƴŀǘǳǊŜ ƻŦ ƛŘŜƴǘƛǘȅ ǇŜǊŦƻǊƳŀƴŎŜ ǿŜǊŜ ƛƴ ǇŀǊǘ ǇǊƻƳǇǘŜŘ ǘƘǊƻǳƎƘ 

asking participants to describe their profiles as if someone was making a film script from the information 

ƻƴ ǘƘŜƳ όwƻōŀǊŘǎ ϧ .ŜƴƴŜǘǘΣ нлммύΦ ¢Ƙƛǎ ΨŦƛƭƳ ǎŎǊƛǇǘ ŀƴŀƭȅǎƛǎΩ ŎƻƴǎƛǎǘŜŘ ƻŦ ŀǎƪƛƴƎ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎ ǘƻ 

describe the sort of film it would be, what would happen, and what people would say and think about 

them. This was a useful technique as it encouraged discussion of performance in a creative way that 
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saved face by de-personalising the question away from directly asking how the participants were 

ǇŜǊŦƻǊƳƛƴƎ όwƻōŀǊŘǎ ϧ .ŜƴƴŜǘǘΣ нлммύΦ ¢ƘŜ ΨŦƛƭƳ ǎŎǊƛǇǘ ŀƴŀƭȅǎƛǎΩ ŀǎ ǎǳŎƘ ǇǊƻǾƛŘŜŘ ƛƴǎƛƎƘǘǎ ƛƴǘƻ ǘƘŜ 

identities being performed, the audience that participants felt they were performing for, the modes of 

identity performance, and how successfully participants felt they were performing. The participants 

were ǇǊƻƳǇǘŜŘ ŘǳǊƛƴƎ ΨŦƛƭƳ ǎŎǊƛǇǘ ŀƴŀƭȅǎƛǎΩ ǘƻ ŦƻŎǳǎ ǳǇƻƴ ƛǎǎǳŜǎ ƻŦ ŎƻƴǘŜȄǘΣ ƳƻŘŀƭƛǘȅΣ ŀƴŘ ƛŘŜƴǘƛǘȅ 

performance (Robards & Bennett, 2011), to ensure that ideas about design and context specific 

iterations of identity could be unpacked.  

 

Given the focus upon unpacking and detailing the performative choices and how they might be 

ƛƴǘŜǊǇǊŜǘŜŘ ōȅ ŀƴ ŀǳŘƛŜƴŎŜΣ ΨŦƛƭƳ ǎŎǊƛǇǘ ŀƴŀƭȅǎƛǎΩ ǿŀǎ ǇŀǊǘƛŎǳƭŀǊƭȅ ǎǳƛǘŜŘ ǘƻ ǘƘŜ ǇŜǊŦƻǊƳŀǘƛǾŜ ƴŀǘǳǊŜ ƻŦ 

social media (boyd, 2011). This process helped with the consideration of Comic Book Theory, as through 

a discussion of an ongoing plot that could be constructed from the information, participants were asked 

to actively and purposefully consider the narrative flow of their profiles. By exploring this process, I 

aimed to actively unpack the nature of the closure committed and how much this was affected by 

ŘŜǎƛƎƴΦ ¢ƘŜ ΨŦƛƭƳ ǎŎǊƛǇǘ ŀƴŀƭȅǎƛǎΩ ŀƭƭƻǿŜŘ ŦƻǊ ŀ ƭƻƻƪ ŀǘ Ƙƻǿ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎ ǾƛŜǿŜŘ ǘƘŜƛǊ ǊƻƭŜ ŀǎ ŀ ǳǎŜǊ ƛƴ 

this interactive media form, and how they viewed the technology, the design, and the media form in the 

creation of a narrative performance and construction. The findings from these various methods helped 

provide an in-depth and measured consideration of how a materially heterogeneous, platform specific 

identity is emergent and how it is maintained through specific actants interacting with each other.  

 

Interviews were conducted in a suitable area in which the participant felt comfortable (Warren, 2002), 

often in an agreed public location, or in the house of the participant. As Edwards and Holland (2013) 

attest, and indeed as the theoretical frame drawing upon the importance of location would highlight, 

the micro-geographies of the interview environment may well effect how we act and interact in 
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interviews. As such, this project aimed to provide participants with a safe and comfortable environment 

in the hope that it may make them feel more comfortable in contributing their thoughts and ideas 

(Warren, 2002).  I introduced myself to the participants earlier than the start date of research to ease 

Ƴȅ ǇǊŜǎŜƴŎŜ ŀǎ ŀ ǊŜǎŜŀǊŎƘŜǊ ŀƴŘ ǘƻ ŀǘǘŜƳǇǘ ǘƻ ƭŜǎǎŜƴ ŀƴȅ ƳƛǘƛƎŀǘƛƴƎ ǇƻǘŜƴǘƛŀƭ ΨƻōǎŜǊǾŜǊ ŜŦŦŜŎǘΩ 

(Monahan & Fisher, 2010). By making the participants feel at ease with my presence as a researcher I 

aimed to produce useful data that was not diminished by my presence (Speer & Hutchby, 2003). Each 

participant was interviewed in person 5 times in an informal and semi-structured manner with 

interviews recorded to create flowing conversation and allow responses to events and answers arising 

during the interviews (Speer & Hutchby, 2003). 

 

4.4. Observations. 
 

 

 

Originally, this project aimed to conduct dedicated observation sessions alongside the interviews, during 

which it was hoped that the participants could be observed using their social media on the technology 

they normally accessed it on. This was done so as to view their interaction with technologies and to 

allow the participant to demonstrate their typical use of a range of social media. This was partially 

chosen for ethical reasons as well, as I would not be a participant on the sites viewing all their content, 

but instead would afford agency and choice to the participants in what they showed to me. This would 

allow me to observe what they thought was important, interesting, and useful for the discussions 

elicited through the interviews.  

 

Unfortunately, after the first few interviews it became quickly apparent that observation sessions would 

be largely untenable, and would not be collecting useful or natural data. This was for several reasons. 

Firstly, the technology used to access the social media was often, though not always, in the form of a 
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personal mobile phone. This meant that to observe their use of social media, the observer would have 

to practically be uncomfortably close to the interviewer. This would potentially increase the observer 

effect (Krueger et al., 1996; Nadelhoffer & Feltz, 2008) leading to unnatural and largely staged uses of 

social media.  

 

Secondly, and perhaps more importantly for the findings of this research, many of the participants 

suggested that long dedicated social media sessions did not represent their browsing and viewing habits 

with social media. Routine activity is important to observe when considering identity, use of interactive 

features, and social interaction. ObǎŜǊǾƛƴƎ ǊƻǳǘƛƴŜǎ ƘŜƭǇǎ ŀǾƻƛŘ ŎǊŜŀǘƛƴƎ ǎƪŜǿŜŘ Řŀǘŀ ǘƘŀǘ ƛǎƴΩǘ ǘǊǳƭȅ 

representative of the culture and also allows for an understanding of how the spaces are fully utilised, as 

well as how identity is portrayed and expressed through multiple modes (Bernard, 1998). It was hoped 

that observations of the participantsΩ uses of social media would allow me to see what aspects of the 

site were most used and how the sites were routinely accessed (Scollon & Scollon, 2004). In order to 

attempt to view this, I asked the participants to talk about and show me their daily routines on social 

media whilst I sat and observed them. However, it became quickly apparent that the participants tended 

to not view social media in this manner, instead viewing social media several times a day in short burst, 

not for long, dedicated sessions. It was noted that the participants chose to quickly browse feeds and 

check update in their spare time. This often amounted to a quick cursory check of one or several of their 

social media applications on their phone, not, as originally conceived, longer sessions of browsing and 

interacting. This meant that practically observing their daily routines was largely untenable as their 

routines were sporadic and intermittent.  

 

Though this created some problems with the original designed and proposed methodology, this 

research suggests that this is useful information for future researchers, as it is worth accounting for and 
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ŎƻƴǎƛŘŜǊƛƴƎ ǘƘŜ ǊƻƭŜ ƻŦ ǎƻŎƛŀƭ ƳŜŘƛŀ ƛƴ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ everyday lives. In this case, the role was one of 

occasional checking and browsing, with updates posted at chosen moments. The participants and their 

uses of social media were not, as originally conceived for this research, and as aimed for with Kozinets 

(2010) proposal of ideal participants for digital research, users who produced a lot of content and were 

constant and active users. Instead of producing a lot of content, which Bright et al (2014) suggest is a-

typical of the majority of users, the participants produced a lot of data in the form of discussion about 

their use of social media and their habits. Users were not constantly on social media in a traditionally-

conceived active and participatory manner, but were nonetheless utilising social media in a noteworthy 

and interesting manner. 

 

Given the emergence of untenable observation sessions, a question was worked into the subsequent 

semi-structured interviews to discuss how the participants used social media normally in their daily life 

so that we could begin to unpack their average use and interaction with technology, and how they 

positioned themselves as users of social media. A short and more interview-grounded staged version of 

ǘƘŜǎŜ ƻōǎŜǊǾŀǘƛƻƴǎ ǿŜǊŜ ŀƭǎƻ ǿƻǊƪŜŘ ƛƴǘƻ ǘƘŜ ƛƴǘŜǊǾƛŜǿǎ ƛƴ ǘƘŜ ŦƻǊƳ ƻŦ ΨǾŜǊōŀƭ ǇǊƻǘƻŎƻƭǎΩ ό¸ƻǳƴƎΣ нлм3) 

in which the participants walked through some of their social media accounts, highlighting which 

aspects were important to them. This helped guide the discussions of the interviews, and helped 

highlight any discrepancies in my assumptions about the partƛŎƛǇŀƴǘΩǎ ǳǎŜ ƻŦ ǎƻŎƛŀƭ ƳŜŘƛŀ ό5Ŝǿŀƭǘ ϧ 

Dewalt, 2002), as well as adding the views of participants as experts in the field (Smith, 1999). The 

openly staged interview-based observations also allowed me to probe further into themes in later 

interviews that arose from these discussions (Flick, 2009; Wengraf, 2001), helping create a considered 

formulation of interview questions, and allowing the interviews to be shaped by the actions and 

interactions of the individual participants. This therefore further helped create interviews that were 
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responsive to the participants and allowed for useful and deeper discussion of the mediation, actions, 

and interactions observed (Kvale, 2007), in line with the adopted ethos of IPA (Smith & Osborn, 2015).  

 

4.5. Data Analysis. 
 

 

One of the larger issues that can be raised through an IPA approach is the notion that what is being 

ǊŜŎƻǊŘŜŘ ƛǎ ƛƴ ŜǎǎŜƴŎŜ ǘƘŜ ǊŜǎŜŀǊŎƘŜǊΩǎ ƻǇƛƴƛƻƴ ƻŦ ŀƴ ƛǎǎǳŜΣ ƻƴƭȅ ƻƴŜ ǎǘŜǇ ǊŜƳƻǾŜŘΦ Lƴ ƻǘƘŜǊ words, 

there ƛǎ ŀ ŘŀƴƎŜǊ ƻŦ ŀ ΨŘƻǳōƭŜ ƘŜǊƳŜƴŜǳǘƛŎΩ ŀǇǇǊƻŀŎƘ (Keith, 1992; Packer & Addison, 1989) in that the 

researcher is twice removed from the issue, trying to make sense of the participant trying to make sense 

of the world. Nonetheless Smith and Osborn (2015) suggest that an IPA inspired approach should 

conceǊƴ ƛǘǎŜƭŦ ǿƛǘƘ ŀǘǘŜƳǇǘƛƴƎ ǘƻ ǳƴŘŜǊǎǘŀƴŘ ŀƴŘ ƎƛǾŜ ŀ ŦŀƛǊ ǊŜǇǊŜǎŜƴǘŀǘƛƻƴ ƻŦ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘΩǎ ǾƛŜǿ ƻŦ 

the world.  

 

Lƴ ƻǊŘŜǊ ǘƻ Řƻ ǘƘƛǎΣ ŀƴŀƭȅǎƛǎ ǿŀǎ ōŀǎŜŘ ŀǊƻǳƴŘ ŀǘǘŜƳǇǘƛƴƎ άǘƻ ƳŀƪŜ ǎŜƴǎŜ ƻŦ ǿƘŀǘ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘ Ƙŀǎ 

experienced and this analysis must always ōŜ ƎǊƻǳƴŘŜŘ ƛƴ ǘƘŜ ŀŎǘǳŀƭ ǿƻǊŘǎ ƻŦ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎέ ό{ƳƛǘƘ ϧ 

hǎōƻǊƴΣ нлмрΣ нфύΦ IƻǿŜǾŜǊΣ {ƳƛǘƘ ŀƴŘ hǎōƻǊƴ ŀƭǎƻ ƘƛƎƘƭƛƎƘǘ ǘƘŀǘ ŀƴŀƭȅǎƛǎ ǿƛƭƭ ƛƴŜǾƛǘŀōƭȅ άōŜ ƛƴŦƻǊƳŜŘ 

ōȅ ƻƴŜΩǎ ƻǿƴ ǇŜǊǎƻƴŀƭ ƛƴǘŜǊŜǎǘǎ ŀƴŘ ŜȄǇŜǊǘƛǎŜ ǿƘƛŎƘ ŀǊŜ ōƻǳƎƘǘ ǘƻ ǘƘŜ ǊŜŀŘƛƴƎ ƻŦ ǘƘŜ ǘŜȄǘέ (Smith & 

Osborn, 2015, 29). Given that coding and analysing interviews relied upon interpreting the words and 

ideas of the participants, it was decided that in order to attempt to remove of as much of my own voice 

as a researcher as possible whilst still describing and analysing the interview, follow up interviews with 

the participants would be conducted to check and verify my coding, and ask for their input and critical 

thoughts towards my interpretation of their ideas (Pierre & Jackson, 2014; Trochim, 2006). 
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In terms of other metrics of reliability such as validity and reliability (Brinkmann, 2014), this research 

potentially faces some weaknesses as the repeatability of the findings is largely questionable. Indeed, 

this is a common issue taken up against IPA inspired research (Golsworthy & Coyle, 2001). However, this 

research is attempting to capture a moment in time, not a repeatable finding. Indeed, it could be argued 

that all social media research is largely temporally bound, as highlighted in the discussions of the 

definition of social media in the literature review. social media evolves and changes at an often quick 

and unpredictable pace, with new affordances and designs added frequently, and with new technologies 

to access these platforms on. Slight changes such as the addition of GPS technology (Erikson, 2010; 

Saker, 2016) can change how we act and interact online in manifold unforeseen manners.  Indeed, if we 

adopt a Goffman (1959) inspired approach, identity too is a changeable and variable concept that is 

purposefully adaptive and flexible, bound to a particular moment and place whilst drawing upon larger 

socio-cultural expectations. As laid out in the theory section, identity is largely contextual, born of 

specific contexts and specific moments in time where specific aspects are drawn upon and utilised to 

perform identity. Therefore, it is through the process of coding and analysis that this thesis aims to 

ǳƴǇŀŎƪ ŀƴŘ ǳƴŘŜǊǎǘŀƴŘ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ǎǳōƧŜŎǘƛǾŜ ǊŜǇƻǊǘǎ ƛƴ ƻǊŘŜǊ ǘƻ ǘŜǎǘ ŀƴŘ ǎǘǊŜƴƎǘƘŜƴ ǘƘe 

ǘƘŜƻǊŜǘƛŎŀƭ ŦǊŀƳŜǿƻǊƪ ŘŜǘŀƛƭŜŘ ƛƴ ǘƘŜ ƭŀǎǘ ŎƘŀǇǘŜǊΣ ŀƴŘ ǘƻ ǇǊƻǾƛŘŜ ƛƴǎƛƎƘǘǎ ƛƴǘƻ Ƙƻǿ ȅƻǳƴƎ ǇŜƻǇƭŜΩǎ 

identity performances online are emerging through their interactions and negotiations with specific 

iterations of socio-cultural influences, technology, and platform design. As such, an IPA-inspired 

approach cannot aim for objective accounts of the situation (Flowers et al., 1999) but must aim for a 

subjective report on the situation (Smith, 1999). Similarly, any narratives recorded are very much bound 

to tƘŀǘ ƳƻƳŜƴǘ ƛƴ ǘƛƳŜΦ !ǎ ¢ǊƻŎƘƛƳ όнллсύ ƘƛƎƘƭƛƎƘǘǎΣ άƛŦ ǿŜ ŀǊŜ ƳŜŀǎǳǊƛƴƎ ǘǿƛŎŜΣ ǿŜ ŀǊŜ ƳŜŀǎǳǊƛƴƎ ǘǿƻ 

ŘƛŦŦŜǊŜƴǘ ǘƘƛƴƎǎέ ό¢ǊƻŎƘƛƳΣ нллсΣ нύΦ   
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Axial Coding. 
 

 

Brocki and Warden (2006) in regards to IPA inspired analysis, note that άanalysis requires close 

interaction between analyst and text: the analyst seeks to comprehend the presented account whilst 

ŎƻƴŎǳǊǊŜƴǘƭȅ ƳŀƪƛƴƎ ǳǎŜ ƻŦ Ƙƛǎ ƻǊ ƘŜǊ ƻǿƴ ΨƛƴǘŜǊǇǊŜǘŀǘƛǾŜ ǊŜǎƻǳǊŎŜǎέ (Brocki & Wearden, 2006, 27). 

Whilst there is no specific method of analysis suggested in the literature on IPA inspired approaches, a 

commonly used method is through the use of axial coding (Alexander & Clare, 2004; Osborn & Smith, 

2015; Touroni & Coyle, 2002). 

 

!Ȅƛŀƭ ŎƻŘƛƴƎ ƛǎ ŘŜŦƛƴŜŘ ōȅ /ƻǊōƛƴ ŀƴŘ {ǘǊŀǳǎǎ όнллуύ ŀǎ άŀ ǎŜǘ ƻŦ ǇǊƻŎŜŘǳǊŜǎ ǿƘŜǊŜōy data are put back 

ǘƻƎŜǘƘŜǊ ƛƴ ƴŜǿ ǿŀȅǎ ŀŦǘŜǊ ƻǇŜƴ ŎƻŘƛƴƎΣ ōȅ ƳŀƪƛƴƎ ŎƻƴƴŜŎǘƛƻƴǎ ōŜǘǿŜŜƴ ŎŀǘŜƎƻǊƛŜǎέ ό/ƻǊōƛƴ ϧ {ǘǊŀǳǎǎΣ 

2008, 96). Axial coding essentially comprises of breaking the interviews down into emergent themes and 

issues from a close reading of the interviews, before putting these categories back together to make 

ŎƻƴƴŜŎǘƛƻƴǎ ōŜǘǿŜŜƴ ǘƘŜ ŎŀǘŜƎƻǊƛŜǎΣ ƛƴ ŜǎǎŜƴŎŜ ŀƭƭƻǿƛƴƎ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘΩǎ ǾƻƛŎŜ ŀƴŘ ƛŘŜŀǎ ǘƻ emerge 

into common themes (Boeije, 2002). The key aspect of axial coding then is the re-organisation of coded 

data into larger emergent themes, creating groupings of data that are conceptually similar (Saldana, 

нлмоύΦ hƴŎŜ ƛƴŘƛǾƛŘǳŀƭ ǘƘŜƳŜǎ ƘŀǾŜ ōŜŜƴ ŜȄǘǊŀŎǘŜŘ ōȅ ǘƘŜ ǊŜǎŜŀǊŎƘŜǊΣ CŀŘŜ όнллпύ ǎǳƎƎŜǎǘǎ ǘƘŀǘ άǘƘŜ 

next stage is to look for connections between the themes in order to cluster them together in a 

ƳŜŀƴƛƴƎŦǳƭ ǿŀȅέ όCŀŘŜΣ нллпΣ спфύΣ ƛƴ ŜǎǎŜƴŎŜΣ ŎƻƳǇƛƭƛƴƎ ƭŀǊƎŜǊ ŜƳŜǊƎŜƴǘ ƻǾŜǊ-arching themes in each 

case. Smith and hǎōƻǊƴ όнллпύ ǎǳƎƎŜǎǘ ǘƘŀǘ ǘƘŜ ōŜǎǘ ŀǇǇǊƻŀŎƘ ƛǎ ǘƻ ŜǎǘŀōƭƛǎƘ ŀƴŘ ƭƻƻƪ άŦƻǊ ǇŀǘǘŜǊƴs 

ōŜǘǿŜŜƴ ŎŀǎŜǎ ǿƛǘƘ ǘƘŜ ŀƛƳ ƻŦ ŜǎǘŀōƭƛǎƘƛƴƎ ǘƘŜ ƳŀǎǘŜǊ ǘƘŜƳŜǎ ŦƻǊ ǘƘŜ ƎǊƻǳǇ ŀǎ ŀ ǿƘƻƭŜέ ό{ƳƛǘƘ ϧ 

Osborn, 2004, 234). As such, Smith and Osborn (2004) suggests that this stage of creating larger 

emergent themes out of each case should aim to provide an attŜƳǇǘ άǘƻ ŦƻǊƎŜ ŎƻƴƴŜŎǘƛƻƴǎ ōŜǘǿŜŜƴ 

ǘƘŜǎŜ ǘƘŜƳŜǎ ŀƴŘ ŜǎǘŀōƭƛǎƘ ǎǳǇŜǊƻǊŘƛƴŀǘŜ ǘƘŜƳŜǎ ŦƻǊ ǘƘŜ ŎŀǎŜέ ό{ƳƛǘƘ ϧ hǎōƻǊƴΣ нллпΣ нопύΦ ¢Ƙƛǎ 

approach to coding as such has been utilised effectively by IPA inspired researchers as a manner to both 
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detail the participaƴǘǎΩ ǘƘƻǳƎƘǘǎ ŀƴŘ ƛŘŜŀǎ ƻƴ ǇƘŜƴƻƳŜƴŀ ŀƴŘ ƛƳǇƻǊǘŀƴǘƭȅ ǘƻ ǇǊƻǾƛŘŜ ŘŜŜǇŜǊ ŀƴŀƭȅǎƛǎ ƻŦ 

comparisons and ideas emerging between participants in line with reviews and analysis of extant 

literature and wider theoretical grounding (Collins & Nicolson, 2002; Smith, 1999; Turner et al., 2002).  

 

As mentioned above, to help improve validity and accuracy of reporting in regards to an accurate 

ǇǊŜǎŜƴǘŀǘƛƻƴ ƻŦ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ǘƘƻǳƎƘǘs on the phenomena in question, once the original thematic 

coding was established for each case, the coding was verified, confirmed, and checked with the 

participant to see if the interpretation of their ideas and thoughts were accurate and representative 

(Pierre & Jackson, 2014; Trochim, 2006). In terms of practicality, it is suggested that IPA research should 

take care in the production of themes to ensure that they are reflective of the transcripts and the ideas 

of the participants, particularly noting that themes should not be selected only on the basis of the 

prevalence alone (Brocki & WaǊŘŜƴΣ нллсύΦ LƴǎǘŜŀŘ ǘƘŜ ǘƘŜƳŜ ǎŜƭŜŎǘƛƻƴ ǎƘƻǳƭŘ ŀƭǎƻ ŎƻƴǎƛŘŜǊ άǘƘŜ 

ƳŀƴƴŜǊ ƛƴ ǿƘƛŎƘ ǘƘŜ ǘƘŜƳŜ ŀǎǎƛǎǘǎ ƛƴ ǘƘŜ ŜȄǇƭŀƴŀǘƛƻƴ ƻŦ ƻǘƘŜǊ ŀǎǇŜŎǘǎ ƻŦ ǘƘŜ ŀŎŎƻǳƴǘέ ό.ǊƻŎƪƛ ϧ 

Warden, 2006, 29). As such, researchers should attempt to remove bias as much as possible in the 

selection of themes for analysis (Collins & Nicolson, 2002; Smith et al., 1999). A number of IPA inspired 

approaches (Flowers et al., 1997; Kumar et al., 2012) suggest that this should be reflected in the 

presentation of data, with verbatim extracts of ǘǊŀƴǎŎǊƛǇǘǎ ǇǊƻǾƛŘƛƴƎ ŀ άƎǊƻǳƴŘƛƴƎ ƛƴ ŜȄŀƳǇƭŜǎέ ό9ƭƭƛƻǘǘ 

et al., 1999, 30). Nonetheless the axial coding process involves some amount of input from the 

researcher to identify and draw out emergent thematic ideas and concepts. Therefore, compared to 

other coding methods such as open or selective coding which present coding as discrete categories, axial 

coding actively embraces the role of the researcher in the interpretation of the data, allowing the 

researcher to play an active role in (re)presenting larger emergent themes that speak to the extant 

literature and theoretical frame. Whilst this can be seen as problematic as it involves a lot of researcher 

interpretation (Kendall, 1999), axial coding does not shy away from acknowledging and openly admitting 
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the role of the researcher in the interpretation process which is largely present in other coding methods. 

Instead, axial coding actively acknowledges that the researcher is required to interpret data in some 

manner. As such, axial coding positions the researcher as the expert in the field, and allows them to use 

their expertise, knowledge of the field, and theoretical ideas and positioning to draw out larger relevant 

themes in order to speak to larger points and ideas. Nonetheless, axial coding should attempt to 

accurately reflect and represent the ideas and thoughts of the participants (Smith & Osborn, 2015).  

 

In order to confirm the validity of the coding, follow-up interviews with the participants were utilised 

after initial coding in which we discussed my coding, examining if it was an accurate representation of 

ǘƘŜƛǊ ǘƘƻǳƎƘǘǎ ŀƴŘ ƛŘŜŀǎΦ ¢Ƙƛǎ ƛǎ ƪƴƻǿƴ ŀǎ ΨƳŜƳōŜǊ ǾŀƭƛŘŀǘƛƻƴΩΣ ƛƴ ǿƘƛŎƘ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎ ŀǊŜ ŀǎƪŜŘ ǘƻ 

ŎǊƛǘƛŎŀƭƭȅ ŀǎǎŜǎǎ ǘƘŜ ǊŜǎŜŀǊŎƘŜǊΩǎ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ŀƴŘ ŎƻŘƛƴƎ ƻŦ ǘƘŜƛǊ ƛŘŜŀǎ ŀƴŘ ǘƘƻǳƎƘǘǎ ό{Ŝŀƭe, 1999). 

Similar approaches to validation have been utilised in other IPA inspired research and have provided a 

ƳƻǊŜ ŀŎŎǳǊŀǘŜ ǊŜŀŘƛƴƎ ŀƴŘ ǊŜǇǊŜǎŜƴǘŀǘƛƻƴ ƻŦ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘΩǎ ƛŘŜŀǎ ŀƴŘ ǘƘƻǳƎƘǘǎ ό!ƭŜȄŀƴŘŜǊ ϧ /ƭŀǊŜΣ 

2004; Osborn & Smith, 2015; Touroni & CoylŜΣ нллнύΦ ¢ƘŜ ŀƛƳ ƛǎ ƴƻǘ ǘƘŜǊŜŦƻǊŜ ǘƻ ǇǊƻǾƛŘŜ ŀ άǎƛƴƎǳƭŀǊ ǘǊǳŜ 

ŀŎŎƻǳƴǘέ όhǎōƻǊƴ ϧ {ƳƛǘƘΣ нлмрΣ сфύΣ ōǳǘ άǘƻ ŜƴǎǳǊŜ ǘƘŜ ŎǊŜŘƛōƛƭƛǘȅ ƻŦ ǘƘŜ Ŧƛƴŀƭ ŀŎŎƻǳƴǘέ ό.ǊƻŎƪƛ ϧ 

Wearden, 2006). The final presented topics of this research were chosen partially due to word 

limitations, and also due to the topics that best reflected the themes of the thesis (Smith, 1999). A chart 

showing the progression from open coding to axial coding and theme selection can be found in the 

appendix of this thesis. 

 

4.6. Ethics. 

 

Ethical procedure. 
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Listed below are some of the ethical concerns that were considered during the application process. 

9ǘƘƛŎŀƭ ŀǇǇǊƻǾŀƭ ǿŀǎ ƎǊŀƴǘŜŘ ŦƻǊ ǘƘƛǎ ǇǊƻƧŜŎǘ ōȅ ǘƘŜ ¦ƴƛǾŜǊǎƛǘȅ ƻŦ 9ŀǎǘ !ƴƎƭƛŀΩǎ 9ŘǳŎŀǘƛƻƴ wŜǎŜŀǊŎƘ 9ǘƘƛŎǎ 

Committee on July 31st 2013.  

 

Consent, parental involvement, and online & offline interactions. 
 

 

Though online research is a relatively new field, ethical research has been a heavily discussed field both 

amongst researchers and in wider fields. Large amounts of research have emerged under the banner of 

Internet Research Ethics to tackle the issue of ethical treatment of participants (Buchanan, 2006; 

Kozinets, 2010; Light & McGrath, 2010). Much of these ethical discussions revolve around information 

gathered online from public sites with a lack of face-to-face meetings or offline engagement with 

participants. However, my identity as a researcher was not hidden from the participants, instead I 

actively engaged face-to-face with the participants to see how they understood and viewed the co-

construction of their actions and interactions. This focus, and the active role of expert afforded to the 

participants (Smith, 1999) allowed and encouraged an open and fully disclosed tie to the participants 

during the research period, further allowing for the open knowledge of my intentions and a definition of 

the data I was looking for well in advance with all involved parties. By initially using participants known 

to me through pre-ŜȄƛǎǘƛƴƎ ƻŦŦƭƛƴŜ ŎƻƴǘŀŎǘǎΣ ǳǎƛƴƎ ΨǎƴƻǿōŀƭƭƛƴƎΩ ǘƻ ǎŜƭŜŎǘ Ƴȅ ǇŀǊǘƛŎƛǇŀƴǘ ǎŀƳǇƭŜ όRatner, 

2002), and allowing the participants to choose what data to discuss at each session, I was able to be 

open and honest about the data I was accessing and what I would do with the data. This process also 

required regular feedback and interaction with the participants and their guardians during the data 

collection and analysis to insure that all parties were happy and informed (Scollon & Scollon 2004).  
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Stern (2004) suggests meeting with the parents of the participants offline and informing them about the 

research allows a full and frank discussion and understanding of the research and its aims. Stern (2004) 

also suggests meeting offline rather than only accessing data online will ease the informed consent 

procedure and allow for a growth of trust to be established. All participants and their parents/guardians 

were fully informed of the aims of the research and my presence as a researcher. They had the 

opportunity to ask questions about the research during and after the sessions up until a pre-decided 

date during the analysis process. As previously mentioned, all data was collected in person offline, with 

participants choosing whether or not to show me their profiles.  

 

All participants and parents/guardians signed consent forms that were presented in an intensive initial 

interview to make sure that they fully understood what was being asked of them and what information I 

was asking for and accessing in order to assure them of their control over their public data and which 

data I had access to and to reaffirm why I would be accessing it. The initial interview provided the 

opportunity for me to introduced myself and the research, fully explaining and making transparent my 

intentions and responsibilities, and allowing for any questions to be answered and considered. 

Participants required additional parental consent to take part if under 18, and I fully informed the 

parents of the research and information I would be accessing. I also made myself available for any 

questions they wished to ask during the course of the study.  

 

All data will be presented anonymised and no images or traceable signs of the participants will be shown 

ƛƴ ǘƘŜ ŦƛƴŘƛƴƎǎ ǘƻ ǇǊƻǘŜŎǘ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ƛŘŜƴǘƛǘƛŜǎΦ !ƭƭ ǊŜŎƻǊŘŜŘ Řŀǘŀ ǿŀǎ ŘŜƭŜǘŜŘ Ǉƻǎǘ-analysis and all 

recorded interviews were deleted after the transcription. The participants were made aware that only 

my research supervisors and I would have access to the raw data. Users were told explicitly that they 
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were in charge of the recording device during interviews and had the ability to stop or pause the 

interviews at any time they chose. They also had complete control over what public data I saw during 

the verbal protocols (Young, 2013) and were reminded that the process was not mandatory and that 

there would be no repercussions for choosing not to show me their public profiles and social media 

accounts.  

Anonymity, traceability and identity. 
 

 

All data collected was anonymised and pseudonyms will be used during data presentation to protect the 

identity of the participants and their families. Previous researchers in online communities have 

anonymised names of their participants which have later nonetheless been traced (Dibbell, 1998). 

Therefore, care must be and was taken in protecting the identity of the participants to the fullest and 

best level possible. Pseudonyms are used, and were pre-agreed with the participants to protect their 

identities, particularly with regards to social media platforms such as Facebook, where real names are 

often used (boyd, 2014). Only information produced and provided by participants was analysed. Any 

interactions directly written to or from a non-participant contact shown to the researcher during the 

verbal protocols (Young, 2013) were disregarded, in essence providing a consensus model of interaction 

(Herring, 1996) and protecting those not involved in the research and not aware of the research.  

 

Illegal or harmful information or activity. 
 

 

 

Participants were explicitly informed that any information they did not wish discussed or analysed could 

be removed for any reason without questions. If I, or my supervisors felt the data collected was harmful 

in any way, we made sure that we could remove it from the study immediately and could potentially 

discuss the data with the parent/guardian. Provisions were also made so that of any illegal activity were 
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witnessed I would report it to the parents or relevant authorities. This was made clear during the initial 

interviews, and the participant and parents/guardians were given a chance to raise any questions and 

withdraw from the study if they were not comfortable. I also made clear to the participant that I would 

report any illegal activity to the parent, guardian, or appropriate authorities (Stern, 2004). Many parents 

and guardians are also noted as being present on these sites and platforms (boyd et al., 2011), and as 

such would potentially have access to all the public data of their child that I may access during the verbal 

protocols (Young, 2013), which further helped deter any potential harmful/illegal activity. 
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Chapter 5 - Analysis 
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5.1. Axial coding themes. 
 

 

To begin the discussion of the themes and ideas that arose from the remaining interviews I will start by 

briefly introducing the nine young people who participated in the research. 

 

Brandon: At the beginning of the round of interviews, Brandon was a 26-year-old white male, living in 

the south of England with his girlfriend, and working in accountancy. He frequently described himself as 

optimistic and happy. He used Facebook, Twitter, Snapchat, and Instagram at the start of the research 

period, and joined some forums towards the end specific to his interests in motorbikes. He accessed 

these mainly through either a phone or a desktop computer. 

 

Brian: Brian was a 26-year-old gay white male living in the south of England, and working at a university 

as a research assistant. He had a broad range of interests and spent a lot of his time with his research. 

He used Facebook and Twitter to produce content, but also regularly accessed a wide range of other 

platforms for reading, posting content, and discussing issues. Brian accessed these platforms across a 

range of technologies, including phone, tablet, laptop, and computer. 

 

Isabel: Isabel was a 25-year-old white female living in the south of England with her partner, and 

working in sales. She mainly used Facebook and Twitter, but also noted that she used WhatsApp, 

LƴǎǘŀƎǊŀƳΣ ŀƴŘ {ƴŀǇŎƘŀǘ ƻƴ ƻŎŎŀǎƛƻƴ ŦƻǊ ŀ ǾŀǊƛŜǘȅ ƻŦ ǊŜŀǎƻƴǎΦ {ƘŜ ŘŜǎŎǊƛōŜŘ ƘŜǊǎŜƭŦ ŀǎ ΨōƛǘŎƘȅΩΣ ōƭǳƴǘΣ 

and acerbic, but loyal to her friends. She accesses these platforms almost exclusively on apple devices, 

usually an iPhone and an iPad. 
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Kirsty: Kirsty was a 24-year-old white female living on the south coast of England, and worked in the 

communications department of a charity whilst writing and publishing poetry on the side. She described 

herself as often whimsical and bubbly. She mainly used Facebook, Twitter, and LinkedIn at the start of 

the research, and accessed them on her phone, laptop, and work computer. 

 

Molly: Molly was a 17-year-old white female at the start of the research period. She had just sat her final 

exams for her A-Levels at a school in the south of England and lived at home with her mother, her step-

father, her step-sister, and two brothers. She described herself frequently during the course of the 

interviews as a shy person, who spent a lot of time following her hobbies of dance and music. The 

ǊŜǎŜŀǊŎƘ ǇŜǊƛƻŘ ŎƻƛƴŎƛŘŜŘ ǿƛǘƘ ǎŜǾŜǊŀƭ ƪŜȅ ŜǾŜƴǘǎ ƛƴ aƻƭƭȅΩǎ ƭƛŦŜΤ ǘǳǊƴƛƴƎ муΣ ƭŜŀǾƛƴƎ ǎŎƘƻƻƭΣ ƎƻƛƴƎ ǘƻ 

university, and moving away from her family. She used Facebook, Twitter, Instagram, and Snapchat 

during the research period and accessed these from a smartphone, a laptop, and a shared family 

computer. 

 
 

Nina: Nina was a 21-year-old white female living with her partner in the south of England after just 

ƳƻǾƛƴƎ ƻǳǘ ŦǊƻƳ ƘŜǊ ǇŀǊŜƴǘΩǎ ƘƻƳŜΦ {ƘŜ ǿƻǊƪŜŘ ƛƴ ŎƻƴǎǘǊǳŎǘƛƻƴ ŀƴŘ ǊŜƎǳƭŀǊƭȅ ǳǎŜŘ CŀŎŜōƻƻƪΣ ¢ǿƛǘǘŜǊΣ 

Instagram, Pinterest, and a musical theatre forum. Indeed, she had many hobbies and was frequently 

busy fulfilling interests in music and culture and helping her local community. She accessed these 

platforms on a range of devices including work computers, desktop, laptop, and iPhone.  

 

Oliver: was a 21-year-old white male living with his girlfriend in the south of England. He was working in 

a primary school and training towards being a teacher. He described himself as geeky and spent his free 

time playing videogames and watching TV. He used Facebook, Twitter, and Reddit regularly, and 

accessed these through a PC, and phone, and an iPad.  
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Sally: Sally was a 21-year-old British-Asian female, living in the south of England in her ǇŀǊŜƴǘǎΩ house. 

She was in her final year of university at the beginning of the research period, studying anthropology, 

and used Tumblr, Facebook, Twitter, and Instagram across several devices. She described herself as 

geeky, and obsessed with fandoms, and spent much of her free time updating Tumblr, reading books, 

and watching TV.  

 

Willow: Willow was a 24-year-old British-Asian female living in the south of England. She worked in a 

local office as an office assistant and accessed her social media via her phone, laptop, and computer. 

She was shy and geeky, and suffered from mental illnesses that often affected her social contact. She 

spent her free time indoors reading and playing videogames. At the start of the research period she 

used Reddit, Facebook, and Twitter regularly. 

 

The use of axial coding has led to the emergence of several key themes and sub-themes that present 

pertinent ideas for this research. Full transcripts of the interviews can be found in the Appendix. In this 

chapter, I will focus on interpreting these key themes emerging from the coding. These themes broadly 

revolve around (i) the technology used to access the platforms; (ii) the manner in which social 

interaction online was understood by the participants; and (iii) the manner in which they interacted with 

the platform designs to produce social interactions and identity presentations. 

 

5.2. Technology. 

 

 

The Medium is not the Message - Technology changing uses and experiences of Social Media. 
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Amongst the participants there appeared to be no uniformity in regards to their experiences of 

technology. All of the participants utilised a range of devices to access the different social media 

platforms they used. These devices were discussed during the interviews and it was apparent that the 

use and experience of devices were largely different for each user due to their situation, their needs, 

and their preferences. 

 

Nonetheless, the participants did discuss a range of ways in which technologies changed and augmented 

their experiences of social media and discussed the role that devices played in creating particular 

interactions with and through social media for them. Brian for example discussed how his social media 

usage and experience changed when he switched from an Android phone to an Apple phone. He notes 

that the two technologies had some difference in usability: 

ά!ƴŘǊƻƛŘ ǿŀǎ ǎƻ ƳǳŎƘ ŜŀǎƛŜǊ ǘƻ ƛƴǘŜǊŦŀŎŜ ōŜǘǿŜŜƴ ¢ǿƛǘǘŜǊ ŀƴŘ CŀŎŜōƻƻƪΣ ŀƴŘ ȅƻǳ ŎƻǳƭŘ ƘŀǾŜ όΦύ 

like, I found I had more control with Android over where things went, than with Apple. I think (.) 

!ǇǇƭŜ ƛǎ ŜŀǎƛŜǊ ǘƻ ǳǎŜ ŦƻǊ ǎƻƳŜ ǇŜƻǇƭŜΣ ōǳǘ όΦύ ǘƘŜȅΩǊŜ ǎƻ ŘƛŦŦŜǊŜƴǘΦέ 

And later expands upon this, noting:  

άL ŎŀƴΩǘ ŦƛƴŘ ǎƻƳŜǘƘƛƴƎ ǘƘŀǘ ƛǎ ƛƴŘƛǾƛŘǳŀƭ ŜƴƻǳƎƘ ƛƴ ǘƘŜ ŀǇp creation, the layout of your 

ǘǿŜŜǘŘŜŎƪ ƻǊ ǿƘŀǘŜǾŜǊ ȅƻǳΩǊŜ Ǝƻƴƴŀ ǳǎŜΣ ƭƛƪŜ L ŎŀƴΩǘ ŦƛƴŘ ǎƻƳŜǘƘƛƴƎ ǘƘŀǘ L ŦŜŜƭ ŎƻƳŦƻǊǘŀōƭŜ ǿƛǘƘ 

Ŏƻǎ ȅƻǳΩǊŜ ƧǳǎǘΣ ƛǘΩǎ !ǇǇƭŜΣ ȅƻǳ ƘŀǾŜ ƴƻ ŎƘƻƛŎŜΦ ¦ƳƳΦ L ǘƘƛƴƪ ŀ ƭƻǘ ƻŦ ƛǘ ƛǎ ŀ ƭƻǘ ŜŀǎƛŜǊ ǘƻ ǳǎŜ ŀƴŘ 

more intuitive, but yet I dƻƴΩǘ ƭƛƪŜ ƛǘΦ LǘΩǎ ǉǳƛǘŜ ŎƭƛƴƛŎŀƭέΦ  

Brian continues from this to note that his usage of social media changed with the introduction of a new 

ŘŜǾƛŎŜΣ ǎǇŜŎƛŦƛŎŀƭƭȅ ŘŜǘŀƛƭƛƴƎ Ƙƻǿ ǘƘŜ ƭŀŎƪ ƻŦ ŦƭŜȄƛōƛƭƛǘȅ ƛƴ !ǇǇƭŜΩǎ ŘŜǎƛƎƴ ƭŜŘ ǘƻ ǎƻƳŜ ŦǊǳǎǘǊŀǘƛƻƴ ŀƴŘ 

ultimately an unwillingness to use Facebook through his new Apple phone: 
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ά!ƴŘǊƻƛŘΣ ōŜŎŀǳǎŜ ƛǘΩǎ ǎǳŎƘ ŀƴ ƻǇŜƴ ǇƭŀǘŦƻǊƳΣ ǇŜƻǇƭŜ Ŏŀƴ ōŜ ǊŜŀƭƭȅ ŎƭŜǾŜǊ ǿƛǘƘ ƛǘ ŀƴŘ Řƻ ǿƘŀǘ 

ǘƘŜȅ ǿŀƴǘ ǿƛǘƘ ƛǘΦ !ǇǇƭŜΣ ȅƻǳ ƘŀǾŜ ŀ ǳǎŜ ŀƴŘ ǘƘŀǘΩǎ ƛǘΦ !ƴŘ ǎƻ ȅƻǳ ŎŀƴΩǘ ŎƻƴǘǊƻƭ ƛǘΦ !ƴŘǊƻƛŘ ȅƻǳ 

can find the app that suits you, find a nice little niche, and work with that. So I found that I am 

ŀŎǘǳŀƭƭȅ ǳǎƛƴƎ CŀŎŜōƻƻƪ ŦǊƻƳ Ƴȅ ŎƻƳǇǳǘŜǊ ƳƻǊŜ ŀƴŘ LΣ LΣ L ŀƳ ǳǎƛƴƎ Ƴȅ ǇƘƻƴŜ ƭŜǎǎέ. 

 

¢ƘŜ ŎƘŀƴƎŜ ƛƴ ǘŜŎƘƴƻƭƻƎȅ ǘƘŜƴ ŦǊƻƳ !ƴŘǊƻƛŘ ǘƻ !ǇǇƭŜ ƘŀŘ ŎƘŀƴƎŜŘ .ǊƛŀƴΩǎ Ŝƴgagement with social 

media. Crucially however, the interview data suggests that it is important to contextualise the effects of 

devices to each user, as the effects will evidently not be universal. This was made apparent by Brandon, 

who also noted he had used both Apple and Android devices, but found little discernible difference 

between the two. Brandon responded to questions about his usage and engagement with the two 

devices with less concern that Brian, noting when asked if there was a difference:  

"P: bƻΣ L ǘƘƛƴƪ ǇǊƻōŀōƭȅ ŦŀƛǊƭȅ Ŝǉǳŀƭƭȅ ŀŎǊƻǎǎ ǘƘŜ ŘƛŦŦŜǊŜƴǘ ǇƘƻƴŜǎΣ Ƨǳǎǘ ōŜŎŀǳǎŜ LΩǾŜ ƪƴƻǿƴ Ƙƻǿ ǘƻ 

ƎŜǘ ŀǘ ǘƘŜƳ ŀƴŘ ǘƘŜȅΩǾŜ ŀƭƭ ōŜŜƴ ǾŜǊȅ Ŝŀǎȅ ǘƻ ŀŎŎŜǎǎΦ 

I: Even from Apple to Android? Was that a big shift or? 

tΥ bƻΣ ƴƻǘ ŀ ƘǳƎŜ ǎƘƛŦǘ ǘƻ ōŜ ƘƻƴŜǎǘέΦ 

Instead of changes caused by a shift from Android to Apple, Brandon noted other changes in his usage 

driven by different technology, specific to his needs and his situation. He specifically highlights the 

changes brought about by the addition of a better camera: 

άǎƛƴŎŜ LΩǾŜ ƘŀŘ ŀ ǎƳŀǊǘǇƘƻƴŜ ǿƛǘƘ ŀ ƎƻƻŘ ŎŀƳŜǊŀ ǘƘŜǊŜΩǎ ōŜŜƴ ŀ ōƛƎƎŜǊ ǎƘƛŦǘ ƛƴ ǘŜǊƳǎ ƻŦ ǘƘŜ ǿŀȅ 

I use it, I certainly now use Instagram a lot more because I have a good camera available to me 

ŀƴŘ L ŘƻƴΩǘ ƘŀǾŜ ǘƻ ǳǎŜ Ƴȅ ǎŜǇŀǊŀǘŜ ŎŀƳŜǊŀΣ Ǝƻ ƘƻƳŜΣ ǳǇƭƻŀŘ Ƴȅ ǇƘƻǘƻs, and then put them 

ƛƴǘƻ ǘƘŜ ƛƴǘŜǊƴŜǘΦ L Ŏŀƴ Ƨǳǎǘ ŎƭƛŎƪ ƛǘ ŦǊƻƳ Ƴȅ ŀƭōǳƳέΦ 
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Brandon also noted other particular changes in social media usage and patterns bought about since 

gaining a smartphone. He noted for instance that he could more easily diversify his use of social media 

with the addition of a phone: 

άL ǘƘƛƴƪ Ƴȅ Ƙŀōƛǘǎ ŀǊŜ Ǉƻǎǎƛōƭȅ ŎƘŀƴƎƛƴƎ ōŜŎŀǳǎŜ ǇǊŜǾƛƻǳǎƭȅ LΩŘ ƻƴƭȅ ƘŀǾŜ ōƻǘƘŜǊŜŘ ǿƛǘƘ ƻƴŜ ǎƻǊǘ 

of social media site and the other two that have come along sort of Snapchat as well if you 

include it have ōŜŜƴ ǇǳǊŜƭȅ ǎƛƴŎŜ LΩǾŜ ƘŀŘ ŀ ǇƘƻƴŜ ŀƴŘ LΩǾŜ Ǝƻǘ ŀŎŎŜǎǎ ǘƻ ŀƭƭ ƻŦ ǘƘŜƳ ŀǘ ǘƘŜ ǎŀƳŜ 

ǘƛƳŜέΦ 

 

In a similar fashion, Sally noted some changes between different devices as well, with her usage 

patterns and access times changing after an upgrade in phone: 

 άhƴ Ƴȅ ƻƭŘ ǇƘƻƴŜ L ŎƻǳƭŘƴΩǘ ŜǾŜƴ ŀŎŎŜǎǎ CŀŎŜōƻƻƪΣ L ƘŀŘ ǘƻ ōǊŜŀƪ ƛǘΣ ōŜŎŀǳǎŜ Ƴȅ ǇƘƻƴŜ ǿŀǎ 

ŎƻƳǇƭŀƛƴƛƴƎΣ ǳƳƳΣ ǎƻ ǿƘŜƴ L ǿŜƴǘ ƻǳǘ ŘǳǊƛƴƎ ǘƘŜ Řŀȅ LΩŘ ŜƴŘ ǳǇ ƎƻƛƴƎ ŦƻǊ ŀōƻǳǘ с-7 hours at a 

time without accessing social media, but now with my new phone I kind of access constantly 

ŜǾŜƴ ǿƘŜƴ LΩƳ ƻǳǘ ǿƛǘƘ ŦǊƛŜƴŘǎΦ {ƻ LΩƳ ŀƭǿŀȅǎ ŎƘŜŎƪƛƴƎ CŀŎŜōƻƻƪ ƻǊ ¢ǳƳōƭǊ ƻǊ LƴǎǘŀƎǊŀƳέΦ 

She also later noted some additional differences bought about by gaining a functional mobile phone, 

particularly highlighting the addition of emojis as a communication tool: 

 άL ǘƘƛƴƪ ƛǘ ŀƭǎƻ ƘŜƭǇǎ ǘƘŀǘ ŜƳƻƧƛǎ ŀǊŜ ƻƴ ǇƘƻƴŜǎ ƴƻǿΣ ōǳǘ ȅƻǳ ŎŀƴΩǘ ƎŜǘ ǘƘŀǘ όΦύ ƛǘΩǎ ƭƛƳƛǘŜŘ ƻƴ ǘƘŜ 

actual websites, whereas on your phone you have the standard ones, and then extra ones you 

can download from the AppStore or Google. LΩǾŜ ǎǘŀǊǘŜŘ ǳǎƛƴƎ ŜƳƻƧƛǎ ŀ ƭƻǘΣ L ŘƻƴΩǘ ƪƴƻǿ ǿƘŜǘƘŜǊ 

ƛǘΩǎ ƎƻƻŘ ƻǊ ōŀŘ ōǳǘ LΩǾŜ ǎǘŀǊǘŜŘ ǘƻ ǘƘƛƴƪ ƛƴ ŜƳƻƧƛΩǎΣ ƭƛƪŜ ΨǘƘƛǎ ŜƳƻƧƛ ǇŜǊŦŜŎǘƭȅ ŘŜǎŎǊƛōŜǎ Ƴȅ ǊŜŀŎǘƛƻƴ 

ƘŜǊŜΩΣ L ǿƛǎƘ L ŎƻǳƭŘ ǊŜŀŎǘ ǿƛǘƘ ŜƳƻƧƛΩǎ ƻŦŦƭƛƴŜέΦ  



- 159 - 

Similarly again, Kirsty also discussed the changes in her use of social media and her feelings of 

connectivity since upgrading her phone: 

ά²Ŝƭƭ ǘƘŜ ǇƘƻƴŜ L ƘŀŘ ōŜŦƻǊŜ ǿŀǎΣ ǿŜƭƭΣ ŀǎ Ƴȅ ōƻǎǎ ŀǘ ǘƘŜ ǘƛƳŜ ŦƭŀǘǘŜǊƛƴƎƭȅ ǎŀƛŘΣ ŀ ŘǳƳō ǇƘƻƴŜΣ 

because it was the literal opposite of a smartphone, I mean it was as close to a Nokia 3310 in 

ǘƘƛǎ Řŀȅ ŀƴŘ ŀƎŜ ŀǎ ȅƻǳ ŎƻǳƭŘ ǇǊƻōŀōƭȅ ƎŜǘΣ ƛǘ ƭƛǘŜǊŀƭƭȅ ŘƛŘ ƴƻǘƘƛƴƎΧƛǘ Ƨǳǎǘ ŘƛŘƴΩǘ ƘŀǾŜ ǘƘŜ ǇƻǿŜǊ 

to use any kind of site. I mean, none of the phones I had before this one had apps or anything, so 

ȅŜŀƘΣ L ǳƳƳΣ ƛƴ ǎƻƳŜ ǿŀȅǎ LΩǾŜ lost a significant part of my life to having a smartphone now, 

because I am on call all the time, umm, I certainly, did I even have Twitter before I had a 

smartǇƘƻƴŜΚ L ŘƛŘΣ ōǳǘ L ƴŜǾŜǊ ǳǎŜŘ ƛǘ ǊŜŀƭƭȅΦ bƻǿ LΩƳ ƻƴ ƛǘ ŀƭƭ ǘƘŜ ǘƛƳŜΦέ  

Kirsty later detailed some nuanced and interesting differences in how she used and approached the 

platforms bought about by the technology she was accessing social media on. She noted that her time 

spent on the platforms had changed noticeably since gaining a smartphone:  

άL ƘŀŘ Twitter but very rarely used it, I think every now and again from my laptop in bed when I 

was a student, umm, err, and I did have Facebook (.) I checked it less often (.) I suppose when I 

ŘƛŘ ŎƘŜŎƪ ƛǘ L ǿƻǳƭŘ ōŜ ƻƴ ƛǘ ŦƻǊ ƭƻƴƎŜǊΣ ōŜŎŀǳǎŜ ōȅ ǘƘŜ ǘƛƳŜ ȅƻǳΩŘ bothered to boot up the 

computer you might as well hang around and talk to people for a while, whereas now I just tend 

ǘƻ ǎƻǊǘ ƻŦ ŘƛǇ ƛƴ ŀƴŘ ƻǳǘ ƳƻǊŜΦ {ƻ ŀŎǘǳŀƭƭȅ ƛƴ ǎƻƳŜ ǿŀȅ L ǎǳǇǇƻǎŜ L ƘŀǾŜƴΩǘ ƴŜŎŜǎǎŀǊƛƭȅ ƭƻǎǘ ǘƛƳŜ ǘƻ 

CŀŎŜōƻƻƪΣ ƛǘΩǎ Ƨǳǎǘ ŀƭƭƻŎŀǘŜŘ ŘƛŦŦŜǊŜƴǘέΦ 

 

Given this, it appears that technology can discernibly change the manner in which the user engages with 

ǎƻŎƛŀƭ ƳŜŘƛŀΦ Lƴ YƛǊǎǘȅΩǎ ŎŀǎŜ ǿŜ Ŏŀƴ ǎŜŜ ǘŜŎƘƴƻƭƻƎȅ ŎƘŀƴƎƛƴƎ ŀƴŘ ƛƳǇŀŎǘƛƴƎ ƘŜǊ ǳǎŜ ŀƴŘ ŜȄǇŜǊƛŜƴŎŜ ƻŦ 

social media platforms. Similar issues when changing between PC and phone were noted by other 
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participants. For example, Willow discussed some individual differences in the style and manner of her 

interactions on different technologies. She notes: 

άLΩŘ ōŜ ǳƴƭƛƪŜƭȅ ǘƻ ƭƛƴƪ ǘƻΣ ǘƻ ƭƛƪŜ Ǉƻǎǘ ǘƻ ŀ ŦǊƛŜƴŘΩǎ ǿŀƭƭ ǿƛǘƘ άƻƘ ƘŀǾŜ ȅƻǳ ǎŜŜƴ ǘƘƛǎέ ƻƴ Ƴȅ ǇƘƻƴŜΣ 

ōŜŎŀǳǎŜ ƛǘΩǎ ƘŀǊŘŜǊ ǘƻ Řƻ ƛǘΦ LǘΩŘ ōŜ ƳƻǊŜ ƭƛƪŜƭȅ ǘƻ ōŜ ǎƻƳŜǘƘƛƴƎ LΩŘ Řƻ ƻƴ Ƴȅ ǇŎΦ !ƭǎƻΣ LΩƳ ƳƻǊŜ 

likely to engage in longer conversations on messenger and stuff over my computer, because it 

has a proper ƪŜȅōƻŀǊŘ ŀƴŘ ƛǘΩǎ ŜŀǎƛŜǊ ŀƴŘ ȅƻǳ Ŏŀƴ ƪŜŜǇ ǘƘŜ ǘƘǊŜŀŘ ƻŦ ŀ ŎƻƴǾŜǊǎŀǘƛƻƴ ōŜǘǘŜǊΣ ǘƘŀƴ 

ƻƴ Ƴȅ ǇƘƻƴŜ ǿƘŜǊŜ ƛǘΩǎ ƘŀǊŘŜǊ ǘƻ ǘȅǇŜΣ LΩƳ ƳǳŎƘ ƳƻǊŜ ƭƛƪŜƭȅ ǘƻ Ƨǳǎǘ Řƻ ƭƛƪŜ ǘƛƴȅ ƭƛǘǘƭŜ ȅŜǎ ǘƘŀǘΩǎ 

ƎǊŜŀǘ ŀƴŘ ŀƭƭ ǘƘŀǘ ǎƻǳƴŘǎ ƎƻƻŘ ŀƴŘ ȅΩƪƴƻǿ ǿŜΩƭƭ ǎŜŜ ȅƻǳ ǘƘŜƴ ƪƛƴŘ ƻŦ ǘƘƛƴgs on my phone. Umm. 

¸ŜŀƘΣ L ǘŜƴŘ ǘƻ ǊŜŀŘ ǎǘǳŦŦΣ ǊŜŀŘ ƳŜǎǎŀƎŜǎ ƻƴ Ƴȅ ǇƘƻƴŜ ŀƴŘ ǘƘŜƴ ǊŜǇƭȅ ǘƻ ǘƘŜƳ ƻƴ Ƴȅ ŘŜǎƪǘƻǇέΦ 

Again though it is worth highlighting that it appears that the medium does not affect users in the same 

manner. Instead, individual users enmesh with technology to produce specific engagements guided by, 

but not universally bound to, the affordances of that specific piece of technology. Whilst some 

participants, for example, discussed how their usage of social media noticeably increased on a mobile 

device, for others, the differences between devices were not nearly as clear-cut. Nina, for example, 

notes that an iPhone is άŜŀǎƛŜǊ ǘƘŀƴ ǘƘŜ ŀŎǘǳŀƭ ŘŜǎƪǘƻǇ ƭŀȅƻǳǘέ, but only in a rather perfunctory sense 

that a user can άƧǳǎǘ ǎŎǊƻƭƭ ŜŀǎƛŜǊ ǿƛǘƘ ȅƻǳǊ ǘhumb, and you can just like stop it when you want to read 

ǎƻƳŜǘƘƛƴƎΣ ǊŀǘƘŜǊ ǘƘŀƴ ƭƛƪŜ ƎŜǘǘƛƴƎ ǘƘŜ ƳƻǳǎŜ ǳǇ ŀƴŘ ŘƻǿƴΦ L ƧǳǎǘΣ L ŦƛƴŘ ƛǘ ǉǳƛŎƪŜǊέ.   

 

Further to this, participants also suggested there was a need to situate technology use as it may change 

based upon where the user is at any given time. Isabel discusses this, detailing how she would use her 

ŘŜǾƛŎŜǎ ŘƛŦŦŜǊŜƴǘƭȅ ōŀǎŜŘ ƻƴ ǿƘŜǊŜ ǎƘŜ ǿŀǎ ŀǘ ǘƘŜ ƎƛǾŜƴ ǘƛƳŜΦ {ƘŜ ƴƻǘŜǎ ά(h) my boyfriend has stopped 

me checking my phone at home. I like it actually, I can just be with him so I put my phone down and we 
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Ƨǳǎǘ ƘŀƴƎ ƻǳǘέΦ It would appear then that technology needs to be not only considered on a user-by-user 

basis, but also potentially situated when considering how and why it is used.  

 

The interviews suggest therefore that a deterministic approach to technology should not be taken, but 

that instead research should aim to understand the unique and unfolding role that technology plays 

ǿƛǘƘƛƴ ŜŀŎƘ ǳǎŜǊΩǎ ƭƛŦŜΦ ¢ƘŜ ŎƘŀƴƎŜǎ ǘŜŎƘƴƻƭƻƎȅ ŎǊŜŀǘŜǎ ƛƴ ǘŜǊƳǎ ƻŦ ƛƴǘŜǊŀŎǘƛƻƴ were not noticeably 

uniform within this sample, appearing to be unique to each user. Though larger research samples may 

be able to discern some trends in usage, this research suggests that there is a need to purposefully 

problematize this and consider the ǊƻƭŜ ƻŦ ǘŜŎƘƴƻƭƻƎȅ ǿƛǘƘƛƴ ǘƘŜ ǳǎŜǊΩǎ ƭƛŦŜΦ {ŀƭƭȅ ƴƻǘŜŘ ƻŦ CŀŎŜōƻƻƪ ŦƻǊ 

ŜȄŀƳǇƭŜ ǘƘŀǘ άƛǘΩǎ ŜŀǎƛŜǊ ǘƻ ōǊƻǿǎŜ ƻǘƘŜǊ ǇŜƻǇƭŜΩǎ ǇŀƎŜǎ ƻƴ ȅƻǳǊ ŎƻƳǇǳǘŜǊ ǘƘŀƴ ƛǘ ƛǎ ƻƴ ȅƻǳǊ ǇƘƻƴŜέ 

ǿƘŜǊŜŀǎ bƛƴŀΣ ŦƻǳƴŘ ǘƘŜ ƛtƘƻƴŜ άŜŀǎƛŜǊ ǘƘŀǘ ǘƘŜ ŀŎǘǳŀƭ ŘŜǎƪǘƻǇ ƭŀȅƻǳǘέ. Indeed, some participants who 

used multiple technologies noted little-to-no difference between them. Isabel for example found no 

difference between her iPad and her iPhone.  Similarly, Brandon noted that of his multiple devices that 

άaside from the slightly lack of fuƴŎǘƛƻƴŀƭƛǘȅ ƻƴ Ƴȅ ǇƘƻƴŜΣ L ǘƘƛƴƪ L ǳǎŜ ǘƘŜƳ ƛƴ ǾƛǊǘǳŀƭƭȅ ǘƘŜ ǎŀƳŜ ǿŀȅέΦ 

Molly noted only some minor changes in her usage of social media bought about by a change in 

ǘŜŎƘƴƻƭƻƎȅ ŀŦǘŜǊ ƎŀƛƴƛƴƎ ŀ ƭŀǇǘƻǇ ŦƻǊ ƘŜǊ муǘƘ ōƛǊǘƘŘŀȅΦ {ƘŜ ǎǳƎƎŜǎǘŜŘ άƛǘΩǎ ǊŜŀƭƭȅ ƎǊŜŀǘ ŀnd I (.) I use it a 

ƭƻǘ ƴƻǿΦ Lƴ Ƴȅ ǊƻƻƳ ŀƴŘ ǿƘŀǘŜǾŜǊ L Ŏŀƴ ƭŜŀǾŜ ǘƘƛƴƎǎ ǳǇ ŀƴŘ ƛǘΩǎ ƴƻǘ όΦύ ŀ ǇǊƻōƭŜƳέΦ IƻǿŜǾŜǊΣ ǎƘŜ ŀƭǎƻ 

noted that her engagement and uses of social media platforms were not dramatically changed, 

especially in terms of a shift in her content production given that she continued not to post on social 

media that frequently, even with new technology.  

 

Given this, it appears that individual users will utilise technology in highly personalized ways, bringing 

their own extratextual and intertextual issues to these platforms to create unique uses, which may be 
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guided by the features afforded by the technology, but which importantly will be realised in an 

individual manner. It is the enmeshing of the technological and the individual through which the 

individual usage emerges. These cases therefore serve as a reminder that usage of technology varies 

from person to person, and the individual experiences cannot be assumed to be universal. As research 

suggests, technology can and will be utilised in a myriad of often unique ways by users (Ariel and Avidar, 

2015; Bar et al., 2016), and are responsive to the specific context and situation of the user (Chinn & 

Fairlie, 2010; Norris, 2001). 

 

Platforms are not amorphous across technology; they are technology specific. 
 

 

One aspect of social media engagement that was noted by participants was that social media platforms 

are not consistent across all devices. The manner in which Twitter, for example, is presented on a 

smartphone is different from Twitter on a computer, or a laptop, or a tablet. A number of the 

participants discussed this, noting that the preferred using certain devices due to the manner in which 

they presented the platforms. For example, Oliver, highlighted that: 

άtΥ ¢ƘŜ ƻƴƭȅ ǘƘƛƴƎ L ƳŀƪŜ ǘƘŜ ŜȄŎeption to is Facebook, that has to be on computer.  

LΥ !ƴŘ ǘƘŀǘΩǎ ōŜŎŀǳǎŜ ƻŦ ǘƘŜ ǇŜǊƳƛǎǎƛƻƴǎΚ 

tΥ bŀƘΣ L Ƨǳǎǘ ŎŀƴΩǘ ǎǘŀƴŘ ǘƘŜ ŀǇǇΦ L ǘƘƛƴƪ ƛǘΩǎ ŀ ōƛǘ ŎƻǳƴǘŜǊ ƛƴǘǳƛǘƛǾŜ ŀƴŘ ƘŀǊŘ ǘƻ ǳǎŜέΦ 

Brian also highlighted this difference, but he emphasised the reverse position, championing the merits 

of the application over the computer version of the platform. He noted that given a choice he would 

choose to access social media on his tablet. When asked why he responded: 

άtΥ .ŜŎŀǳǎŜ ǘƘŜ ŀǇǇǎ ǘŜƴŘ ǘƻ ǊŜŘǳŎŜ ŀ ƭƻǘ ƻŦ CŀŎŜōook down to (.) although Facebook does this 

ƴƻǿ ƛǘǎŜƭŦΣ ŀƴȅǿŀȅΣ ōǳǘ ȅƻǳ ƭƛƪŜ όΦύ ȅƻǳ ŎŀƴΩǘ ǎŜŜ ŀǎ ƳǳŎƘ ƻƴ ƛǘ ŀƴŘ L ƭƛƪŜ ǎǘŀƭƪƛƴƎ ǇŜƻǇƭŜ ōŀǎƛŎŀƭƭȅΦ 
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LΥ ¢ƘŀǘΩǎ ǊŜŀƭƭȅ ƛƴǘŜǊŜǎǘƛƴƎΣ ǎƻ ȅƻǳ ƭƛƪŜ ƛǘ ǎǘǊƛǇǇŜŘ Řƻǿƴ ŀƴŘ ƭŜǎǎ όΦύ 

P: Less faff, yeah, I like to just seŜ ƛǘ ŀǎ ǎƛƳǇƭŜ ŀǎ ǇƻǎǎƛōƭŜΦ LǘΩǎ ǎƻ ƳǳŎƘ ŜŀǎƛŜǊ ƻƴ Ƴȅ ǘŀōƭŜǘΣ ƛǘΩǎ 

Ƨǳǎǘ ǘƘŜ ǳǇŘŀǘŜǎ ǿƛǘƘƻǳǘ ŀƴȅ ƘŀǎǎƭŜέ 

 

This would suggest that beyond paying attention to the nuances of a range of platforms, there is a need 

to consider that individual social media platforms themselves may not be consistent and may vary based 

ǳǇƻƴ ǘƘŜ ŘŜǾƛŎŜǎ ǘƘŀǘ ǳǎŜǊǎ ŀǊŜ ǳǎƛƴƎ ǘƻ ŀŎŎŜǎǎ ǘƘŜƳΦ bƛƴŀΩǎ ƛƴǘŜǊǾƛŜǿǎ ŜƳǇƘŀǎƛǎŜ ǘƘƛǎ ŀǎ ǎƘŜ ƘƛƎƘƭƛƎƘǘǎ 

the difference between the presentation of different social media platforms on a Samsung phone 

compared to an iPhone. She notes: 

άǘƘǊŜŜ {ŀƳǎǳƴƎ ƎŀƭŀȄƛŜǎ ǘƘŀǘ ƘŀǾŜ ōǊƻƪŜƴΦ !ƴŘ L ŘƛŘ ǳǎŜ CŀŎŜōƻƻƪΣ ŀƴŘ ¢ǿƛǘǘŜǊΣ ŀƴŘ LƴǎǘŀƎǊŀƳ 

on that, but I actually used it a lot less than when I had my iPhone, because I found it harder to 

use, because it was more like the computer. Whereas Apple sort of had their own layout, but the 

{ŀƳǎǳƴƎΣ ƛǘ ǿŀǎ ǎƻǊǘ ƻŦ ǘƘŜ ǎŀƳŜ ŀǎ ǘƘŜ ŎƻƳǇǳǘŜǊ ŀƴŘ L ŘƛŘƴΩǘ ƭƛƪŜ ǘƘŀǘΦ {ƻ L ŀŎǘǳŀƭƭȅ ŜƴŘŜŘ ǳǇ 

ǳǎƛƴƎ Ƴȅ ƭŀǇǘƻǇ ƳƻǊŜΣ ǘƘŀƴ Ƴȅ ǇƘƻƴŜΣ ǿƘƛŎƘ L ŘƛŘƴΩǘ ƭƛƪŜέΦ 

Not only did these differences affect how Nina accessed her social media platforms, they also changed 

the ways and the amount that she used the platforms. She suggested:  

άL ǿŀǎƴΩǘ ƻƴ ƛǘ ŀǎ ƳǳŎƘΣ ǎƻ L ŘƛŘƴΩǘ ǳǇŘŀǘŜ ŀƴȅǘƘƛƴƎ ŀǎ ƳǳŎƘΣ L ŘƛŘƴΩǘ Ǉǳǘ ŀǎ Ƴŀƴȅ ǇƘƻǘƻǎ ǳǇ 

while I had it, because I dƛŘƴΩǘ ƭƛƪŜ ǳǎƛƴƎ ǘƘŜ ŎŀƳŜǊŀ ƻƴ ǘƘŜ ǇƘƻƴŜΦ .ŜŎŀǳǎŜ L ƴƻǊƳŀƭƭȅ Ƨǳǎǘ ǘŀƪŜ ŀ 

photo on the iPhone and upload it to Instagram, or Twitter, or Facebook, and just, you know, put 

ŀ ŎƻƳƳŜƴǘ ƻƴ ƛǘΦ .ǳǘ ǿƛǘƘ ǘƘŜ {ŀƳǎǳƴƎ L ŘƛŘƴΩǘ ƭƛƪŜ ǘŀƪƛƴƎ ǘƘŜ ǇƛŎǘǳǊŜǎΣ ŀƴŘ L ŘƛŘƴΩǘ like the 

ƭŀȅƻǳǘΣ ŀƴŘ L ŘƛŘƴΩǘ ƭƛƪŜ ŀƴȅǘƘƛƴƎέ 
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For Nina therefore the variation in the presentation of platforms across different devices changed how 

she used social media in a number of manners, including the style and regularity of her updates. Nina 

particularly highlighted the device-specific layout of the platform as an aspect that affected how she 

experienced the platforms. Willow too also noted different presentations of the same features on 

different technology. She highlights Facebook Messenger in particular as a being different on her phone 

as compared to on her computer, and suggested: 

ά{ƛƴŎŜ CŀŎŜōƻƻƪ ŘƛŘ ǘƘŀǘ ŀƴŘ ǘƘŜƴ ƳŀŘŜ ǘƘŜ ǎǘǳǇƛŘ ƭƛǘǘƭŜ ōƻȄ ƛƴ ǘƘŜ ŎƻǊƴŜǊ L ŀŎǘǳŀƭƭȅ ǇǊŜŦŜǊ 

sending stuff from my phone than sending it from my Facebook, cos they make go through three 

ŜȄǘǊŀ ǎǘŜǇǎ ǘƻ ƎŜǘ ƛǘ Ŧǳƭƭ ǎŎǊŜŜƴ ƻƴ Ƴȅ ōƭƻƻŘȅ ƭŀǇǘƻǇέΦ  

 

It appears therefore that there is a need to consider that social media platforms are not consistent 

ŀŎǊƻǎǎ ǘŜŎƘƴƻƭƻƎƛŜǎΣ ŀƴŘ ǘƘŀǘ ŀ ǳǎŜǊΩǎ ŜȄǇŜǊƛŜƴŎŜ ƻŦ ǘƘŀǘ ǇƭŀǘŦƻǊƳ Ƴŀȅ ōŜ ōƻǳƴd to the particular device 

through which they are accessing it. If we are utilising Comic Book Theory and continuing the Comic 

Book metaphor, then this would suggest that the presentation of the juxtaposed aspects that the user 

has to engage with in order to commit closure and realise a complete identity narrative cannot be 

assumed to be consistent across devices. Given that Comic Book Theory holds that the presentation and 

organisation of design aspects may affect and guide how the user completes this narrative, this would 

suggest that there is a need to consider device-specific organisation of platform features when 

ŎƻƴǎƛŘŜǊƛƴƎ ƛŘŜƴǘƛǘȅ ǇŜǊŦƻǊƳŀƴŎŜǎ ƻƴƭƛƴŜΦ LƴŘŜŜŘΣ ŀǎ bƛƴŀΩǎ ŎŀǎŜ ǎƘƻǿŜŘΣ ǘƘŜ ǇǊŜǎŜƴǘŀǘƛƻƴ ƻŦ ǎƻŎƛŀƭ 

media on her Samsung devices led to her interacting in a markedly different manner. For Nina, the 

experience of a platform could not be assumed to be consistent across devices, and therefore her 

engagement with, and use of, the platform also could not be assumed to be consistent. Again, it is worth 

highlighting that Comic Book Theory suggest closure is enacted in an individual manner, and that this 
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engagement and identity narrative creation will vary from user to user as they engage with and through 

technology in unique manners. Nonetheless, it appears care should be taken when considering platform 

use, as this may well vary based upon the technology through which the user is accessing the platforms. 

 

Devices can be tied to specific purposes. 
 

 

A number of the participants suggested a marked difference between how they viewed and used 

different technologies, noting that they reserved certain devices for specific purposes, in turn affecting 

how they engaged with these devices. The interviews suggest that there is a need therefore to 

contextualise and situate the technology that users have access to rather than merely noting their 

access to that technology. Brian, for example, noted in his interviews that he would make use of 

different devices to engage with different aspects of a social media platform. He discussed his use of 

Twitter, noting that he would use his computer when possible to view the current trending topics on 

Twitter, but that if he wanted to compose and send a tweet, he would tend to use a phone: 

άL ǿƻǳƭŘƴΩǘ ŦŜŜƭ ǊƛƎƘǘ ǳǎƛƴƎ ¢ǿƛǘǘŜǊ ƻƴ Ƴȅ ƭŀǇǘƻǇΦ L ŘƻƴΩǘ ƪƴƻǿ ǿƘȅΦ Lǘ ŘƻŜǎƴΩǘ ǎŜŜƳ όΦύ [ƛƪŜΣ ƛŦ LΩƳ 

ƭƻƻƪƛƴƎ ŦƻǊ ŀ ƴŜǿǎ ǎǘƻǊȅ LΩƭƭ Ǝƻ ƻƴ ¢ǿƛǘǘŜǊ ƻƴ Ƴȅ ƭŀǇǘƻǇ ŀƴŘ ŦƛƴŘ ŀ ǘǊŜƴŘΦ .ŜŎŀǳǎŜ ǘƘŜƴ ȅƻǳ Ŏŀƴ 

ǎŎǊƻƭƭ ǘƘǊƻǳƎƘ ŀƭƭ ǘƘŜ ǘǿŜŜǘǎ ǉǳƛŎƪŜǊΦ .ǳǘ ƛŦ LΩƳ ǘǿŜŜǘƛƴƎ ƛǘΩƭƭ ōŜ ŦǊƻƳ Ƴȅ ƳƻōƛƭŜΣ ōŜŎŀǳǎŜ ȅƻǳ Ŏŀƴ 

ǎŜƴŘ ŀ ǘŜȄǘ ƻǊ ȅƻǳ Ŏŀƴ Ƨǳǎǘ ƭƛǘŜǊŀƭƭȅ Ƨǳǎǘ ōƭǳǇ ōƭǳǇ ǎŜƴŘ ǘƻ ¢ǿƛǘǘŜǊέΦ 

Indeed, this notion of specific devices for specific purposes was not restricted to Twitter for Brian but 

was considered across multiple platforms: 

ά{ƻ ƛŦ LΩƳ ǳǎƛƴƎ ¢ǿƛǘǘŜǊ όΦύ L ǿƻǳƭŘ ƴŜǾŜǊ ǳǎŜ ¢ǿƛǘǘŜǊ ŦǊƻƳ ŀ ƭŀǇǘƻǇΣ ƭƛƪŜ ƴŜǾŜǊΣ L ŘƻƴΩǘ ǎŜŜ ŀ Ǉƻƛƴǘ 

ƛƴ ƛǘΣ ƛǘΩǎ Ƨǳǎǘ ŀ ǘƘƛƴƎ ǘƘŀǘ ȅƻǳ Ǉǳǘ ƻƴ ŀ ǇƘƻƴŜΣ ƛǘ ƳŀƪŜǎ ƳƻǊŜ ǎŜƴǎŜΦ ¦ƳƳ όΦύ CŀŎŜōƻƻƪ όΦύ L ŘƻƴΩǘ 

ƪƴƻǿΣ ƛǘ ŘƻŜǎ ŀŎǘǳŀƭƭȅ ŦŜŜƭ ƴƛŎŜ ǘƻ Řƻ ƛǘ ƻƴ ȅƻǳǊ ŎƻƳǇǳǘŜǊΦ LǘΩǎ ŀ ŎƻƳǇǳǘŜǊ ǘƘƛƴƎ ŀǘ ƘŜŀǊǘΣ ƛǘΩǎ 
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made for the computer, I think the apps have a lot of redundancy and they just narrow it down 

ƛƴǘƻ ōŀǎƛŎŀƭƭȅ ŀ ¢ǿƛǘǘŜǊ ŦƻǊƳŀǘέΦ 

Brian later expanded upon his preference for using a computer when accessing Facebook, noting: 

άL Ƨǳǎǘ ŦŜŜƭ ƭƛƪŜ L ǿŀƴǘ ǘƻ ǘŀƪŜ Ƴȅ ǘƛƳŜ ǿƛǘƘ Ƴȅ CŀŎŜōƻƻƪΣ L ǘƘƛƴƪΣ ŀƴŘ ǿƘŜƴ LΩƳ ƻƴ Ƴȅ ƳƻōƛƭŜ ƛǘ 

ŦŜŜƭǎ ǾŜǊȅ ǉǳƛŎƪ ŀƴŘ ƭƛƪŜ L ŘƻƴΩǘ ŦŜŜƭ ƭƛƪŜ LΩƳ ǘȅǇƛƴƎ ǇǊƻǇŜǊƭȅΣ ǿƘŜǊŜŀǎ ¢ǿƛǘǘŜǊ ȅƻǳ Ŏŀƴ Ƨǳǎǘ Ǝƻ 

ōƭǳǊǇ ŀƴŘ ƛǘΩǎ ƻƴ ¢ǿƛǘǘŜǊ ŀƴŘ L ŘƻƴΩǘ ƳƛƴŘΣ ōǳǘ ǿƛǘƘ CŀŎŜōƻƻƪ L ǉǳƛǘŜ ƭƛƪŜ ǘƻ ǘŀƪŜ Ƴȅ ǘƛƳŜ ǿƛǘƘ ƛǘέΦ 

He later expanded upon this, detailing why he specifically and intentionally reserved his engagement 

with Facebook for a computer:  

ά²ŜƭƭΣ ƛǘΩǎ ǘƘŜ ǿƘƻƭŜ ǎƛǘǘƛƴƎ Řƻǿƴ ŀƴŘ ǘȅǇƛƴƎΦ LǘΩǎ ŦŜŜƭǎ ƳƻǊŜ ƛƴǘŜƴǘƛƻƴŀƭΣ ƳƻǊŜ ƻŦ ŀ όΦύ ŎƘƻƛŎŜ όмΦύ 

umm (2.) L ǘƘƛƴƪ ǘƘŜ ŎƻƳǇǳǘŜǊ Ƨǳǎǘ ŦŜŜƭǎ ƳƻǊŜ ƻŦ ŀ ƳŜŀƴƛƴƎŦǳƭ ŎƘƻƛŎŜΦ Lǘ Ƙŀǎ ǿŜƛƎƘǘ ǘƻ ƛǘ όΦύ όƘύέΦ  

Brian was aware that the specific technology he used changed the way he approached updating, and 

therefore he reserved specific devices for specific purposes. The intentional notion of sitting down and 

actively engaging rather than browsing meant he could interact in what he felt was a more meaningful 

ΨǿŜƛƎƘǘŜŘΩ ƳŀƴƴŜǊΦ .Ǌƛŀƴ ƭŀǘŜǊ ǎǘǊŜǎǎŜǎ ǘƘŜ ƻǇǇƻǎƛǘŜ Ǉƻƛƴǘ ƛƴ ǊŜƎŀǊŘǎ ǘƻ Ƙƛǎ ǳǎŀƎŜ ƻŦ ¢ǿƛǘǘŜǊΣ ƴƻǘƛƴƎ ǘƘŀǘ 

he feels it redundant to access these platforms on a computer: 

ά¸ƻǳ ŘƻƴΩǘ ƴŜŜŘ ŀ ƳƻǳǎŜ ŀƴŘ ȅƻǳ ŘƻƴΩǘ ƴŜŜŘ ŀ ǎŎǊŜŜƴ ŦƻǊ ¢ǿƛǘǘŜǊΣ ƛŦ ȅƻǳΩǊŜ Ƨǳǎǘ ǘǿŜŜǘƛƴƎ 

ȅƻǳǊǎŜƭŦΣ ȅƻǳ ŘƻƴΩǘ ŎŀǊŜ ǿƘŀǘ ŀƴȅƻƴŜ ŜƭǎŜ ƛǎ ǎŀȅƛƴƎΣ ŀƴŘ ȅƻǳΩǊŜ ƻƴƭȅ ŦƻƭƭƻǿƛƴƎ ȅƻǳǊ ǊŜǇƭƛŜǎ ǘƻ ǘƘŀǘ 

όΦύέ 

So for Brian, specific platforms were bound to specific uses, and this reflected which technology he used 

when accessing and posting on these platforms as he felt the different technologies carried different 

connotations and merits. 
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 Similar findings were noted by YƛǊǎǘȅΣ ǿƘƻ ƴƻǘŜŘ ǘƘŀǘ ǎƘŜΩŘ ǳǎŜ ŀ ŎƻƳǇǳǘŜǊ ŦƻǊ άƭŜƴƎǘƘȅ ǇƻǎǘƛƴƎ ƻƴ 

CŀŎŜōƻƻƪέ ŀƴŘ ǘƘŀǘ ǎƘŜ ŦƻǳƴŘ CŀŎŜōƻƻƪ άǊŜŀƭƭȅ ƛǊǊƛǘŀǘƛƴƎέ ƻƴ ƘŜǊ ǇƘƻƴŜΣ ŎŀǳǎƛƴƎ ƘŜǊ ǘƻ ǳǎŜ ƛǘ άless and 

ƭŜǎǎέΦ Brandon also noted that he assigned specific functions to specific platforms, highlighting that άŦƻǊ 

ǎƘŀǊƛƴƎ ǇƘƻǘƻƎǊŀǇƘǎ L ƻƴƭȅ ǳǎŜ Ƴȅ ǇƘƻƴŜΣ ōŜŎŀǳǎŜ ƛǘΩǎ ƳǳŎƘ ƳƻǊŜ ŎƻƴǾŜƴƛŜƴǘΦ LǘΩǎ ǾŜǊȅ ŜŀǎȅέΦ Other uses 

of technology for specific purposes were also noted by Kirsty, who suggested: 

ά{ƻ ȅŜŀƘ L ŘƻƴΩǘ ǘŜƴŘ ǘƻ ǳǎŜ Ƴȅ ǎƳŀǊǘǇƘƻƴŜ ŀǎ ƳǳŎh for Facebook any more, except to sort of 

scan what other people are doing, umm, but I do use it almost exclusively actually I use it for 

¢ǿƛǘǘŜǊΦ L ŘƻƴΩǘ ǘŜƴŘ ǘƻ ǳǎŜ ¢ǿƛǘǘŜǊ ǎƻ ƳǳŎƘ ƻƴ ƻǘƘŜǊ ŘŜǾƛŎŜǎΣ ŀǎ L ǎŀȅ ōŜŎŀǳǎŜ ǘƘŜ ŀǇǇ ƛǎ ǎƻ 

simple and itΩǎ also caǇǘǳǊƛƴƎ ǇƘƻǘƻΣ Ŏƻǎ ƛŦ ȅƻǳΩǊŜ Ǝƻƴƴŀ ǘǿŜŜǘ ȅƻǳ ƳƛƎƘǘ ŀǎ ǿŜƭƭ ǘǿŜŜǘ ŀ ǇƘƻǘƻΣ 

and yeah capturing a photo on a phone is so much quicker than doing it and putting it on a 

ŎƻƳǇǳǘŜǊ ŀƴŘ ŀƭƭ ǘƘŜ ǊŜǎǘ ƻŦ ǘƘŜ ƧŀȊȊέΦ 

Similarly, Willow noted her preference of specific devices for specific tasks: 

άL ŘƻƴΩǘ ǳǎŜ ǘƘŜ ¢ǿƛǘǘŜǊ ŎƭƛŜƴǘ ǎƻ όΦύ ŜǊƳ ŎƘŜŎƪ ¢ǿƛǘǘŜǊ ŦǊƻƳ Ƴȅ όΦύ Ƴȅ ŎƻƳǇǳǘŜǊ ƻƴƭȅ ƻŎŎŀǎƛƻƴŀƭƭȅΦ 

Facebook mostly from my phone again but sometimes from my PC and Reddit is normally always 

from my PC. Once or twice I have read ƻƴ Ƴȅ ǇƘƻƴŜ ōǳǘ ƴƻǘ ǾŜǊȅ ƻŦǘŜƴέΦ  

{ƻƳŜ ŘƛŦŦŜǊŜƴǘƛŀǘŜŘ ǳǎŜǎ ƻŦ ǘŜŎƘƴƻƭƻƎȅ ǿŜǊŜ ŀƭǎƻ ƴƻǘŜŘ ŘǳŜ ǘƻ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘΩǎ ŦŜŜƭƛƴƎ ƻǾŜǊ ǘƘŜ ǎŜŎǳǊƛǘȅ 

of using a phone, meaning they restricted their use to PC only. For example, Oliver notes his usage of 

devices as: 

άt/ ƛǎ weddit all the time, and Facebook. I refuse to use the Facebook mobile app. Simply because 

it makes me, it wants me to install the messenger and I will have nothing to do with an extra app 

from FacebookέΦ 
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This suggests that there is a need to consider that a platform can be used and reserved for specific 

purposes by the user which informs the technology they will use to access it. The interviews highlighted 

ǎŜǾŜǊŀƭ ƻŎŎŀǎƛƻƴǎ ǿƘŜƴ ŀ ǳǎŜǊΩǎ ŜƴƎŀƎŜƳŜƴǘ ǿƛǘƘ ǘŜŎƘƴƻƭƻƎƛŜǎ ǿŀǎ ōƻǳƴŘ ǘƻ ŀƴŘ ōȅ ǘƘŜƛǊ ǎǇŜŎƛŦic needs 

and situations. For example, Oliver details his preference of his PC over mobile phone given that his 

phone use is restricted as άL have to remember how much data or usage it uses, because it keeps 

updating and checking and sending off messages anŘ ŘƻƛƴƎ ǎǘǳŦŦΣ ŀƴŘ LΩƳ ƴƻǘ ƻƴ ŀƴ ǳƴƭƛƳƛǘŜŘ ǘŀǊƛŦŦ 

ǘƘƛƴƎΣ ŜǊǊΣ ȅŜŀƘέΦ Oliver also notes that this is locationally specific for him. So that; ά!ǘ ƘƻƳŜΣ ƛŦ LΩƳ ƛƴ 

ŦǊƻƴǘ ƻŦ Ƴȅ t/Σ L ǿƛƭƭ ƻōǾƛƻǳǎƭȅ ǳǎŜ Ƴȅ ŎƻƳǇǳǘŜǊΣ ƛŦ LΩƳ ƭȅƛƴƎ ƛƴ ōŜŘ ƻǊ ǿƘŜǊŜǾŜǊ ǘƘŜƴ ƛtŀŘΣ ƛŦ LΩƳ ƻƴ ǘƘŜ Ǝƻ 

ǘƘŜƴ ƛǘΩǎ ǇƘƻƴŜέΦ Similarly, Sally notes: άL ǳǎŜ Ƴȅ ǇƘƻƴŜ ƳƻǊŜ ǘƘƻǳƎƘΣ ŜǎǇŜŎƛŀƭƭȅ Ŏƻǎ LΩƳ ƻǳǘ Ƴƻǎǘ ƻŦ ǘƘŜ 

Řŀȅ ǎƻ ŀ ƭƻǘ ƻŦ ǘƘŜ ǎǘǳŦŦ L Řƻ ƛǎ ŀǿŀȅ ŦǊƻƳ Ƴȅ ƭŀǇǘƻǇέΦ 

 

Indeed, the use of specific technologies for a range of specific reasons extended beyond purely social 

media, with other factors also affecting how and why a user would engage with a given device. Brandon 

for example notes that, though he has a laptop, he uses it for dedicated purposes, and that he often 

would not use it for social media: 

ά[ƛƪŜ L ŘƻƴΩǘ ōƻǘƘŜǊ ƭƻƻƪƛƴƎ ŀǘ CŀŎŜōƻƻƪ ƻǊ ¢ǿƛǘǘŜǊ ƻƴ ŀ ŎƻƳǇǳǘŜǊΦ LŦ LΩƳ ŀǘ ŀ ŎƻƳǇǳǘŜǊ ƴƻǊƳŀƭƭȅ 

LΩƳ ŘƻƛƴƎ ǎƻƳŜǘƘƛƴƎ ǇŀǊǘƛŎǳƭŀǊΦ bƻǊƳŀƭƭȅ LΩǾŜ ƎƻƴŜ ǘƘŜǊŜ ŦƻǊ ŀ ǊŜŀǎƻƴΣ ŀƴŘ LΩǾŜ ƎƻƴŜ ǘƻ ǘƘŜ ŜŦŦƻǊǘ 

ƻŦ ŦƛƴŘƛƴƎ Ƴȅ ƭŀǇǘƻǇ ŎƘŀǊƎŜǊ ŀƴŘ ǘǳǊƴƛƴƎ ƛǘ ƻƴΦ LǘΩǎ ŀ ƭƻǘ ƻŦ ŜŦŦƻǊǘ Ƨǳǎǘ ŦƻǊ CŀŎŜōƻƻƪέ  

A similar usage is noted by Willow, who discusses her desktop computer noting άǿƘŜƴ LΩƳ ŀǘ Ƴȅ 

ŎƻƳǇǳǘŜǊ L ǳǎŜ Ƴȅ ŎƻƳǇǳǘŜǊ ŦƻǊ ŀŎǘǳŀƭƭȅ ƎŀƳƛƴƎ ǎƻ L ŘƻƴΩǘ ǘŜƴŘ ǘƻ ǳǎŜ ƛǘ ŀ ǿƘƻƭŜ ƭƻŀŘ ŦƻǊ ǎƻŎƛŀƭ ƳŜŘƛŀ 

ōŜŎŀǳǎŜ ƴƻǊƳŀƭƭȅ ǿƘŜƴ LΩƳ ŀǘ Ƴȅ ǇŎ LΩƳ ŘƻƛƴƎ ǎƻƳŜǘƘƛƴƎέΦ Given this it appears there is a need to 

consider the specific context and situation of the user (Chinn & Fairlie, 2010; Norris, 2001) when 
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understanding how and why users utilise technology there is also a need to understand that technology 

may serve different purposes to different users and as such may not so easily be considered analogous.  

 

The technology Molly used to access the social media platforms highlights the need to situate 

technology for the user, and presents some interesting issues in regards to her specific experience of 

social media. At the start of the research period, when Molly was still living with her parents, she had 

two different mediums through which to access social media. Molly had been given her own mobile 

phone at 16, which she uses as her main method of accessing social media platforms, and also had 

access to a joint family computer, which she said she used fairly frequently for a number of purposes. 

She described her usage of the family computer thusly: 

άL ŎƻǳƭŘ ǳǎŜ ƛǘ ƛƴ ǘƘŜ ŜǾŜƴƛƴƎǎΦ ¢ƻ άŘƻ ƘƻƳŜǿƻǊƪέ ώǎƘŜ ǳǎŜǎ ŀƛǊ ǉǳƻǘŜǎϐΦ .ǳǘ ƳǳƳ ǿƻǳƭŘ ƴŜǾŜǊ όΦύ 

check on me, so I could do whatever I wanted really. It was upstairs, in the loft where my mum 

ǿƻǊƪŜŘ ŦǊƻƳ ƘƻƳŜΦ ²ŜΩŘ Řƻ ƘƻƳŜǿƻǊƪ ǘƘŜǊŜ ōǳǘ ƴƻōƻŘȅ ǿŀǎ really checking on me. But she 

ŎƻǳƭŘ ƘŀǾŜ ŜŀǎƛƭȅΦ .ǳǘ ƭƛƪŜ L ǎŀȅΣ LΩƳ ǎƘȅΣ ǎƻ L ŘƛŘƴΩǘ ǊŜŀƭƭȅ Ǉǳǘ ŀƴȅǘƘƛƴƎ ŀōƻǳǘ ƳŜ ƻƴƭƛƴŜΦ {ƻ L Ƨǳǎǘ 

ŎƘŜŎƪŜŘ CŀŎŜōƻƻƪ ŀƴŘ ǎǘǳŦŦΦ Lǘ ǿŀǎ ŦƛƴŜέΦ 

Molly notes that she did prefer to use her phone for social media whenever possible. In the second 

interview when asked about the family computer Molly attested her preference for her smartphone 

when accessing social media noting when asked if she still used the joint computer to access social 

media άbƻǘ ǊŜŀƭƭȅ ŀƴȅ ƳƻǊŜΣ ƴƻΦ ƴƻǘ ǎƛƴŎŜ L Ǝƻǘ ǘƘŜ ǇƘƻƴŜέΦ Later she reflects upon the joint computer, 

noting: 

ά(.) I kinda forgot how it felt before (h) they were (.1), like I was, there were times when I was (.) 

when it was so annoying like if my mum and her boyfriend were watching something online (.) 
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ƻǳǊ ¢± ōǊƻƪŜΣ ǎƻ ǘƘŜȅ ǳǎŜŘ ǘƻ ǿŀǘŎƘ ƻƴƭƛƴŜ ŀ ƭƻǘΦ .ǳǘ ƛŦ L ŎƻǳƭŘƴΩǘΣ Ƴȅ ǇƘƻƴŜ ǿŀǎ ŦƛƴŜ ǘƘŜƴΦ Lǘ ǿŀǎΣ 

like my phone was for social media, the computer was school work and researchingέΦ 

 

Indeed, Molly contextualises the technology, noting that she made use of them for largely differing 

ǇǳǊǇƻǎŜǎΦ {ƘŜ ƴƻǘŜǎ άƳy phone was for social media, the computer was for school work, research on the 

internet and emails none of which were particularly interesting for me as an evening activityέΦ 

Nonetheless, in terms of pure functionality, Molly notes that there was little tangible difference 

between the two technologies, mainly because she felt that as she was only browsing, the functionality 

differences were not sizable. When asked about the difference between the two in terms of her 

experience with social media she notes: 

άǿŜƭƭΣ ƭƛƪŜΣ ǎŜŜƛƴƎ ŀǎ L ƻƴƭȅ ƭƻƻƪ ŀǘ ǘƘŜƳ ƛǘΩǎ όΦύ ƪƛƴŘŀ ǘƘŜ ǎŀƳŜ ƻƴ ǘƘŜ ǇƘƻƴŜ ŀǎ ǘƘŜ ŎƻƳǇǳǘŜǊ όΦύ 

ōǳǘΣ ƭƛƪŜ όΦύ ƛǘΩǎ ŜŀǎƛŜǊΦ LǘΩǎ ƳƛƴŜέΦ 

 

Though in essence these two technologies may seem largŜƭȅ ŘƛŦŦŜǊŜƴǘΣ aƻƭƭȅΩǎ ŜȄǇŜǊƛŜƴŎŜǎ ƻŦ ǘƘŜ 

platforms whilst using the two different technologies were not vastly different. Though browsing 

ŀǇǇŜŀǊŜŘ ǘƻ ōŜ ŜŀǎƛŜǊ ƻƴ ǘƘŜ ǇƘƻƴŜΣ ǘƘƛǎ ŘƛŘƴΩǘ ǎŜŜƳ ǘƻ ōŜ ǘƻƻ ƭŀǊƎŜ ŀ ŘŜǘŜǊǊŜƴǘ ŦǊƻƳ ǳǎƛƴƎ ǎƻŎƛŀƭ ƳŜŘƛŀ 

and the differences in terms of using the platforms for browsing appear largely perfunctory for Molly. 

What does appear to be a deterrent however was the access to the machines and the manner in which 

she contextualised the technology. Once we situate the technology and pay attention to its meaning and 

ŎƻƴǘŜȄǘ ŦƻǊ ǘƘŜ ǳǎŜǊΣ ƛǘ ōŜŎƻƳŜǎ ŎƭŜŀǊ ǘƘŀǘΣ ŦƻǊ aƻƭƭȅΣ ǘƘŜ ƳŜŘƛǳƳ ǿŀǎƴΩǘ ǘƘŜ ƳŜǎǎŀƎŜΣ ǘƘŜ ƳŜŘƛǳƳ ƛƴ 

this case was merely a tool for accessing social media. What was important was the specific role she 

assigned to that technology.  Molly suggests that family computer was for homework largely. She 

acknowledges that she would use it for other purposes including social media, but it does not appear to 
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be the main purpose she ascribes to the family computer as a medium, which she suggests numerous 

times was for homework. Molly suggests she tended to prefer using the smartphone for social media 

usage, mainly iǘ ǎŜŜƳǎ ōŜŎŀǳǎŜ ƛǘ ǿŀǎ ŜŀǎƛŜǊ όάǘƘŜ ǇƘƻƴŜΩǎ ŜŀǎƛŜǊ ōŜŎŀǳǎŜ ƛǘΩǎ Ƨǳǎǘ ƛƴ Ƴȅ ǇƻŎƪŜǘέ) and 

ōŜŎŀǳǎŜ ǎƘŜ ƻǿƴŜŘ ƛǘ όάLǘΩǎ ƳƛƴŜ ŀƴŘ L Ŏŀƴ ǳǎŜ ǿƘŜƴ L ǿŀƴǘ ǿƛǘƘƻǳǘ ǿƻǊǊȅƛƴƎέ). 

 

DƛǾŜƴ ǘƘƛǎ ƛǘ ŀǇǇŜŀǊǎ ǘƘŀǘ ǘƘŜǊŜ ƛǎ ŀ ƴŜŜŘ ǘƻ ŎƻƴǎƛŘŜǊ ǘƘŜ ŘƛŦŦŜǊŜƴŎŜ ōŜǘǿŜŜƴ ΨƘŀǾƛƴƎΩ ŀƴŘ ΨƘŀǾƛƴƎ ŀŎŎŜǎǎ 

ǘƻΩ ŘƛŦŦŜǊŜƴǘ ǘŜŎƘƴƻƭƻƎƛŜǎ ƛƴ ǘŜǊƳǎ ƻŦ ŜƴƎŀƎŜƳŜƴǘ ǿƛǘƘ ǘƘŜƳΦ /ŀǊŜ ǎƘƻǳƭŘ ōŜ ǘŀƪŜƴ ǘƻ ƴƻǘ Ƨǳǎǘ ƴƻǘŜ ǘƘŜ 

platforms that participants have access to, but to understand that platforms may vary in function and 

contextualisation for the user as they approach them with different extratextual resources.  This raises 

some questions for the treatment of technology iƴ ǎƻŎƛŀƭ ƳŜŘƛŀ ǊŜǎŜŀǊŎƘΦ [ŜƴƘŀǊǘΩǎ όнлмрύ ƳǳŎƘ-cited 

ǎǳǊǾŜȅ ƻŦ ǎƻŎƛŀƭ ƳŜŘƛŀ ǳǎŀƎŜ ǊŜǇƻǊǘŜŘ ǘƻ ŀǎƪ ǇŀǊǘƛŎƛǇŀƴǘǎ άǿƘŜǘƘŜǊ ǘƘŜȅ ΨƘŀǾŜ ƻǊ ƘŀǾŜ ŀŎŎŜǎǎ ǘƻΩ ŀ ƭƛǎǘ ƻŦ 

five tools: smartphones, basic cell phones, desktop or laptop computers, tablets and game consolesέ 

(Lenhart, 2015, 2). IƻǿŜǾŜǊΣ ǘƘŜǎŜ ƛƴǘŜǊǾƛŜǿǎ ǎǳƎƎŜǎǘ ǘƘŀǘ ǿŜ Ŏŀƴƴƻǘ ŀǎǎǳƳŜ ǘƘŀǘ ΨƘŀǾƛƴƎΩ ŀƴŘ ΨƘŀǾƛƴƎ 

ŀŎŎŜǎǎ ǘƻΩ ǘŜŎƘƴƻƭƻƎƛŜǎ ŀǊŜ ǘƘŜ ǎŀƳŜ ǘƘƛƴƎΦ CƻǊ aƻƭƭȅ ƛǘ ŀǇǇŜŀǊǎ ǘƘŜȅ ǇŀǘŜƴǘƭȅ ŀǊŜ ƴƻǘΤ ǘƘŜ Ƨƻƛƴǘ ŦŀƳƛƭȅ 

computer was something she had access to, the phone was something she had, as she notes when she 

ǎŀȅǎ άLǘΩǎ ƳƛƴŜ ŀƴŘ L Ŏŀƴ ǳǎŜ ǿƘŜƴ L ǿŀƴǘ ǿƛǘƘƻǳǘ ǿƻǊǊȅƛƴƎέΦ It appears therefore that technology is not 

a neutral machine used to access anything, it is situated and the users apply different approaches and 

ǇǳǊǇƻǎŜǎ ǘƻ ŘƛŦŦŜǊŜƴǘ ǘŜŎƘƴƻƭƻƎƛŜǎΣ ƛƴŦƻǊƳŜŘ ōȅ ǘƘŜƛǊ ǎǇŜŎƛŦƛŎ ǎƛǘǳŀǘƛƻƴǎ ŀƴŘ ƴŜŜŘǎΦ IŜǊŜΣ ƛƴ aƻƭƭȅΩǎ 

case, her joint computer was a family computer. Though she knew she could access social media on it, 

and that her experience of it may not be that different for the purposes for which she was using the 

platforms, she largely chose not to make use of it for that function. If we were to only consider her 

output, there is little noticeable difference between her engagement with the devices she chose to 

create content on either. However, if we explore her approach towards the devices and her use of them 

it is clear that there is some noticeable variation. 
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5.3. Social online. 

 

 

Understanding social media - beyond Facebook and Twitter alone. 
 

 

The interviews revealed a variety of platforms that were used by the participants for social interaction, 

suggesting the need to account for and consider more than just Facebook and Twitter when considering 

social interaction online. During the interviews the participants were asked what they considered social 

media to be. They provided a number of variable suggestions, some idiosyncratic to their particular 

ƳŜǘƘƻŘ ƻŦ ŜƴƎŀƎƛƴƎ ǿƛǘƘ ǎƻŎƛŀƭ ƳŜŘƛŀΦ CƻǊ ŜȄŀƳǇƭŜΣ LǎŀōŜƭ ǇǊƻǾƛŘŜŘ ǘƘŜ ŘŜŦƛƴƛǘƛƻƴ ƻŦ ǎƻŎƛŀƭ ƳŜŘƛŀ ŀǎ άa 

way to commǳƴƛŎŀǘŜ ǿƛǘƘ ȅƻǳǊ ŦǊƛŜƴŘǎ ŀƴŘ ŀŎǉǳŀƛƴǘŀƴŎŜǎΣ LΩŘ ǎŀȅΦ !ƴŘ ŀ ōƛǘ ƻŦ ŀ ƴŜǿǎŦŜŜŘ ǘƻ ǎŜŜ ǿƘŀǘΩǎ 

going on in the worldέΣ ǎǳƎƎŜǎǘƛƴƎ ǘƘŜ ƴƻǘƛƻƴ ǘƘŀǘ ǎƻŎƛŀƭ ƳŜŘƛŀ Ƴŀȅ ƛƴǾƻƭǾŜ ƳƻǊŜ ǘƘŀƴ Ƨǳǎǘ 

communication, and that in this case it was used for information gathering also. Brian too provided a 

definition informed by his particular use of social media platforms. He noted social media to be: 

άtΥ [ƛƪŜΣ ŀƴȅǘƘƛƴƎ ǘƘŀǘ Ƙŀǎ ŀ ŦƻǊǳƳ ƻǊ Ƙŀǎ ŀǾŀǘŀǊǎ ƻǊ ǇǊƻŦƛƭŜǎ L ŎƻƴǎƛŘŜǊ ǘƻ ōŜ ǎƻŎƛŀƭ ƴŜǘǿƻǊƪƛƴƎΣ 

in one way or another. 

I: Does that mean you use more than just Twitter and Facebook then? 

P: Umm. Yeah, I guess it does, I (.) I have a whole bunch of sites I use and post stuff on, but not 

(1.) not in any regular sense. I do post on a whole bunch of things though. Facebook and Twitter 

Ƨǳǎǘ ŦŜŜƭ ŀ ƭƛǘǘƭŜ ōƛǘ ƳƻǊŜ όΦύ ƻǾŜǊǘƭȅ ǎƻŎƛŀƭΦ LǘΩǎ ƛƴ ȅƻǳǊ ŦŀŎŜ ƪƛƴŘŀέΦ 

Indeed, many of the attitudes towards social media expressed in the interviews appeared to reveal a 

ƘƛŜǊŀǊŎƘȅ ƛƴ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ŎƻƴǎƛŘŜǊŀǘƛƻƴ ƻŦ ǎƻŎƛŀƭ ƳŜŘƛŀ ǘƘŀǘ ǇǊŜŘƻƳƛƴŀƴǘƭȅ stemmed from their 

experiences of Facebook. Nonetheless all participants used a variable range of platforms; Brian used 2 

platforms for content production, and browsed numerous other platforms. Brandon used 4 platforms 
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regularly. Isabel used 2 platforms. Kirsty used 3 platforms, Nina used 5 platforms, Willow used 9 that she 

discussed during the sessions, Molly used 4, and Sally used 4. All participants however used Facebook 

and Twitter. Brian seemed to hold Facebook and Twitter as separate for the manner in which they 

overtly revolved around social interaction, but nonetheless acknowledged that social media can be 

broad. Later he discusses ŜƴƎŀƎƛƴƎ ǿƛǘƘ ŀƴŘ ǘƘǊƻǳƎƘ ƳƻǊŜ ǘƘŀƴ Ƨǳǎǘ ǘƘŜǎŜ ǘǿƻ ǇƭŀǘŦƻǊƳǎΣ ƴƻǘƛƴƎ άI use a 

lot of other websites, but, when you say sƻŎƛŀƭ ƳŜŘƛŀ ŜǾŜǊȅƻƴŜ ǘƘƛƴƪǎ CŀŎŜōƻƻƪ ŀƴŘ ¢ǿƛǘǘŜǊέΦ He further 

clarifies this remark, discussing how for him the distinction lay not in the social capabilities of the 

platform per se, but his personal level of engagement: 

άtΥ L ǳǎŜ ŀ ƭƻǘ ƻŦ ǘƘŜƳΣ ōǳǘ ŘƻƴΩǘ have an active presence. So things like YouTube, and Vine, and 

umm (.) I would go on but I would never contribute to them (.) 

 LΥ {ƻ ȅƻǳ ŘƻƴΩǘ ŎƻƴǎƛŘŜǊ ǘƘŀǘ ǳǎŜ ƻŦ ǘƘŜ ǎƛǘŜǎΚ 

tΥ bƻΣ ōŜŎŀǳǎŜ LΩƳ ƴƻǘ ŀŎǘƛǾŜƭȅ ƎƛǾƛƴƎ ǘƻ ǘƘŜ ǎƛǘŜΦ LΩƳ όΦύ ƳƛƭƪƛƴƎ ǘƘŜ ǎƛǘŜΦ L ŘƻƴΩǘ ǘƘƛƴƪ ǘƘŀǘΣ ƭƛƪŜ όΦύ 

L ǿƻǳƭŘ ƴŜǾŜǊ ǳǎŜ ¸ƻǳ¢ǳōŜ ŦƻǊ ƛǘǎ ƛƴǘŜƴŘŜŘ ǇǳǊǇƻǎŜΦ ²ŜƭƭΣ L ŘƻƴΩǘ ƪƴƻǿΣ L ǳǎŜ ¸ƻǳ¢ǳōŜ ǘƻ ǿŀǘŎƘ 

ǾƛŘŜƻǎΣ L ǎǳǇǇƻǎŜ ǘƘŀǘΩǎ ǘƘŜ ƛƴǘŜƴŘŜŘ ǇǳǊǇƻǎŜΦ .ǳǘ L ǿƻǳƭŘ ƴŜǾŜǊ Ǉǳǘ ǾƛŘŜƻǎ ƻƴ ǘƘŜǊŜέΦ 

Indeed, Brian later expands his list of platforms his uses to include Google+ and Tumblr. This suggests 

that Brian is aware of a range of sites, but only feels he actively contributes to a few.  For example, Brian 

notes: 

άL ŦŜŜƭ ƭƛƪŜ ȅƻǳ ƘŀǾŜ ǘƻ ōŜ ƳƻǊŜ ŀŎǘƛǾŜΦ [ƛƪŜΣ L ŦŜŜƭ ƭƛƪŜΣ ǘƘŜ ǎŀƳŜ ŀǎ ¸ƻǳ¢ǳōŜΣ L ŘƻƴΩǘ ǳǎŜ ¸ƻǳ¢ǳōŜΣ 

LΩƳ ƴƻǘ ŀ ¸ƻǳ¢ǳōŜǊΣ ŀƴŘ LΩƳ ƴƻǘ ŀ ±ƛƴŜǊ ƻǊ ǿƘŀǘŜǾŜǊ ǘƘŜ ŜǉǳƛǾŀƭŜƴǘ ǿƻǳƭŘ ōŜΣ LΩƳ ŀΣ ŀΣ L ǿŀǘŎƘΦ 

LΩƳ ŀ ǾƻȅŜǳǊ όƘύέΦ 
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Brian however later does give some parameters to what he considers to be social media, again 

suggesting that Facebook is more explicitly social media. He details that he defines the boundaries of 

ǎƻŎƛŀƭ ƳŜŘƛŀ ŀǎ ƴƻǘ ǎǇŜŎƛŦƛŎŀƭƭȅ ƛƴŎƭǳŘƛƴƎ ΨǘŜȄǘƛƴƎ ŀǇǇǎΩΥ 

άtΥ LΩƳ ƻƴΣ LΩƳ ǎƻŎƛŀƭ ƴŜǘǿƻǊƪƛƴƎ ǎƛǘŜǎ ƻƴ Ƴȅ ǇƘƻƴŜ ŀǎ ǿŜƭƭΣ ²Ƙŀǘǎ!ǇǇΣ DǊƛƴŘǊΣ ǘƘƻǎŜ ƪƛƴŘ ƻŦ 

things as well.  

LΥ ¸ƻǳ ŘƻƴΩǘ consider that social media? 

tΥ bƻΣ ƛǘ ƛǎΣ ōǳǘ ƻƴ ŀ ŘƛŦŦŜǊŜƴǘ ƭŜǾŜƭΦ LǘΩǎ ōŀǎƛŎŀƭƭȅ ǘŜȄǘƛƴƎέΦ  

 

It appears that for Brian social media is a broad field, but that there is some degree of definition with 

certain platforms that are more explicitly, traditionally, or overtly social. Other participants were 

noticeably more comfortable to express a broader view towards social media. Kirsty for example 

understood social media in a rather broader sense, noting her blog and personal website as forms of 

social media. She noted άǎǳǇǇƻǎŜ L ƘŀǾŜ ŀ ǿŜōǎƛǘŜ ǿƘƛŎƘ ǘŜŎƘƴƛŎŀƭƭȅ ǘƻ ŜȄǘŜƴǘ ƛǎ ŀ ǎƻŎƛŀƭ ƳŜŘƛŀ ǎƛǘŜΣ ƛƴ ŀǎ 

much as people can ŎƻƳƳŜƴǘ ŀƴŘ ƎŜǘ ƛƴǾƻƭǾŜŘ ƻƴ ƛǘέ as well as noting: 

άL ŘƛŘ ƘŀǾŜ ŀ LiveJournal account for a while, which I had a lot of interaction with the fandom 

community on there, which is a totally, but thinking about it, a lot of people that I knew through 

LiveJournal L ŘƛŘƴΩǘ ƘŀǾŜ ŀƴȅ ƻǘƘŜǊ ŎƻƴǘŀŎǘ with, so I guess in some ways that is a social media 

ǎƛǘŜέΦ  

For others participants however there were particular affordances that made certain platforms more or 

less social in their view. For example, Brandon noted that to him social media needed to contain a 

ƳŀǊƪŜǊ ƻŦ ΨƛŘŜƴǘƛǘȅΩΦ IŜ ƴƻǘŜŘ ǘƘŀǘ άŀƴȅǘƘƛƴƎ ǘƘŀǘ ƛǎ ŎƻƳǇƭŜǘŜƭȅ ŀƴƻƴȅƳƻǳǎ L ǿƻǳƭŘ ƘŀǾŜ ǘƘƻǳƎƘǘ ƛǎ ƴƻǘ 
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social media, just purely on the basis to me is putting some sort of name, whether it be your real name or 

ƴƻǘΣ ƻǊ ǎƻƳŜ ǎƻǊǘ ƻŦ ƛŘŜƴǘƛǘȅΣ ŎƻƳƳǳƴƛŎŀǘƛƴƎ ǿƛǘƘ ǎƻƳŜ ǎƻǊǘ ƻŦ ƛŘŜƴǘƛǘȅέΦ  

 

Despite all participants utilising Facebook and Twitter socially, there were a broad array of other 

platforms for social interaction, particularly by some participants. For example, Nina used a wide array 

beyond Facebook and Twitter, including platforms like Pinterest and a musical theatre forum that she 

accessed frequently and used in a variety of manners. Willow too discussed several platforms that 

fulfilled social functions for her, detailing how she used two video-gaming services, Raptr and Steam, 

socially. She discussed that users were able to share captured videos of their gaming sessions and could 

live-ǎǘǊŜŀƳ ǘƘŜƛǊ ƎŀƳƛƴƎ ǎŜǎǎƛƻƴǎ ǘƻ ŀƴ ŀǳŘƛŜƴŎŜΦ {ƘŜ ƴƻǘŜǎ ǘƘŀǘ ƻƴ wŀǇǘǊ άyou set up a profile, you set a 

ǇǊƻŦƛƭŜ ǇƛŎǘǳǊŜΣ ȅƻǳ ƎŜǘ ŀ ǳǎŜǊƴŀƳŜέ and that it allows for άǘǊŀŎƪƛƴƎ ǿƘŜǊŜ L Ǌŀƴƪ ǳǇ ŀƎŀƛƴǎǘ ƻǘƘŜǊ ǇŜƻǇƭŜ 

in terms of how ƳǳŎƘ LΩǾŜ ǇƭŀȅŜŘέΦ Willow also discusses Steam, another video-gaming service which 

allows users to: 

άǎƘƻǿ ȅƻǳ Ƙƻǿ ƳǳŎƘ ȅƻǳΩǾŜ ǇƭŀȅŜŘ ƛƴ ǘƘŜ ƭŀǎǘ ǿŜŜƪΣ ŀƴŘ ƛǘΩƭƭ Ǌŀƴƪ ȅƻǳ ǳǇ ŀƎŀƛƴǎǘ ȅƻǳǊ ŦǊƛŜƴŘǎ 

and up against the community as a whole. Like, how many, this is the average amount of hours 

ȅƻǳΩǾŜ ǎǇŜƴǘΣ ƻǊ ǎƻǊǊȅ ǘƘƛǎ ƛǎ ǘƘŜ ŀƳƻǳƴǘ ƻŦ ƘƻǳǊǎ ȅƻǳΩǾŜ ǎǇŜƴǘΣ ǘƘƛǎ ƛǎ ǘƘŜ ŀƳƻǳƴǘ ƻŦ ƘƻǳǊǎ ȅƻǳǊ 

friends have spent, and this is the average amount of hours that the community spent playing it, 

like the average member of the community has played this game this week for like x amount of 

ƘƻǳǊǎέΦ 

Willow notes this can be particularly social: 

άȅƻǳ ŀŘŘ ȅƻǳǊ ŦǊƛŜƴŘǎΣ ƭƛƪŜ ǇŜƻǇƭŜ ȅƻǳ ƪƴƻǿΣ ƻǊ ǇŜƻǇƭŜ ȅƻǳ ƭƛƪŜ ǘŀƭƪ ǘƻ ƻƴ ŦƻǊǳƳǎΣ ƭƛƪŜ ǎǘŜŀƳ 

forums, and play the same games in, like, people that maybe you watch stream stuff or 
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ǎƻƳŜǘƘƛƴƎΣ ƻǊ ȅƻǳΩǾŜ ƳŜǘ ƻƴƭƛƴŜΦ {ƻ ƛǘΣ ƭƛƪŜΣ ŀƴŘ {ǘŜŀƳ L ŀƭǿŀȅǎ ǘƘƻǳƎƘǘ ƛǎ ƳƻǊŜ ŦƻǊ ƳŜŜǘƛƴƎ ǳǇ 

ǿƛǘƘ ǇŜƻǇƭŜ ǘƘŀǘ ȅƻǳΩŘ ǿŀƴǘ ǘƻ Ǉƭŀȅ ǿƛǘƘ ŀǘ ǘƘŜ ǎŀƳŜ ǘƛƳŜέΦ 

Beyond this, Willow also discussed comment boards, noting that they served as overtly social spaces for 

her. She notes that communities form around the discussion of certain topics:  

άȅƻǳ ŘƻƴΩǘ ǊŜŀƭƭȅ ƪƴƻǿ ŜŀŎƘ ƻǘƘŜǊΣ ōǳǘ ōŜŎŀǳǎŜ ȅƻǳΩǊŜ ŀƭƭ ǘŀƭƪƛƴƎ ŀōƻǳǘ ǘƘŜ ǎŀƳŜ ǘƘƛƴƎǎ ƛƴ ǘƘŜ 

same context, you definitely get a fŜŜƭ ƻŦ ǇŜǊǎƻƴŀƭƛǘƛŜǎΧǇŜƻǇƭŜ ǿƛƭƭ ǊŜŦŜǊ ōŀŎƪ ǘƻ ŎƻƳƳŜƴǘ 

ōƻŀǊŘǎ ŦǊƻƳ ŀ ŎƻǳǇƭŜ ƻŦ Řŀȅǎ ŀƎƻΣ ƭƛƪŜ ΨƻƘ ȅŜŀƘΣ ȅƻǳ ƳŜƴǘƛƻƴŜŘ ƭŀǎǘ ŀǊǘƛŎƭŜ ǘƘŀǘ ȅƻǳǊ ŘƻƎ ǿŀǎ 

ŘȅƛƴƎΣ ƘƻǿΩǎ ǘƘŀǘ ƎƻƛƴƎΚΩ ƻǊ ǎƻƳŜǘƘƛƴƎέΦ 

She later notes one particular section where this social factor is explicitly encouraged and acknowledged 

in the comment boards that she uses: 

ά¢ƘŜȅΣ ŜǾŜǊȅΣ ŀǘ ǘƘŜ ŜƴŘ ƻŦ ǘƘŜ ǿŜŜƪ ƴƻǊƳŀƭƭȅΣ ǘƘŜȅΩƭƭ Řƻ ǿƘŀǘ ǘƘŜȅ Ŏŀƭƭ ŀƴ ƻǇŜƴ ǘƘǊŜŀŘΦ ²ƘƛŎƘ ƛǎ 

ΨƘŜǊŜ ƛǎ ŀƴ ŀǊǘƛŎƭŜ ǘƘŀǘ ŘƻŜǎƴΩǘ ŀŎǘǳŀƭƭȅ ǎŀȅ ŀƴȅǘƘƛƴƎΣ ƻǘƘŜǊ ǘƘŀƴ ŎƻƳƳŜƴǘ ƛƴ ǘƘŜ ōƻȄΩΣ ƭƛƪŜ ǘŀƭƪ 

ŀƳƻƴƎǎǘ ȅƻǳǊǎŜƭǾŜǎΣ ōŀǎƛŎŀƭƭȅΦ !ƴŘ ǘƘŜǊŜΩǎ ŀ ŎƻǳǇƭŜ ƻŦ ƻǘƘŜǊ ǎƛǘŜǎ ǘƘŀǘ Řƻ ƛǘΦ 

LΥ L ƻŦǘŜƴ ǿƻƴŘŜǊŜŘ ǿƘŀǘ ǘƘŀǘ ǿŀǎΦ {ƻΣ L ŘƛŘƴΩǘ ǊŜŀƭƛǎŜ ǿƘŀǘ ƛǘ ǿŀǎΦ 

tΥ LǘΩǎ ōŀǎƛŎŀƭƭȅΣ ǘƘŜȅ Ƨǳǎǘ Ǉǳǘ ǳǇΣ ƭƛƪŜ ƻƴŜ ŀ ǿŜŜƪ ƴƻǊƳŀƭƭȅΣ ǿƘƛŎƘ ƛǎ ōŀǎƛŎŀƭƭȅ ƭƛƪŜ όΦύ which is what 

are you doing this weekend, what are you playing this weekend, which is basically just people, 

ƧǳǎǘΣ ǘŀƭƪΦ ²Ƙŀǘ ŀǊŜ ȅƻǳ ŘƻƛƴƎ ǘƘƛǎ ǿŜŜƪΣ Ƙƻǿ ŀǊŜ ȅƻǳΣ ƛǘΩǎ ƭƛƪŜΣ ǳƳƳΣ ǘŜƭƭ ǳǎ ǿƘŀǘ ȅƻǳΩǊŜ ƻƴ 

about, how has this week gone for you, what have you ōŜŜƴ ǳǇ ǘƻΚ LǘΩǎ ƭƛƪŜΣ ōŜŎŀǳǎŜ ŀǎ L ǿŀǎ 

ǎŀȅƛƴƎΣ ŜǾŜƴ ǘƘƻǳƎƘ ƛǘΩǎ ŎƻƳƳŜƴǘƛƴƎ ƻƴ ŀƴ ŀǊǘƛŎƭŜΣ ƛŦ ȅƻǳΩǊŜ ǊŜƎǳƭŀǊ ŜƴƻǳƎƘ ǇŜƻǇƭŜ ǎƻǊǘ ƻŦ ǎŜǘ ǳǇΣ 

maybe not in the same sense of community, but you kind of get to know people. Or get to see 

people commenting all the ǘƛƳŜΣ ǘƘŀǘ ǇŜƻǇƭŜ ŀǊŜ ǎƻǊǘ ƻŦ ƛƴǘŜǊŜǎǘŜŘ ƛƴ ƻǘƘŜǊ ǇŜƻǇƭŜΩǎ ƭƛǾŜǎΦέ  
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Willow notes that for her, the social experiences and relationship that are formed in these comment 

boards are different kinds of social relationships, but nonetheless are still purposeful and often intimate. 

She notes άŘŜǎǇƛǘŜ ǘƘŜ ŦŀŎǘ ǘƘŀǘ ȅƻǳ ƘŀǾŜ ƴƻ ƛŘŜŀ ƻŦ ŀƴȅǘƘƛƴƎΣ ƭƛƪŜΣ L ǿŀƴƴŀ ǎŀȅ ǇŜǊǎƻƴŀƭΣ ōǳǘ L ƪƴƻǿ 

ǎƻƳŜ ǊŜŀƭƭȅ ǇŜǊǎƻƴŀƭ ǎǘǳŦŦ ŀōƻǳǘ ŀƭƭ ƻŦ ǘƘŜƳΣ ŀǇŀǊǘ ŦǊƻƳ ǘƘŜ ŦŀŎǘ ǘƘŀǘ L ŘƻƴΩǘ ƪƴƻǿ ǘƘŜƛǊ ƴŀƳŜǎ ŀƴŘ L 

ŘƻƴΩǘ ƪƴƻǿΣ ǳƳƳΣ ŀƴȅǘƘƛƴƎέΦ She highlights one case in particular of a woman who had been talking in 

ǘƘŜ ŎƻƳƳŜƴǘ ǎŜŎǘƛƻƴ ŀōƻǳǘ ƭƛǾƛƴƎ ǿƛǘƘ ƘŜǊ ǇŀǊǘƴŜǊΩǎ ŜȄ-ƳƛǎǘǊŜǎǎΣ ²ƛƭƭƻǿ ǎŀȅǎ ǎƘŜ ƪƴŜǿ άlike how she 

ŦŜŜƭǎ ŀōƻǳǘ ǘƘŜ ŦŀŎǘ ǘƘŀǘ ǎƘŜ Ƙŀǎ ǘƻ Ǉǳǘ ǳǇ ǿƛǘƘ ƘŜǊ ƘǳǎōŀƴŘΩǎ ƳƛǎǘǊŜǎǎΣ ŀƭǘƘƻǳƎƘ ǘƘŜȅΩǊŜ ƴƻǘ ƘŀǾƛƴƎ ŀ 

ǘƘƛƴƎ ŀƴȅ ƳƻǊŜΣ ŀƴŘ ƛǘΩǎ ǎǘǳŦŦ ƭƛƪŜ ǘƘŀǘΣ ŜȄŎŜǇǘ L ƘŀǾŜ ƴƻ ƛŘŜŀ ǿƘŀǘ ƘŜǊ ƴŀƳŜ ƛǎΣ ǿƘŜǊŜ ǎƘŜ ƭƛǾŜǎΣ Ƙƻǿ ƻƭŘ 

ǎƘŜ ƛǎΣ ŀƴȅǘƘƛƴƎ ƭƛƪŜ ǘƘŀǘΦ !ƴŘ ƛǘΩǎ Ƨǳǎǘ ƻŘŘέΦ These spaces then appear to fulfil different social functions 

and purposes, and provide different social experiences and understandings. Indeed, in a similar manner, 

and detailing the broad scope of social experiences facilitated through the internet, Sally also discusses 

how video games can serve social functions for her: 

ά[ƛƪŜ ƎŀƳŜǎ ǿƘere you play with other people, like online role playing games, you can join 

groups or teams with their friends or just random people in general and they become 

ŦǊƛŜƴŘǎΧ¸ƻǳ ƘŜŀǊ ƻŦ ǇŜƻǇƭŜ ǎǘŀǊǘƛƴƎ ǊŜƭŀǘƛƻƴǎƘƛǇǎ ǿƛǘƘ ƻǘƘŜǊ ǇŜƻǇƭŜ ǿƘƻ ǘƘŜȅΩǾŜ ƳŜǘ ƻƴƭƛƴŜ ƛƴ 

vƛŘŜƻ ƎŀƳŜǎ ŀƴŘ ǎǘǳŦŦΦ LΩǾŜ ǎŜŜƴ ŀ ōǳƴŎƘ ƻŦ ŘƛǎŎǳǎǎƛƻƴǎ ƻƴ ƎŀƳŜǎ ŀōƻǳǘ ƭƛǘŜǊŀƭƭȅ ŀƴȅǘƘƛƴƎ ǳƴŘŜǊ 

ǘƘŜ ǎǳƴΣ ŦǊƻƳ Ŏŀǘǎ ŀƴŘ ǇŀǊŜƴǘƛƴƎ ǘƛǇǎ ŀƴŘ Ƨǳǎǘ ǘŜƭƭƛƴƎ ǎǘƻǊƛŜǎέΦ  

 

The data therefore shows that social media is a broadly different experience for each participant. Each 

gains different social experiences from the internet, responding to, enacting, and fulfilling different 

practice, needs, and experiences. Their understandings of social media, and therefore experiences of 

social media, appear largely variable. Nonetheless, it should be noted that Facebook and Twitter were 

used by all participants in some format, and appeared to be noted as the most explicitly social formats, 
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though again, with a variety of uses dependent upon a number of factors. Whilst Facebook and Twitter 

are evidently popular, this research suggests that the use of multiple platforms is increasingly common, 

and that, as suggested in the Literature Review, future research should consider more than just a few 

specific platforms (Lenhart, 2015) when attempting to understand how user are using the internet to 

socially interact and act. Indeed, Molly highlights a reason to consider a range of platforms when 

considering social media, noting that: 

άI think other people use Facebook differently to other things, because on Facebook they only 

ǘŜƴŘ ǘƻ ōŜ ŦǊƛŜƴŘǎ ǿƘƻ ǘƘŜȅΩǾŜ ŀŎǘǳŀƭƭȅ ƳŜǘΣ ōǳǘ ƻƴ ¢ǿƛǘǘŜǊ ŀƴŘ ƻǘƘŜǊ ƻƴŜǎ ƭƻǘǎ ƻŦ ǇŜƻǇƭŜ Ŧƻƭƭƻǿ 

ǎƻǊǘ ƻŦ ǊŀƴŘƻƳ ǇŜƻǇƭŜ ǘƘŀǘ ǘƘŜȅ ŘƻƴΩǘ ƪƴƻǿέΦ   

For Molly, Facebook appears to be the exception to social media usage, not the rule. Despite its 

popularity, Molly suggests it in some way acts as the outlier for social media usage, and that not only 

should it not be considered typical of all social media, but that it may be a-typical of other social media. 

This data suggests that multiple platforms are being used by young people, and that their social 

experiences online can be broad and variable. 

 

Different platforms, different social aspects. 
 

 

 

Given that the participants were utilising multiple platforms at once, I was keen to understand how they 

ǿŜǊŜ ǳǎƛƴƎ ǘƘŜǎŜ ǇƭŀǘŦƻǊƳǎ ǘƻ ǎƻŎƛŀƭƭȅ ƛƴǘŜǊŀŎǘΣ ǿƘŀǘ ōŜƛƴƎ ΨǎƻŎƛŀƭΩ ŜƴǘŀƛƭŜŘ ƻƴ ŜŀŎƘ ǇƭŀǘŦƻǊƳΣ ŀƴŘ 

whether different platforms fulfilled and catered for different social aspects. As noted in my previous 

research (Dyer, 2015), the inǘŜǊǾƛŜǿǎ ǊŜǾŜŀƭ ǘƘŀǘ ǘƘŜ ƳŀƴƛŦŜǎǘŀǘƛƻƴ ƻŦ ǘƘŜ ΩǎƻŎƛŀƭΩ ŀǎǇŜŎǘǎ ƻŦ ǎƻŎƛŀƭ ƳŜŘƛŀ 

cannot be assumed to be consistent across all platforms and can be largely variable for users. It is noted 

therefore that there is a need to understand how the social emerges on different platforms, as the social 
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uses and aims of a platform, and therefore the experiences of the user, may vary greatly from one 

platform to the next (Dyer, 2015, Zhao et al., 2016).  

 

This variation in the social functions and uses of platforms was noted by the participants. In particular, 

the participants noted that Facebook and Twitter served largely different social functions for them. 

Brian for example noted that for him Twitter served as a platform where he expressed his professional 

self, and therefore highlighted that he felt he could not easily express other aspects of his identity 

ōŜŎŀǳǎŜ ƻŦ ǘƘƛǎΦ IŜ ǎǳƎƎŜǎǘŜŘ άL ŦŜŜƭ ƭƛƪŜ L Ŏŀƴ ōŜ ƳȅǎŜƭŦ ƻƴ CŀŎŜōƻƻƪ ǿƘŜǊŜŀǎ L ŎŀƴΩǘ ƻƴ ¢ǿƛǘǘŜǊ ōŜŎŀǳǎŜ 

ƛǘΩǎ ǇǊƻŦŜǎǎƛƻƴŀƭέ. Brian later expands upon this, noting the different social aspect of himself and 

different social connection represented on different platforms. He suggested: 

 ά¢ǿƛǘǘŜǊΩǎ ŎŜƭŜōǊƛǘƛŜǎ ŀƴŘ ƴŜǿ ǎƛǘŜǎΦ aȅ ǿƻǊƪ ¢ǿƛǘǘŜǊ ƛǎ ǇŜƻǇƭŜ ǘƘŀǘ ŀǊŜ ǘƻ Řƻ ǿƛǘƘ Ƴȅ ŀǊŜŀ ƻŦ 

work, so notable scientists and journals and things like that. Facebook is all my friends and 

DŜƻǊƎŜ ¢ŀƪŜƛΦ tǊŜǘǘȅ ƳǳŎƘέΦ 

 

{ƛƳƛƭŀǊ ǎŜǇŀǊŀǘƛƻƴǎ ƻŦ ǎƻŎƛŀƭ ǎŜƭŦ ǿŜǊŜ ŜȄǇǊŜǎǎŜŘ ōȅ YƛǊǎǘȅΣ ǿƘƻ ǎǳƎƎŜǎǘǎ άTwitter tends to be slightly 

ƳƻǊŜ ǇǊƻŦŜǎǎƛƻƴŀƭƭȅ ŦƻŎǳǎŜŘ ŦƻǊ ƳŜέΦ Indeed, the interviews revealed ǘƘŀǘ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ŜȄǇŜǊƛŜƴŎŜǎ 

of Facebook all largely revolved around interacting with family and friends, whereas Twitter appeared 

largely more flexible in who the users could follow, allowing them to explore and express a variety of 

interests and social aspects away from just family and friends, including careers, celebrities, and 

hobbies.  Sally for example noted Twitter served different social realms, but rather than focusing upon 

her professional life, Sally followed άŀǳǘƘƻǊǎΣ ǉǳƛǘŜ ŀ ƭƻǘ ƻŦ ŀŎǘƻǊs, umm, yeah mainly actors and authors, 

ŀ ŦŜǿ ŦǊƛŜƴŘǎ ōǳǘ ƴƻǘ ǘƘŀǘ ƳŀƴȅέΦ She further suggests that this separation of different social aspects of 

ƘŜǊǎŜƭŦ ǿŀǎ ƭŀǊƎŜƭȅ ǇǳǊǇƻǎŜŦǳƭΣ ǎǘŀǘƛƴƎ άLΩǾŜ ŘŜŎƛŘŜŘ Ƨǳǎǘ ǘƻ ƪŜŜǇ ƛǘ ǘƻ ǿƘŀǘ L ǿŀƴǘ ǘƻ ǎŜŜ ŀƴŘ ƴƻǘ ǊŜŀƭƭȅ ŀƭl 
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Ƴȅ ŦǊƛŜƴŘǎέΦ Sally notes that the platforms therefore served and reflected different aspects of her 

identity, stating άƴƻƴŜ ƻŦ ǘƘŜƳ ŀǊŜ ƭƛƪŜ όΦмύ ŀƭƭ ǎƛŘŜǎ ƻŦ ƳŜέ and άƛǘΩǎ ŦŀƴƎƛǊƭ Ǿǎ ǇǳōƭƛŎ ǇŜǊǎƻƴŀƭƛǘȅΣ ŀƴŘ ǘƘŜȅ 

ƘŀǾŜ ŘƛŦŦŜǊŜƴǘ ǎƛǘŜǎέΦ  

 

Interestingly, this purposeful separation was even noted when Sally was talking about the same topic. 

She noted: 

 άL Ǉǳǘ ƎƛƎǎ ƻƴ ¢ǿƛǘǘŜǊ ŀƴŘ CŀŎŜōƻƻƪ ǘƻƻΣ ōǳǘ ƻƴ CŀŎŜōƻƻƪ ƛǘΩǎ ƳƻǊŜ ǘƻ ǎƘƻǿ Ƴȅ ŦǊƛŜƴŘǎ ǘƘŀǘ L 

ǿŜƴǘ ǘƻ ǘƘŜ ƎƛƎ ŀƴŘ ƘŀŘ ŀƴ ŀƳŀȊƛƴƎ ǘƛƳŜΦ LǘΩǎ ƭƛƪŜ ǎƘƻǿƛƴƎ ƻŦŦ ǘƻ your friends vs getting 

ŀǘǘŜƴǘƛƻƴ ŦǊƻƳ ŀƭƳƻǎǘ ǎǘǊŀƴƎŜǊǎ ƻƴ ¢ǿƛǘǘŜǊέΦ  

A similar sentiment was also expressed by Brandon, who noted that his content could be consistent 

across different platforms, but that it may serve different purposes: 

άL ǘƘƛƴƪ L ƪŜŜǇ ƛt very separate, for the most part. I think the only exception would be if, for 

example, I had say, mostly an image I suspect, that I particularly liked the image in its own right, 

then I would probably put it up onto Facebook and also onto Instagram. But it would be in a 

ŘƛŦŦŜǊŜƴǘ ǿŀȅΣ L ǇǊƻōŀōƭȅ Ǉǳǘ ŀ ƭƻǘ ƳƻǊŜ ŎƻƴǘŜȄǘ ŀƴŘ ŀ ƭƻǘ ƳƻǊŜ ǊŜŀǎƻƴ ōŜƘƛƴŘ ǿƘȅ LΩǾŜ ǘŀƪŜƴ ƛǘ 

ŀƴŘ ǿƘȅ LΩƳ ǎƘŀǊƛƴƎ ƛǘ ƻƴ CŀŎŜōƻƻƪ ǿƘŜǊŜŀǎ ƻƴ LƴǎǘŀƎǊŀƳ L ǿƻǳƭŘ Ƨǳǎǘ Ǉǳǘ ǘƘŜ ƛƳŀƎŜ ƻǳǘ ǘƘŜǊŜ 

ŀƴŘ ǎƻǊǘ ƻŦ ǎŜŜ ǿƘŀǘ ǇŜƻǇƭŜ ǘƘƻǳƎƘǘ ǊŜŀƭƭȅέΦ  

This suggests that even when sharing the same content, the user may not be intending that content to 

serve the same functions or purposes. This highlights an important point for research into social 

interaction online, as it appears that merely noting the type of content shared (See Kim et al., 2016; 

McCain et al., 2016) is not enough; content needs to be situated to the platform and the user to 

understand the specific purpose it serves.  
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hŦ ŎƻǳǊǎŜΣ ŦƻǊ ǎƻƳŜ ǇŀǊǘƛŎƛǇŀƴǘǎΣ ƛǘ ǿŀǎƴΩǘ Ƨǳǎǘ ǘƘŜ ƛƴǘŜƴǘ ƻŦ ǘƘŜ ŎƻƴǘŜnt that changed from one platform 

to the next, but the actual content itself. Willow for example noted of Twitter and Facebook that άL 

Ŧƻƭƭƻǿ Ǿŀǎǘƭȅ ŘƛŦŦŜǊŜƴǘ ǇŜƻǇƭŜ ŦƻǊ ŘƛŦŦŜǊŜƴǘ ǊŜŀǎƻƴǎέΦ She suggested that this often led to discussions and 

social interactions around vastly different topics with the two different groups, highlighting on example 

in particular: άƳȅ ¢ǿƛǘǘŜǊ ŦŜŜŘ ǿŀǎ Ŧǳƭƭ ƻŦ ǇŜƻǇƭŜ ǘǿŜŜǘƛƴƎ ŀōƻǳǘ CŜǊƎǳǎƻƴΣ ǿƘŜǊŜŀǎ ƻƴ CŀŎŜōƻƻƪ ǘƘŜǊŜ 

was absolutely nothing, it was still people whinging about thŜƛǊ ƴƻǊƳŀƭ ƭƛǾŜǎέΦ Similarly, Nina also noticed 

some differences in the social groups represented on the various platforms she used, describing her 

LƴǎǘŀƎǊŀƳ ŦƻƭƭƻǿƛƴƎ ŀǎ άŎƻƳǇƭŜǘŜ ǎǘǊŀƴƎŜǊǎ ǘƘŀǘ L ŘƻƴΩǘ ƪƴƻǿέΣ Twitter as άŎŜƭŜōǊƛǘƛŜǎ ǘƘŀǘ L ƭƛƪŜέ, and 

FacŜōƻƻƪ ŀǎΣ άŦǊƛŜƴŘǎΣ ŀƴŘ ŦǊƛŜƴŘǎ ǘƘŀǘ ŀǊŜƴΩǘ ǊŜŀƭƭȅ ŦǊƛŜƴŘǎ ōǳǘ ȅƻǳ ǳǎŜŘ ǘƻ ƪƴƻǿ ǘƘŜƳ ŀƴŘ ŀǊŜ ǎǘƛƭƭ 

ŦǊƛŜƴŘǎ ǿƛǘƘ ǘƘŜƳέΦ For Nina, this meant that whilst άŜǾŜǊȅƻƴŜ ƻƴ Ƴȅ CŀŎŜōƻƻƪ L ƪƴƻǿ ƛƴ ǎƻƳŜ ǿŀȅέ her 

exposure to wider variety of people on Twitter, including unknown contacts, lead to the topics of her 

content often being different:  

άhƴ ¢ǿƛǘǘŜǊ L Ŧƻƭƭƻǿ ǘƻƻ Ƴŀƴȅ ǊŀƴŘƻƳ ŎŜƭŜōǊƛǘƛŜǎΣ ǎƻ L ŘƻƴΩǘ ǎŜŜ Ƴȅ ŦǊƛŜƴŘǎΩ ǇƻǎǘǎΣ ǎƻ L Ƨǳǎǘ Ǉƻǎǘ 

ǊŀƴŘƻƳ ǘƘƛƴƎǎ ŀōƻǳǘΣ ǳǎǳŀƭƭȅ ŀōƻǳǘ ǿƘŀǘΩǎ ǘǊŜƴŘƛƴƎΚ {ƻ L ƭƻƻƪ ŀǘ ǿƘŀǘΩǎ ǘǊŜƴŘƛng, like the Apple 

ŜǾŜƴǘΣ ǎƻ LΩƭƭ ǎƻǊǘ ƻŦ ŎƻƳƳŜƴǘ ƻƴΣ ƭƛƪŜ ƻƻƘ ƛtƘƻƴŜ с ƛǎ ŎƻƳƛƴƎ ƻǳǘΣ ǿƘŜǊŜŀǎ ƻƴ CŀŎŜōƻƻƪ L ŘƻƴΩǘ 

Ǉǳǘ ŀƴȅǘƘƛƴƎ ŀōƻǳǘ ƛǘΣ ǊŜŀƭƭȅέΦ 

 

Again though, it is also worth highlighting that this was different for each participant, as they each 

engaged with the platforms in different manners for different purposes, committing closure in a unique 

manner whilst guided by the possibilities available to them in the design of the platform. For example, 

the differences in the platforms meant that, for Nina, she could communicate and socialise with new 
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contacts, rather than established contacts. Nina discussed how she was able to use Twitter to 

communicate with users around their mutual interest in a given topic, noting that: 

ά¢he other day I put a post up abƻǳǘ ΨbeighboursΩΣ ŀōƻǳǘ ŀƴ ŜǇƛǎƻŘŜ ƻŦ ΨbeighboursΩ, and 

ǎƻƳŜƻƴŜ ŦǊƻƳΣ L ŎŀƴΩǘ ǊŜƳŜƳōŜǊ ǿƘŜǊŜ ƛǘ ǿŀǎΣ ŎƻƳƳŜƴǘŜŘ ƻƴ ƛǘ ǘƘŀǘ L ŘƛŘƴΩǘ ƪƴƻǿΣ ŀƴŘ L ǊŜǇƭƛŜŘΣ 

ŀƴŘ ǿŜ ǎǘŀǊǘŜŘ ŎƘŀǘǘƛƴƎ ŀōƻǳǘ ƛǘΣ ŀƴŘ ǘƘŜƳ 5aƛƴƎ ŜŀŎƘ ƻǘƘŜǊ ŀōƻǳǘ ƛǘέΦ  

This implies a potentially different sort of social function fulfilled through the platform. Rather than 

ŎƻƳƳǳƴƛŎŀǘƛƴƎ ǿƛǘƘ ǎƘŀǊŜŘ ŎƻƴǘŀŎǘǎ ŀǊƻǳƴŘ ǿƘŀǘ ǎƘŜ ǿŀǎ ΨŘƻƛƴƎΩΣ bƛƴŀ ŦŜƭǘ ǎƘŜ ŎƻǳƭŘ ƛƴǘŜǊŀŎǘ ŀǊƻǳƴŘ 

her interests with like-minded people. In a similar manner, Sally noted that some of the comments she 

received in the comment section of her blogs came from users often with no discernible signifiers of 

gender or age, but suggested that there was still a form of notably social connection around shared 

interests: 

άLŦ ȅƻǳ Ǌǳƴ ŀ ōƭƻƎ ȅƻǳ ǎǘart to know these people online to some degree. Like I can be scrolling 

Řƻǿƴ Ƴȅ ŘŀǎƘōƻŀǊŘ ŀƴŘ L ǿƻƴΩǘ ƪƴƻǿ ǎƻƳŜ ƻŦ ǘƘŜǎŜ ǇŜƻǇƭŜΩǎ ƴŀƳŜǎ ƻǊ ƎŜƴŘŜǊ ƻǊ ŀƴȅǘƘƛƴƎ ƛƴ 

ƎŜƴŜǊŀƭ ŀƴŘ ƛǘ ƭƛǘŜǊŀƭƭȅ ŘƻŜǎƴΩǘ ōƻǘƘŜǊ ƳŜ ōŜŎŀǳǎŜ L ƪƴƻǿ ǿŜ ƭƛƪŜ ǘƘŜ ǎŀƳŜ ¢± ǎƘƻǿ ƻǊ ōƻƻƪǎΦ {ƻ 

ǎƻƳŜǘƛƳŜǎ LΩƭƭ ǎŎǊƻƭƭ Řƻǿƴ ŀƴŘ ōŜ ƭƛƪŜ άǘƘŜǊŜΩǎ ǎƻ-and-soέΦ 

This suggests then that social interaction online covers a range of social experiences and interactions, 

not only communicating with known contacts but also a potential wide range of users about a range of 

topics and interests. As such, it appears that being social on social media can take many forms across 

different platforms. This potential difference was summed up by Brian, who notes: 

άtΥ ǿƘŜƴ ǇŜƻǇƭŜ ŀŘŘ ƳŜ LΩƳ ƭƛƪŜ ǿŜƭƭ ȅƻǳΩǊŜ ƴƻǘ Ƴȅ ŦǊƛŜƴŘΦ L feel like friend (.) cos they use the 

ŦǊƛŜƴŘΣ ƴƻǘ ŦƻƭƭƻǿŜǊΣ L ǘƘƛƴƪ ǘƘŀǘΩǎ ŀ ǾŜǊȅ όΦύ  
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LΥ LǘΩǎ ŀ ƳŀǎǎƛǾŜ ŘƛǎŎƻǳǊǎŜΦ L ǘƘƛƴƪ ǘƘŜ ǳǎŜ ƻŦ ǘƘŜ ǿƻǊŘ ŦǊƛŜƴŘ ŀǎ ƻǇǇƻǎŜŘ ǘƻ ŦƻƭƭƻǿŜǊ Ƙŀǎ ŀ ƳŀǎǎƛǾŜ 

visceral image to it. 

tΥ L ŦŜŜƭ ƭƛƪŜ ΨŘƻ ȅƻǳ ǿŀƴƴŀ ŀŘŘ ǎƻƳŜƻƴŜ ŀǎ ŀ ŦǊƛŜƴŘΩΣ ƛǘΩǎ ǾŜǊȅ ŘƛŦŦŜǊŜƴǘ ǘƻ ȅƻǳ ǿŀƴǘ ǘƻ Ŧƻƭƭƻǿ ǘƘƛǎ 

ƎǳȅΦ ¸ŜŀƘέΦ 

 

Other participants similarly discussed their use of platforms to reach out to, and interact with, a group 

of users with a shared interest, thus fulfilling, exploring, and expressing a specific social interest and 

communicating around a single topic. A number of participants sought out specific platforms upon 

which to do this in an environment dedicated to that topic. Nina for example detailed the use of a fan 

forum for musical theatre, which served as a space for her where she could engage in specific 

discussions around a given topic: 

άƛǘΩǎ ŀ ŎƻƳǇƭŜǘŜƭȅ ŘƛŦŦŜǊŜƴǘ ŎƻƳƳǳƴƛǘȅΦ LǘΩǎ Ƴŀƛƴƭȅ ǇŜƻǇƭŜ Ƴȅ ŀƎŜΣ ƭƛƪŜ нмΣ ǿƘƻ ŀǊŜ ǎƻǊǘ ƻŦ ƛƴǘƻ 

musicals and into singing, and they post videos, and they get all these positive comments back, 

ōŀǎƛŎŀƭƭȅΣ ŀƴŘ ƛǘΩǎ ǊŜŀƭƭȅ ƴƛŎŜ ŀƴŘ ȅƻǳ Řƻ ƎŜǘ ŀ ŦŜǿ ŀǊǎŜƘƻƭŜǎΣ ōǳǘ ƴƻΣ ƛǘΩǎ ǉǳƛǘŜ ŀ ƴƛŎŜ ƭƛǘǘƭŜ ǎƛƴƎƛƴƎ 

community, and you get some really random chats going on about socks or something, you 

know, like completely randomΣ ōǳǘ ƛǘΩǎ Ƨǳǎǘ ǊŜƭŀȄƛƴƎΣ ǎƻǊǘ ƻŦέΦ 

Similarly, Willow also discussed the use of gaming sites and platforms which foster social interactions 

and discussion around videogames: 

άCƻǊ ŜȄŀƳǇƭŜ {ǘŜŀƳ ǿƛƭƭ ǘŜƭƭ ȅƻǳ ǿƘŜƴ ȅƻǳǊ ŦǊƛŜƴŘ ƭƻƎǎ ƛƴ ŀƴŘ ǿƘŀǘ ǘƘŜȅΩǊŜ ǇƭŀȅƛƴƎ, so if you, if it 

was a co-op game you could then send them a message in Steam chat, without leaving your 

ƎŀƳŜΣ ōŜƛƴƎ ƭƛƪŜΣ Řƻ ȅƻǳ ǿŀƴǘ ƳŜ ǘƻ ŎƻƳŜ ŀƴŘ Ƨƻƛƴ ƳŜΣ ƻǊ ǎƘŀƭƭ ǿŜ Ǉƭŀȅ ŀ ƎŀƳŜέΦ  
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Willow described this as fulfilling a particular social niche for her, allowing her to talk about gaming on a 

dedicated platform. She noted she could: 

άƳŜŜǘ ǳǇ ǿƛǘƘ ȅƻǳǊ ŦǊƛŜƴŘǎΣ Ǉƭŀȅ ƎŀƳŜǎΣ ǘƻƎŜǘƘŜǊΣ ȅƻǳ Ŏŀƴ ōǳȅ ƭƛƪŜ ŀ ŦƻǳǊ-pass game, so that you 

can give, gift the game to your friends on Steam, it always feels like what I would consider to be 

ǎƻŎƛŀƭΦ [ƛƪŜ ƴƛŎŜ ǎƻŎƛŀƭΣ ŀǊƻǳƴŘ ƎŀƳŜǎ ŀƴŘ ƘŀǾƛƴƎ ŦǳƴέΦ 

These platforms for the participants therefore allowed them to explore one interest exclusively with and 

amongst like-minded people, acting as space in which different social aspects of themselves could be 

explored and expressed. This again highlights the need for a broad consideration of what social 

interaction online entails. 

 

¢ƘŜ ƛŘŜŀ ǘƘŀǘ ŘƛŦŦŜǊŜƴǘ ǇƭŀǘŦƻǊƳǎ ǎŜǊǾŜ ŀƴŘ ŦŀŎƛƭƛǘŀǘŜ ŘƛŦŦŜǊŜƴǘ ǎƻŎƛŀƭ ŀǎǇŜŎǘǎ ƻŦ ŀ ǳǎŜǊΩǎ ǇŜǊǎƻƴŀƭƛǘy was 

particularly highlighted during the film-script analysis, where the social aspects served online were 

linked by the participants directly to specific performances of identity. The participants were asked what 

sort of character they thought they would be if a film were made from the information of their profile. 

Nina noted that the platforms facilitated the expression of different social aspects of herself. On 

CŀŎŜōƻƻƪ ǎƘŜΩŘ ŦŜƭǘ ǎƘŜ ǿŀǎ ŀ άƎŜŜƪȅ ƴŜǊŘέ, on Twitter she was άŀ ŎŜƭŜōǊƛǘȅ ǎǘŀƭƪŜǊέΣ ŀƴŘ ƻƴ Pinterest 

ǎƘŜ ǿŀǎ άŀ ǿŜŘŘƛƴƎ ƴŜǊŘέΦ Similarly, Kirsty suggested that her identity was noticeably different across 

different platforms, suggesting that on Facebook she would be viewed as: 

 άƛǘΩŘ ǇǊƻōŀōƭȅ ōŜ .ǊƛŘƎŜǘ WƻƴŜǎ ƻǊ ǎƻƳŜǘƘƛƴƎ ǿƻǳƭŘƴΩǘ ƛǘ όƘύΣ ƭƛƪŜ ǎomeone trying desperately to 

be both witty and funny and sort of someone being a bit up for life but probably getting it 

ŘǊŀǎǘƛŎŀƭƭȅ ǿǊƻƴƎ όƘύΗέ  

whereas she felt her Twitter was: 
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άwolf of wall street sans the crack! (h) I like to think that that kind of the image that come 

across, hard-ƴƻǎŜ ǇǊƻŦŜǎǎƛƻƴŀƭ ǎƻǊǘ ƻŦΣ ōǳǘ ǎƻǊǘ ƻŦ ŀǿŀǊŜ ǎƻǊǘ ƻŦ ǇŜǊǎƻƴέΦ   

 

These findings suggest that there are broad arrays of social interactions online across the growing range 

of social media platforms (Davis & Jurgenson, 2014; Utz, 2015). The reasons for social interactions 

differed across a range of platforms (Blank & Lutz, 2016; García-Martín & García-Sánchez, 2015). This 

would suggest that it is important to highlight, as Wu et al. (2011) do, that online research must consider 

ƳǳƭǘƛǇƭŜ ŘŜŦƛƴƛǘƛƻƴǎ ƻŦ ΨǎƻŎƛŀƭΩΣ ŀƴŘ ƴƻǘ ŀǎǎǳƳŜ ǘƘŀǘ ƻƴŜ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ǎƻŎƛŀƭ ǎƘƻǳƭŘ ŀŎǘ ŀǎ ǘƘŜ 

ΨŘŜŦŀǳƭǘΩ ǳǎŜΣ ƻǊ ǘƘŀǘ ƻǘƘŜǊ ǾŀǊƛŀǘƛƻƴǎ ŀǊŜ ƴƻǘ ǾŀǊƛŀǘƛƻƴǎ ōǳǘ ŘŜǾƛŀǘƛƻƴǎ ŦǊƻƳ ǘƘŜ ŎƻǊŜΦ {ƻŎƛŀƭ ƳŜŘƛŀ 

appears to fulfil an array of equally important social aspects for the users, and their engagements with 

these platforms fulfil a broader array of social manifestations online beyond just networking with 

established offline contacts (Barnes, 2015; Zhao et al., 2016). Of course, the exact nature of this is 

unƛǉǳŜ ǘƻ ŜŀŎƘ ǳǎŜǊΩǎ ƎƛǾŜƴ ǎƻŎƛƻ-cultural needs and their extratextual resources they bring with them 

when approaching social media. For example, at the start of the research period, Molly suggests that 

she only followed her offline established friends across all three platforms she used. Despite 

acknowledging that Twitter was commonly used for following celebrities and engaging in discussions 

ŀǊƻǳƴŘ ǘƘŜ ǳǎŜǊΩǎ ƛƴǘŜǊŜǎǘǎΣ ǎƘŜ ǎǳƎƎŜǎǘŜŘ ǘƘŀǘ ǘƘƛǎ ǿŀǎ ƴƻǘ ǿƘȅ ƻǊ Ƙƻǿ ǎƘŜ ǳǎŜǎ ǘƘŜ ǇƭŀǘŦƻǊƳΦ {ƘŜ 

noted άƻƴ ¢ǿƛǘǘŜǊ ŀƴŘ ƻǘƘŜǊ ƻƴŜǎ ƭƻǘǎ ƻŦ ǇŜƻǇƭŜ Ŧƻƭƭƻǿ ǎƻǊǘ ƻŦ ǊŀƴŘƻƳ ǇŜƻǇƭŜ ǘƘŀǘ ǘƘŜȅ ŘƻƴΩǘ ƪƴƻǿΦ .ǳǘ L 

Ƨǳǎǘ ǿŀƴǘ ǘƻ ǎŜŜ Ƴȅ ŦǊƛŜƴŘǎέΦ She later elaborated that she followed: 

άtΥ Wǳǎǘ Ƴȅ ŦǊƛŜƴŘǎΣ ƻƴ ŀƭƭ ƻŦ ǘƘŜƳ ƛǘΩǎ Ƨǳǎǘ Ƴȅ ŦǊƛŜƴŘǎΣ ƻǊ ƛŦ ǘƘŜǊŜΩǎ ǎƻƳŜǘƘƛƴƎΣ ƭƛƪŜ L Ŧƻƭƭƻǿ 

Cŀǎǳŀƭǘȅ ōŜŎŀǳǎŜ L ƭƛƪŜ ǿŀǘŎƘƛƴƎ ƛǘΣ ǎƻ L ƭƛƪŜ ǘƻ ƪƴƻǿ ƛŦ ƛǘΩǎ ƴƻǘ ƻƴ ƻǊ ǎƻƳŜǘƘƛƴƎΦ 

I: Is that on Twitter or on? 

P: On Twitter. 
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I: Yeah, cool. So when you say friends, you mean people that know offline? Or do you meet 

people online and talk to them? 

P: PeopƭŜ ǿƘƻ L ƪƴƻǿ ŀƭǊŜŀŘȅΣ ǿƘƻ LΩǾŜ ƭƛƪŜ ƳŜǘ ŦŀŎŜ ǘƻ ŦŀŎŜέΦ  

 

This highlights that despite the potential of Twitter to follow strangers, a fact noted by a number of 

researchers (Dyer, 2015; Marwick & boyd, 2011; Natali & Zhu, 2016), this potential is not always fulfilled 

by the users, who will bring different socio-cultural needs to the platforms to create social uses and 

functions. For Molly, despite Twitter potentially facilitating other social functions, she chose to engage 

with the platform in an individual manner inspired by her particular social needs, choosing to follow and 

ƻōǎŜǊǾŜ ŘƛŦŦŜǊŜƴǘ ŀǎǇŜŎǘǎ ƻŦ ƘŜǊ ŦǊƛŜƴŘΩǎ ƭƛǾŜǎ ŀŎǊƻǎǎ ŀ ǊŀƴƎŜ ƻŦ ǇƭŀǘŦƻǊƳǎΦ ¢ƘŜ ǎƻŎƛŀƭ ƎǊƻǳǇ ǘƘŀǘ ǎƘŜ ǿŀǎ 

witnessing were consistent across the platforms, as was her usage of mainly browsing. However, 

ƛƳǇƻǊǘŀƴǘƭȅΣ ǘƘŜ ŀǎǇŜŎǘǎ ƻŦ ƘŜǊ ŦǊƛŜƴŘǎΩ ƭƛǾŜǎ ǎƘŜ ǿŀǎ ǿƛǘƴŜǎǎƛƴƎ ǿŜǊŜ ŘƛŦŦŜǊŜƴǘ ŀŎǊƻǎǎ ǘƘŜ ǇƭŀǘŦƻǊƳǎΦ LŦ 

researchers were just to observe the content that Molly produced across Instagram, Facebook, and 

Twitter, given that she did not posǘ ƳǳŎƘ ŎƻƴǘŜƴǘ ƻƴƭƛƴŜ ƘŜǊǎŜƭŦΣ aƻƭƭȅΩǎ ǳǎŀƎŜ ŀƴŘ ŜƴƎŀƎŜƳŜƴǘ ǿƛǘƘ 

the three platforms themselves might appear to be fairly uniform. Molly noted however that they 

served different functions for her as the content she was viewing was slightly different on each site, 

meaning the aspects of the social lives of her friends that she was observing were variable across the 

three platform. She noted: 

ά¦ƳƳΦ hōǾƛƻǳǎƭȅ ƻƴ LƴǎǘŀƎǊŀƳ ȅƻǳ ƘŀǾŜ ŀ ƭƻǘ ƳƻǊŜ ǇƛŎǘǳǊŜǎ ǘƘŀƴΣ Ŏƻǎ ǘƘŀǘ ǎƻǊǘ ƻŦ ǿƘŀǘ ƛǘΩǎ 

ŀōƻǳǘΣ ǳƳΣ ¢ǿƛǘǘŜǊΩǎ ƳƻǊŜ ƭƛƪŜ ǘƘƛƴƎǎ ǘƘŀǘ ȅƻǳ ǎŜŜ ŀǘ ǘƘŜ ƳƻƳŜƴǘΣ ŀƴŘ CŀŎŜōƻƻƪΩǎ ƳƻǊŜ ƭƛƪŜ ōƛƎ 

ŜǾŜƴǘǎ ƻǊ ƭƛƪŜ ƘƻƭƛŘŀȅǎΣ ǎƻƳŜǘƘƛƴƎ ƭƛƪŜ ǘƘŀǘΦ ¸ŜŀƘΦ {ƻΣ ǘƘŜȅΩǊŜ ƪƛƴŘŀ ŀƭƭ ŦƻǊ ŘƛŦŦŜǊŜƴǘ ǘƘƛƴƎǎέΦ 

Given that the platforms may fulfil different social needs for user and represent different aspects (See 

5ȅŜǊΣ нлмрΤ ½Ƙŀƻ Ŝǘ ŀƭΦΣ нлмсύΣ aƻƭƭȅΩǎ browsing of the three platforms to keep up with different aspects 
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of the lives of her friends suggests that forming a cohesive knowledge of a person may require 

potentially looking at a range of platforms as they may facilitate expressions of different social aspects 

of the user. This was highlighted by many of the participants who noted that they used different 

platforms to explore and express different aspects of themselves, and to communicate with more than 

Ƨǳǎǘ ŜǎǘŀōƭƛǎƘŜŘ ŦǊƛŜƴŘǎ ŀƴŘ ŦŀƳƛƭȅ ŀǊƻǳƴŘ ŀ ǊŀƴƎŜ ƻŦ ǘƻǇƛŎǎΦ aƻƭƭȅΩǎ ǳǎŜ ƻŦ ǘƘǊŜŜ ǇƭŀǘŦƻǊƳǎ ŀƭǎƻ 

highlights that there is a need to look beyond content production alone to understand the role of social 

ƳŜŘƛŀ ƛƴ ǘƘŜ ǳǎŜǊΩǎ ƭƛǾŜǎΦ ¢Ƙƛǎ ƛǎ ŀ ǘƻǇƛŎ ǿŜ will explore fully later in this analysis.  

 

The interviews suggest that not only are young adults and adolescents using multiple platforms 

(Lenhart, 2015; Zhao et al., 2016), but these platforms are performing a range of differing social 

functions for them. As highlighted in previous research (Dyer, 2015), Twitter and Facebook often serve 

and facilitate different social aspects in the lives of their users, making generalisations across these 

platforms problematic. The interviews highlight the need to consider social interactions within the 

platforms in which they emerge, and to consider that, though an array of platforms are social, they may 

fulfil different social needs and aspects, meaning that potentially usage and engagement may vary. Of 

course, again, this is realised in an individual manner by different users as closure is committed to 

different effect through the enmeshing of individual user and platform, and as such, the specific 

extratextual situation of the user needs to be considered to understand their specific engagements with 

the platforms and the specific social aspects the platforms fulfil for them. 

 

Context collapse. 
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Alongside the use of different platforms for different social purposes, a number of the participants 

highlighted that many disparate social aspects of their offline lives were often converging upon single 

ǇƭŀǘŦƻǊƳǎΣ ŎŀǳǎƛƴƎ ΨŎƻƴǘŜȄǘ ŎƻƭƭŀǇǎŜΩ ό5ŀǾƛǎ ϧ WǳǊƎŜƴǎƻƴΣ нлмпΤ ¦ǘȊΣ нлмрύΣ ǿƘƛŎƘ ŎƘŀƴƎŜŘ ǘƘŜ ǿŀȅs in 

which they were interacting and performing identity. This was often discussed in terms of the increased 

presence of parents and family on social media platforms.  Indeed, amongst the participants there was 

even some suggestion that the majority audience on Facebook was now older users. For example, Kirsty 

noted: 

 άL ǘƘƛƴƪ ǘƘŜ ŀǳŘƛŜƴŎŜ ƛǎ ƎǊƻǿƛƴƎ ƛƴ ƻǘƘŜǊ ŀǊŜŀǎ ǇǳǊŜƭȅ ōŜŎŀǳǎŜ ƛǘΩǎ ƎŜǘǘƛƴƎ ƳƻǊŜ ŀŎŎŜǎǎƛōƭŜΣ ǎƻ 

the older generation ς I think the fastest growing group on Facebook now is the 65 and over 

ŎŀǘŜƎƻǊȅέΦ  

Brian also notes that older generations are increasingly present on Facebook: 

άtΥ CŀŎŜōƻƻƪΩǎ ǳǎŜŦǳƭ ǎǘƛƭƭΦ 9ǎǇŜŎƛŀƭƭȅ ŦƻǊ ǎƻƳŜ ŘŜƳƻƎǊŀǇƘƛŎǎΦ [ƛƪŜ L ƪƴƻǿ ƻƭŘŜǊ ƎŜƴŜǊŀǘƛƻƴǎ ŀǊŜ 

really taking it up to keep in contact with their kids and family 

I: (h) do you have any older family on Facebook then? 

P: oh sure. Aunts and uncles and ǎǘǳŦŦΣ ǘƘŜȅΩǊŜ ŀƭƭ ƻƴ ƛǘΦ L ǘƘƛƴƪ ƻƴŜ ƻŦ Ƴȅ ŀǳƴǘǎ Ƙŀǎ с ŘƛŦŦŜǊŜƴǘ 

CŀŎŜōƻƻƪ ŀŎŎƻǳƴǘǎΦ όƘύ ²Ƙȅ Řƻ ƻƭŘ ǇŜƻǇƭŜ ƪŜŜǇ ǎŜǘǘƛƴƎ ǳǇ ƳƻǊŜ ŀƴŘ ƳƻǊŜ ŀŎŎƻǳƴǘǎΚ όƘύ .ǳǘ ƛǘΩǎ 

ǳǎŜŦǳƭ ŦƻǊ ǘƘŜƳΣ ŦƻǊ ǎǳǊŜέ 

Nina suggested this too, highlighting Facebook in particular as the platform that older generation are 

ŎƻƳŦƻǊǘŀōƭŜ ǳǎƛƴƎΦ {ƘŜ ƴƻǘŜŘ άmy parents use Facebook; ǘƘŜȅ ŘƻƴΩǘ ǳǎŜ ¢ǿƛǘǘŜǊέ. 

Similarly, Willow noted of Facebook that: 

άǘƘŜ ŎƻƴƴŜŎǘƛƻƴǎ ƘŀǾŜ ƎǊƻǿƴ ǎƻ ŦŀǊ ŀƴŘ ƛǘΩǎ ƴƻ ƭƻƴƎŜǊ ȅƻǳǊ ŦǊƛŜƴŘǎ ǿƘƻ ȅƻǳ ǎŜŜ ŀǘ ǎŎƘƻƻƭΣ ōǳǘ 

also ȅƻǳǊ ƳǳƳΣ ǿƘƻ ȅƻǳ ŘƻƴΩǘ ǿŀƴǘ ǘƻ ŦǊŜŀƪ ƻǳǘΣ ȅƻǳǊ Ŏƻ-ǿƻǊƪŜǊǎΣ ȅƻǳǊ ƛƴ ƭŀǿǎΣ ȅƻǳǊ ǇŀǊǘƴŜǊΩǎ 

ŦŀƳƛƭȅΣ ȅƻǳǊ ŎƻǳǎƛƴǎΣ ŜǘŎΦέΦ  
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It was noted by the participants that the increased presence of a wider audience than just their peers 

affected how they chose to act and interact, and what they chose to share. For example, Nina noted of 

¢ǿƛǘǘŜǊ ǘƘŀǘΣ ŀǎ ƘŜǊ ŦŀƳƛƭȅ ǿŀǎ ƭŜǎǎ ƭƛƪŜƭȅ ǘƻ ǳǎŜ ǘƘŜ ǇƭŀǘŦƻǊƳ άȅƻǳ ŘƻƴΩǘ ƘŀǾŜ ǘƻ ǿƻǊǊȅ ŀōƻǳǘ ǿƘŀǘ ȅƻǳǊ 

ŦŀƳƛƭȅ ǘƘƛƴƪǎ ǎƻ ƳǳŎƘέ. Willow noted: 

άI think back to what I was like at that age, and I think, if I had the people on my Facebook that I 

ƘŀǾŜ ƴƻǿΣ ƭƛƪŜ Ƴȅ ƳǳƳ ŀƴŘ ŘŀŘΣ Ƴȅ ŀǳƴǘǎΣ L ǇǊƻōŀōƭȅ ǿƻǳƭŘƴΩǘ ƘŀǾŜ ǎŀƛŘ ƘŀƭŦ ǘƘŜ ǎǘǳŦŦ L ŘƛŘΦ 

ǿƻǳƭŘƴΩǘ ǾƻŎŀƭƛǎŜ ƛǘέΦ  

Sally similarly suggested that her peer group interacted differently due to possible parental presence on 

CŀŎŜōƻƻƪΦ {ƘŜ ƴƻǘŜŘ ǘƘŀǘ άǎƻƳŜ ƻŦ Ƴȅ ŦǊƛŜƴŘǎ όΦύ ƭƛƪŜ ŀǘ ǳƴƛ ǘƘŜȅ ŘƻƴΩǘ ǳǎŜ ƛǘ ŦƻǊ ǇŀǊǘƛŜǎ ƛƴ ŎŀǎŜ ǘƘŜƛǊ ŘŀŘ 

ǎŜŜǎ ƛǘ ŀƴŘ ƎŜǘǎ ŀƴƎǊȅέ, and later noted that: 

άL ŘŜŦƛƴƛǘŜƭȅ ǘƘƛƴƪ ŀōƻǳǘ Ƴȅ ŦŀƳƛƭȅ ŀƴŘ ǿƻǊƪ ƻƴ ǘƘŜǊŜ ǘƘŀǘ L ƳƛƎƘǘ ƴƻǘ ǿŀƴǘ them to see TV 

ǎƘƻǿǎ ƻǊ Ƙƻǿ ƳǳŎƘ L ƭƛƪŜ ǘƘŜƳ ƻǊ ŜǾŜƴ Ƨǳǎǘ ǘƘŜ ŦŜǿ ŎŜƭŜōǊƛǘƛŜǎ ƻǊ ƳŀƭŜ ƳƻŘŜƭǎ ǘƘŀǘ L ŦƻƭƭƻǿέΦ  

Ψ/ƻƴǘŜȄǘ ŎƻƭƭŀǇǎŜΩ ǿŀǎ ŀƭǎƻ ŀƴ ƛǎǎǳŜ ŦƻǊ YƛǊǎǘȅΣ ǿƘƻ ǿƻǊƪŜŘ ǿƛǘƘ ǎƻŎƛŀƭ ƳŜŘƛŀ ŦƻǊ ƘŜǊ Ƨƻō ƛƴ 

communications. She noted that the audience largely affected how she thought about presenting 

herself: 

άLǘ ǿŀǎ ǘƘŜ ŜƴŘ ƻŦ ǘƘŜ ǿƻǊƭŘ ǿƘŜƴ L ŀŘŘŜŘ ǎƻƳŜƻƴŜ ǿƘƻ L ǳǎŜŘ ǘƻ ǿƻǊƪ ǿƛǘƘ ƻƴ CŀŎŜōƻƻƪ ǿƘƻ L 

Ǝƻǘ ƻƴ ǿƛǘƘ ǊŜŀƭƭȅ ǿŜƭƭΣ L ǎŀƛŘ ȅŜŀƘ ǎǳǊŜΣ ŀŘŘŜŘ ƻƴ CŀŎŜōƻƻƪΣ ŀƴŘ ƻŦ ŎƻǳǊǎŜ ōŜŎŀǳǎŜ LΩŘ ŀŘŘŜŘ ƘŜǊ 

all my other worƪ ƳŀǘŜǎ ǘƘŜƴ ŎƻǳƭŘ ŦƛƴŘ ƳŜ ŀƴŘ L ƘŀŘ ǘƻ ǘǊȅ ŀƴŘ ŜȄǇƭŀƛƴ ǘƻ ǘƘŜƳ ǘƘŀǘ L ŘƻƴΩǘ ŀŘŘ 

ǇŜƻǇƭŜ ǘƘŀǘ L ǿƻǊƪ ǿƛǘƘ ƻƴ CŀŎŜōƻƻƪΣ LΩǾŜ ǎƭƛƎƘǘƭȅ ǊŜƭŀȄŜŘ ǘƘŀǘ ǊǳƭŜ ōǳǘ LΩǾŜ Ƨǳǎǘ Ǝƻǘ ƳǳŎƘ ƳǳŎƘ 

ƳƻǊŜ ŎŀǊŜŦǳƭ ŀōƻǳǘ ǿƘŀǘ L ǇƻǎǘέΦ 

Here then we see Kirsty directly changing her manner of acting as a result of different contexts 

converging upon one platform. She later expands on this to note: 

άLƴŎǊŜŀǎƛƴƎƭȅ ƴƻǿ ǘƘŀǘ ŀƭƭ Ƴȅ ǎƻŎƛŀƭ ƳŜŘƛŀ L ǘƘƛƴƪΣ ōŀǊ ƴƻƴŜΣ ƛǎ ŎƻƴƴŜŎǘŜŘ ǘƻ ǎƻƳŜƻƴŜ L ǿƻǊƪ 

with, so that kind of takes away the choice noǘ ǘƻ ǘƘƛƴƪ ŀōƻǳǘ ƛǘ ώƘƻǿ L ŀŎǘϐΦέ 
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Interestingly, Kirsty also discussed her use of LinkedIn as a professional social media platform, and noted 

a similar but reversed context collapse, discussing how non-professional friends were trying to find her 

and add her on LinkedIn. She noted that: 

ά{ƻƳŜƻƴŜ ǿƘƻ ƭŀǎǘ LΩŘ ƘŜŀǊŘ ǿŀǎ ŀǘ ǘƘŜ ōƻǘǘƻƳ ƻŦ ŀ ōŀǊǊŜƭ ƻƴ ŀƴ ŀǿŦǳƭ ƭƻǘ ƻŦ ŘǊǳƎǎΣ ǘǊƛŜŘ ǘƻ ŀŘŘ 

ƳŜ ƻƴ [ƛƴƪŜŘLƴ ŀƴŘ ŎƭŀƛƳŜŘ ǘƻ ōŜ ŀƴ ŀǳŎǘƛƻƴŜŜǊ ŀƴŘ LΩƳ ǇǊŜǘǘȅ ǎǳǊŜ ƛǎ ŀ ƭƻŀŘ ƻŦ ŀōǎƻƭǳǘŜ 

ōƻƭƭƻŎƪǎέΦ  

 

It is worth noting however that some of the participants suggested that they had tactics to deal with this 

convergence of different audiences online. A number of participants noted that the intended audience 

for a given update could be controlled by the user on certain platforms to make sure that only certain 

contacts view certain updates. Brian noted for example that he could change the security settings on 

CŀŎŜōƻƻƪ ǎƻ ǘƘŀǘ ƘŜ ŎƻǳƭŘ ƪƴƻǿ ǿƘƻ ǿŀǎ ǾƛŜǿƛƴƎ Ƙƛǎ ŎƻƴǘŜƴǘΦ IŜ ǎǳƎƎŜǎǘŜŘ ǘƘŀǘ άMy Facebook identity, 

I can portray myself to ǎŜƭŜŎǘ ƎǊƻǳǇǎ ƻŦ ǇŜƻǇƭŜ ƛƴ ŀ ŎŜǊǘŀƛƴ ǿŀȅΣ ŀƴŘ ƭƛƳƛǘ ǘƘŜ ŀǳŘƛŜƴŎŜέ, and later 

expanded upon this to note: 

ά{ƻ ŦƻǊ ƳŜ όΦύ L Ŏŀƴ ƘŀǾŜ ƭƛƪŜ ŘƛŦŦŜǊŜƴǘ ǾŜǊǎƛƻƴǎ ƻŦ ƳȅǎŜƭŦ ƻƴ CŀŎŜōƻƻƪ ŀƴŘ ƴƻōƻŘȅ ǿƻǳƭŘ ƪƴƻǿ 

really. Like I can doctor the audience so I can express my views on some things without other 

ǇŜƻǇƭŜ ǎŜŜƛƴƎ ƛǘΦ /ƻǎ ƭƛƪŜ LΩǾŜ Ǝƻǘ ŦŀƳƛƭȅ ŀƴŘ ŦǊƛŜƴŘǎ ŀƴŘ ōƻǎǎŜǎ ŀƴŘ ŎƻƭƭŜŀƎǳŜǎΣ ǇŜƻǇƭŜ ŦǊƻƳ ŀƭƭ 

ŘƛŦŦŜǊŜƴǘ ŀǎǇŜŎǘǎ ƻŦ Ƴȅ ƭƛŦŜΦ L Ŏŀƴ ƳŀƪŜ ǎǳǊŜ L ƪƴƻǿ ǿƘƻΩǎ ǎŜŜƛƴƎ ǿƘŀǘ ǎƻ L ŘƻƴΩǘ ƘŀǾŜ ǘƻ ǿƻǊǊȅ 

about expressing liberal ǾƛŜǿǎ ǿƛǘƘƻǳǘ ǿƻǊǊȅƛƴƎ ŀōƻǳǘ ƭŜǎǎ ƭƛōŜǊŀƭ ǇŜƻǇƭŜέΦ 

 

Other participants noted a different range of tactics for dealing with the overlap of different aspects of 

their offline lives. For example, a number of the participants did not utilise the security features 

afforded by certain platforms but instead chose to maintain an active divide in who they allowed to 

follow their updates. Brandon, for example, acknowledged that disparate aspects of his life converge 
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online, but noted that he could keep these converging aspects of his social life separate on Facebook. He 

ǎǳƎƎŜǎǘŜŘ ǘƘŀǘ άǿƛǘƘ CŀŎŜōƻƻƪ LΩƳ ǾŜǊȅ ŎŀǊŜŦǳƭ ǘƻ ƪŜŜǇ Ƴȅ ǿƻǊƪ ŎƻƭƭŜŀƎǳŜǎΣ ƻǊ ŀƴȅōƻŘȅ ǘƘŀǘ L ƛƴǘŜǊŀŎǘ 

with in a professional sense separateέΦ bƛƴŀ ŀƭǎƻ ƴƻǘŜŘ ŀ ǎƛƳƛƭŀǊ ŎƻǇƛƴƎ ƳŜŎƘŀƴƛǎƳǎΣ ǎǳƎƎŜǎǘƛƴƎ ǎƘŜ kept 

her work friends separate and tried to maintain the divide. She noted of her colleagues that: 

άL ŘƛŘƴΩǘ ƘŀǾŜ ǘƘŜƳ ŀǎ ŦǊƛŜƴŘǎ ǳƴǘƛƭ L ƭŜŦǘΣ ŀƴŘ ǘƘŜƴ ǘƘŜȅ ǿŜǊŜ ƭƛƪŜ ƻƘ L ŘƛŘƴΩǘ ƪƴƻǿ ȅƻǳ ƭƛƪŜŘ ǘƘŀǘΣ L 

ŘƛŘƴΩǘ ƪƴƻǿ ȅƻǳ ŘƛŘ ǘƘŀǘΣ ŀƴŘ ŀƭƭ ǘƘŀǘ ǎƻǊǘ ƻŦ ǎǘǳŦŦΣ ŀƴŘ ƴƻǿ ǿƘŜƴ L ƳŜŜǘ ǳǇ ǿƛǘƘ ǘƘŜƳ LΩŘ ǎŀȅ LΩƳ 

ƳƻǊŜ ƳŜΣ ǎƻ LΩŘ ǎŀȅ ȅŜŀƘ ƛǘ ƛǎ ŘƛŦŦŜǊŜƴǘέΦ  

LǎŀōŜƭ ǎƛƳƛƭŀǊƭȅ ŀŎƪƴƻǿƭŜŘƎŜŘ ǘƘŀǘ άL ŘƻƴΩǘ ƘŀǾŜ ŀƴȅƻƴŜ ŦǊƻƳ ǿƻǊƪ ƻƴ CŀŎŜōƻƻƪέΦ  

 

Lǘ ŀǇǇŜŀǊǎ ǘƘŜǊŜŦƻǊŜ ǘƘŀǘ ƻƴƭƛƴŜΣ ƴƻǘ ƻƴƭȅ ŀǊŜ ōǊƻŀŘ ŀǎǇŜŎǘǎ ƻŦ ŀ ǳǎŜǊΩǎ ǎƻŎƛŀƭ ƭƛǾes represented across a 

range of platforms, but, given the ubiquity of social media in social life, these aspects can increasingly 

overlap, affecting how users act and interact. The participants seemed aware that increasingly a broader 

array of their social lives were being represented and present online, and on Facebook in particular, 

noted that this affected how they thought about updating and interacting. As Marwick and boyd (2011) 

ŀƴŘ ƻǘƘŜǊǎ ό5ŀǾƛǎ ϧ WǳǊƎŜƴǎƻƴΣ нлмпΤ ¦ǘȊΣ нлмрύ ƴƻǘŜŘ ǿƛǘƘ ǘƘŜ ǘŜǊƳ ΨŎƻƴǘŜȄǘ ŎƻƭƭŀǇǎŜΩΣ ǳǎŜǊǎ ŀǊŜ ƘŀǾƛƴƎ 

to balance possible input from friends, family, celebrities, companies and others, and come up with 

ways of dealing with this increased presence. As we will discuss in the section on boundaried 

negotiations, for some this meant engaging with specific features to maintain a divide, and for others 

this meant altering the content and style of their updates. It appears that, much like Goffman (1959) 

noted that we do offline, users still juggle multiple social aspects and present themselves accordingly for 

a specific audience. However, the specifics scope of the audience available to perform to appears to be 

largely tied to the spaces in which the users are performing. This further highlights the need to consider 

design online, as it can evidently affect and shape the specific audiences that have access to the given 

performances.  
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Uses beyond content production. 
 

 

The interviews highlighted clearly that there was a need to consider uses of social media beyond the 

production of content alone. Browsing appeared to be a particularly large use of social media for all 

participants and an important aspect of their social media experience. All participants noted their use of 

various platforms for browsing and reading as a fairly regular occurrence, and suggested that it formed a 

part of their average engagement with the platforms, if not their most common use of the platforms. 

 

.ǊƻǿǎƛƴƎ ŦƻǊ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎ ǿŀǎ ǘƘŜƛǊ ǊŜƎǳƭŀǊ ŜƴƎŀƎŜƳŜƴǘ ŀŎǊƻǎǎ ŀ ǊŀƴƎŜ ƻŦ ǇƭŀǘŦƻǊƳǎΦ aƻƭƭȅΩǎ 

engagement with Facebook, Twitter, and Instagram for example was a frequent, almost daily, 

ƻŎŎǳǊǊŜƴŎŜΦ IƻǿŜǾŜǊΣ ŦƻǊ aƻƭƭȅ ǘƘŜ ǇƭŀǘŦƻǊƳǎ ǿŜǊŜ Ƴŀƛƴƭȅ ǳǎŜŘ ŦƻǊ ΨōǊƻǿǎƛƴƎΩ ǘƘŜ ǳǇŘŀǘŜǎ ŀƴŘ ŎƻƴǘŜƴǘ 

posted by close friends. She noted: 

άL ŘƻƴΩǘ ǘƘƛƴƪ LΩǾŜ ŜǾŜǊ ǇƻǎǘŜŘ ŀ ǾƛŘŜƻΦ L ŘƻƴΩǘ ǊŜŀƭƭȅ Ǉƻǎǘ ƻƴ CŀŎŜōƻƻƪ ŀǘ ŀƭƭΣ L ƻŎŎŀǎƛƻƴŀƭly put, I 

ŘƻƴΩǘ ǊŜŀƭƭȅ Ǉƻǎǘ ƻƴ ¢ǿƛǘǘŜǊΣ L ƭƛƪŜ ǊŜǘǿŜŜǘ ǘƘƛƴƎǎΣ ƭƛƪŜ ǘƘŜ ŘŀƴŎŜ ƎǊƻǳǇǎ LΩƳ ƛƴ ŀƴŘ ǘƘƛƴƎǎΣ ƭƛƪŜΣ ƛŦ 

ǘƘŜȅΩǊŜ ƛƳǇƻǊǘŀƴǘΣ ŀƴŘ L Ǉƻǎǘ ǎƻƳŜ ǇƘƻǘƻǎ ƻƴ LƴǎǘŀƎǊŀƳ ƭƛƪŜ ƛŦ LΩǾŜ ōŜŜƴ ƻƴ ƘƻƭƛŘŀȅ ƻǊ ǿƘŀǘƴƻǘΦ 

.ǳǘ ƴƻǘ ǘƘŀǘ ƻŦǘŜƴέΦ 

Oliver similarly discussed how he went on Facebook άόΦύ ƻƴŎŜ ŀ Řŀȅ L ƘŀǾŜ ŀ ƎƻƻŘ ōǊƻǿǎŜ όΦύ ȅƻǳ ƪƴƻǿΣ L 

ŎƘŜŎƪ Ƴȅ ƴƻǘƛŦƛŎŀǘƛƻƴǎέ and that on RŜŘŘƛǘ ƘŜ ǇŀǊǘƛŎƛǇŀǘŜŘ ōȅ άǳǇǾƻǘŜΣ ŘƻǿƴǾƻǘŜΣ Řƻ ŀƭƭ ǘƘŀǘΣ L ŘƻƴΩǘ 

really post, because by the tƛƳŜ LΩǾŜ ŎƻƳŜ ǳǇ ǿƛǘƘ ǎƻƳŜǘƘƛƴƎ ǿƛǘǘȅ ǘƘŜ ǿƘƻƭŜ ǘƘǊŜŀŘ ƛǎ мл ƘƻǳǊǎ ƻƭŘ ŀƴŘ L 

feel pointlessέΦ {ŀƭƭȅ ǘƻƻ ƳŜƴǘƛƻƴǎ ǘƘŀǘ άL ŘƻƴΩǘ ǊŜŀƭƭȅ ǿǊƛǘŜ ǘƘŀǘ Ƴŀƴȅ ǳǇŘŀǘŜǎΣ ǎǘŀǘǳǎ ǳǇŘŀǘŜǎέ and 

ƴƻǘŜǎ ƻŦ ƘŜǊ ǳǎŜ ƻŦ ¢ǳƳōƭǊ ǘƘŀǘ άL ŘƻƴΩǘ ǊŜŀƭƭȅ Ǉǳǘ Ƴȅ ƻǿƴ ǎǘǳŦŦ ǳǇ ǘƘŜǊŜ L ǳsually just reblog other 

ǇŜƻǇƭŜΩǎ ǘƘƛƴƎǎέΦ For Kirsty, posting was often the exception and was reserved for specific purposes, 
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ǿƘŜǊŜ ŀǎ ƘŜǊ Ƴŀƛƴ ŜƴƎŀƎŜƳŜƴǘ ǊŜǾƻƭǾŜŘ ŀǊƻǳƴŘ ōǊƻǿǎƛƴƎΦ {ƘŜ ǎǳƎƎŜǎǘŜŘ άit tends to be kind of (.) If 

ǘƘŜǊŜΩǎ ǎƻƳŜǘƘƛƴƎ ǘƻ ŎŜƭŜōǊŀǘŜΣ L ƎǳŜǎǎΣ L ǘŜƴŘ ǘƻ ǎǘƛŎƪ ƛǘ ƻƴ CŀŎŜōƻƻƪΦ ¦ƳƳΦ .ǳǘ ōŜȅƻƴŘ ǘƘŀǘ L ŘƻƴΩǘ Ǉƻǎǘ 

ŀ ƭƻǘέΦ  Similarly, Willow noted, despite going on Twitter regularly that άƳȅ ƭŀǎǘ ǘǿŜŜǘ ǿŀǎ нфр Řŀȅǎ ŀƎƻ 

(h)έΣ ŀƴŘ ǘƘŀǘΣ ƛƴ ǊŜƎŀǊŘ ǘƻ CŀŎŜōƻƻƪΣ ōǊƻǿǎƛƴƎ ŦƻǊƳǎ ƘŜǊ ƴƻǊƳŀƭ ŜƴƎŀƎŜƳent with the platforms: 

άtΥ ǎƻ L ǘŜƴŘ ƴƻǘ ǘƻ ǊŜŀƭƭȅ ǿǊƛǘŜ ŀōƻǳǘ ǎǘǳŦŦΣ L ŘƻƴΩǘ ǊŜŀƭƭȅ όΦύ ŦŜŜƭ ǘƘŜ ƴŜŜŘ ǘƻ ōǊƻŀŘŎŀǎǘ ƭƻŀŘǎ ƻŦ 

stuff on Facebook all the time. 

I: Sure. 

tΥ 9ǊƳΣ ŀƴŘ L ŘƻƴΩǘ ǊŜŀƭƭȅ ƭƛƪŜ ŘƻƛƴƎ ƛǘ όΦύ ŜǊƳΣ ǎƻ L ǘŜƴŘ ƴƻǘ ǘƻ ς LΩƭƭΣ LΩƭƭ ƭƛƪŜ ǿǊƛǘe normal like happy 

ōƛǊǘƘŘŀȅǎ ǘƻ ǇŜƻǇƭŜΣ ƻǊ ƻŎŎŀǎƛƻƴŀƭƭȅ LΩƭƭ Ǉǳǘ ǳǇ ǎǘŀǘǳǎ ŜǊƳ ƭƛƪŜ ōƛƎ ŜǾŜƴǘǎ ƻǊ ǎƻƳŜǘƘƛƴƎ ƻǊ LΩǾŜ ŜǊƳΦ 

hǊ ŎƻƳƳŜƴǘƛƴƎ ƻƴ ƻǘƘŜǊ ǇŜƻǇƭŜΩǎ ǎǘǳŦŦ ǘƘŀǘ ǇŜƻǇƭŜ ƘŀǾŜ ǘŀƎƎŜŘ ƳŜ ƻƴ ƻǊ ǿƘŀǘŜǾŜǊΣ ōǳǘ L ǘŜƴŘ 

ƴƻǘ ǘƻ όΦύ ǊŜŀƭƭȅ ǇƻǎǘέΦ  

 

The participants highlighted that browsing was not always a mindless task for them, but that it filled a 

range of particular social functions, often serving to keep the participants informed about their 

friendship groups, specific news, and topics of interest. This was noted by most of the participants. 

Isabel noted that she browsed regularly, checking άCŀŎŜōƻƻƪ ŜǾŜǊȅ ŘŀȅΣ ǎŜǾŜǊŀƭ ǘƛƳŜǎ ŀ Řŀȅέ to find out 

ŀōƻǳǘ ƘŜǊ ǇŜŜǊǎ ŀǎ άLǘΩǎ ǳǎŜŦǳƭ ǘƻ ǎŜŜ ƛǘ ŀƭƭ ŀƴŘ ƪƴƻǿ ǿƘŀǘ ǘƘŜȅΩǊŜ ŘƻƛƴƎέΦ Similarly, Sally notes that for 

her, using social media consisted largely of άƧǳǎǘ ƳƛƴŘƭŜǎǎ ǎŎǊƻƭƭƛƴƎΦ ¢ƘŀǘΩǎ ǿƘŀǘ L Řƻ ǿƛǘƘ CŀŎŜōƻƻƪ ŀ ƭƻǘΣ 

L ŘƻƴΩǘ ǊŜŀƭƭȅ ŎŀǊŜΣ ƛǘΩǎ ƴƛŎŜ ǘƻ ǎŜŜ ǿƘŀǘ ǇŜƻǇƭŜ ŀǊŜ ŘƻƛƴƎ ǎƻƳŜǘƛƳŜǎέΦ .ǊŀƴŘƻƴ ǘƻƻ ƴƻǘŜŘ άƛǘΩǎ Ƴŀƛƴƭȅ 

liking things and reading for me, keeping connected wiǘƘ ǿƘŀǘ ŜǾŜǊȅƻƴŜ ŜƭǎŜ ƛǎ ŘƻƛƴƎέΦ  Nina noted 

frequent browsing as a social function, suggesting of Facebook άL ǳǎŜ ƛǘ ǘƻΣ ƭƻƻƪ ŀǘ ǿƘŀǘ ƻǘƘŜǊ ǇŜƻǇƭŜ ŀǊŜ 

doing, sounds a bit stalker-ȅΣ ōǳǘ ǿƘŀǘ ǘƘŜȅΩǊŜ ŘƻƛƴƎΣ ǿƘŀǘ ǘƘŜȅΩǊŜ ǎŀȅƛƴƎΣ ŀƴŘ ƘŀǾŜ ŀ ƭŀǳƎƘ ŀǘ ƛǘ ŀƴŘ ŀll 

ǘƘŀǘ ǎƻǊǘ ƻŦ ǎǘǳŦŦΣ ŀƴŘ LΩƭƭ Ǉƻǎǘ ǘƘƛƴƎǎ ǳǇέΦ {ƛƳƛƭŀǊƭȅ ŀƎŀƛƴΣ Kirsty suggested that: 
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 άCŀŎŜōƻƻƪ ŀŎǘǳŀƭƭȅ ǘŜƴŘǎ ǘƻ ōŜ Ƴȅ ǎǳōǎǘƛǘǳǘŜ ŦƻǊ ƎƻǎǎƛǇ ƳŀƎŀȊƛƴŜǎ ƛƴ ǎƻƳŜ ǿŀȅΣ ȅƻǳ ƪƴƻǿ ǎƻǊǘ 

ƻŦ ŎŀǘŎƘƛƴƎ ǳǇ ƻƴ ǿƘŀǘ ƻǘƘŜǊ ǇŜƻǇƭŜ ŀǊŜ ŘƻƛƴƎΦ L ǊŜŀƭƛǎŜ ǘƘŀǘ LΩƳ ǉǳƛǘŜ ŀ selfish Facebook user 

ōŜŎŀǳǎŜ L ǾŜǊȅ ǊŀǊŜƭȅ ŀŎǘǳŀƭƭȅ ǇƻǎǘΣ L ǘŜƴŘ ǘƻ Ƨǳǎǘ ǳǎŜ ƛǘ ǘƻ ǊŜŀŘ ƻǘƘŜǊ ǇŜƻǇƭŜΩǎ ƎƻƛƴƎǎ ƻƴέ.  

Molly also suggested browsing for her served a social purpose of keeping informed about her peers, a 

point she particularly highlighted after moving to university. She noted: 

άL ǎǘƛƭƭ ōŀǎƛŎŀƭƭȅ ŘƻƴΩǘ Ǉƻǎǘ ƻƴ CŀŎŜōƻƻƪΦ Wǳǎǘ ǎŜŜ ǿƘŀǘ ŜǾŜǊȅƻƴŜ ŜƭǎŜ ƛǎ ŘƻƛƴƎΦ 9ǎǇŜŎƛŀƭƭȅ όΦύ ǇŜƻǇƭŜ 

L ŘƻƴΩǘ ǎŜŜ ǎƻ ƳǳŎƘ ƴƻǿΦ [ƛƪŜ ǎŎƘƻƻƭ ŦǊƛŜƴŘǎΦ LǘΩǎ ǊŜŀƭƭȅ ǳǎŜŦǳƭ ǘƻ ƪƴƻǿ ǿƘŀǘ ŜǾŜǊȅƻƴŜΩǎ ǳǇ ǘƻΣ 

ŜǾŜƴ ƛŦ L ŘƻƴΩǘ Ǉƻǎǘ ƳǳŎƘέΦ 

This suggests that there is a need to account for browsing when considering how users engage with 

social media. This appears to be particularly apparent as browsing forms to main engagement with 

these platforms for the participants, and serves a range of social roles and functions. Given the 

importance and regularity of browsing future research should be reticent in over-prioritising content 

production alone. 

 

Beyond browsing updates, other uses of these platforms were also noted by the participants. Isabel for 

example noted that she mainly did not use social media to post content, but instead chose to 

ŎƻƳƳǳƴƛŎŀǘŜ Ǿƛŀ ǇǊƛǾŀǘŜ ƳŜǎǎŀƎƛƴƎ ƛŦ ǎƘŜ ǿŀƴǘŜŘ ǘƻ ŎƻƳƳǳƴƛŎŀǘŜΦ {ƘŜ ƘƛƎƘƭƛƎƘǘŜŘ ǘƘŀǘ άL ŘƻƴΩǘ Ǉƻǎǘ 

ǎǘǳŦŦ ƳǳŎƘΦ LŦ L ǿŀƴǘ ǘƻ ǘŀƭƪ LΩƭƭ ƴƻǊƳŀƭƭȅ ǳǎŜ ƳŜǎǎŜƴƎŜǊέΦ Lƴ ŀ ǎƛƳƛƭŀǊ ƳŀƴƴŜǊΣ {ŀƭƭȅ ƴƻǘŜŘ ǘƘŀǘ CŀŎŜōƻƻƪΩǎ 

integration of a private messaging system changed how she used the platform for social interaction and 

allowed private group interactions: 

άL Řƻ ƎǊƻǳǇ ŎƻƴǾƻǎ ǿƛǘƘ Ƴȅ ŦǊƛŜƴŘǎΦ {ƻ L ƘŀǾŜ ƻƴŜ ǿƛǘƘ ǘǿƻ of my best friends, one with those 

ǘǿƻ ƎƛǊƭǎ ŀƴŘ ǘǿƻ ƻǘƘŜǊǎΣ ƻƴŜ ǿƛǘƘ ŀƭƭ ŦƻǳǊ ƻŦ ǘƘŜƳ ŀƴŘ ŀ ŎƻǳǇƭŜ ƻŦ ƻǘƘŜǊǎΦ LǘΩǎ ǊƛŘƛŎǳƭƻǳǎΣ ƭƛƪŜ ǿŜ 
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ŎƻǳƭŘƴΩǘ Ƨǳǎǘ ƘŀǾŜ ƻƴŜ ƻǊ ǘǿƻ ƎǊƻǳǇ ŎƻƴǾƻǎΣ ǿŜ ƘŀǾŜ ǘƻ ƘŀǾŜ ŀ ƘǳƴŘǊŜŘ όƘύ .ǳǘ ǿŜΩƭƭ ƻǊƎŀƴƛǎŜ 

nights out or drinks and diƴƴŜǊ ƻǊ Ƨǳǎǘ ƘŀǾŜ ŀ ƎŜƴŜǊŀƭ ŎƻƴǾŜǊǎŀǘƛƻƴ ŀƴŘ ƛǘΩǎ ŀ ǿŀȅ ƻŦ ƪŜŜǇƛƴƎ ƛƴ 

ŎƻƴǘŀŎǘέΦ   

 

Further uses beyond content production were noted by the participants. Brandon for example noted 

that social media provided users with more than just the content of their friends, highlighting that there 

are several other types of content that can be engaged with. He suggested: 

άCŀŎŜōƻƻƪ ǘŜƴŘǎ ǘƻ ǘƘǊƻǿ ƛƴ ŀƴ ŀǿŦǳƭ ƭƻǘ ƻŦ ǘƘƛƴƎǎ ƻǘƘŜǊ ǘƘŀƴ Ƨǳǎǘ ǿƘŀǘΩǎ ƻǊƛƎƛƴŀǘŜŘ ōȅ ŦǊƛŜƴŘǎ ƻǊ 

ǘƘŜ ǇŜƻǇƭŜ ȅƻǳΩǊŜ ŀŎǘǳŀƭƭȅ ŎƘƻƻǎƛƴƎ ǘƻ ŦƻƭƭƻǿΦ L ƪƴƻǿ ǘƘŀǘ ȅƻǳ Ŏŀƴ ǘŜƭƭ ƛǘ ƴƻǘ ǘƻΣ ōǳǘ όΦύ ƛǘΩǎ ǉǳƛǘŜ 

ƛƴǘŜǊŜǎǘƛƴƎέΦ  

He noted that browsing social media could keep users informed about a number topics including news: 

άL ǎǳǇǇƻǎŜ ƛǘΩǎ ǳǎŜŦǳƭ ŦƻǊ ǎƛƳǇƭȅ ƪŜŜǇƛƴƎ ǘŀōǎ ƻƴ ǿƘŀǘΩǎ ƎƻƛƴƎ ƻƴ ƛƴ ǘƘŜ ǿƻǊƭŘΦ DŜƴŜǊŀƭƭȅΣ 

important news tends to be written about by other people. So a lot of news I tend to see through 

ǇŜƻǇƭŜΩǎ ǊŜŀŎǘƛƻƴǎ ǘƻ ƛǘ ƻƴ ǎƻŎƛŀƭ ƳŜŘƛŀέΦ 

Similarly, Brian highlighted the presence of news on social media, emphasising Twitter in particular, 

noting ά/ƻǎ ¢ǿƛǘǘŜǊΩǎ ǎƻ ƛƴǎǘŀƴǘ ŀƴŘ ǎƻ ǉǳƛŎƪΦ L Ƨǳǎǘ ǳǎŜ ƛǘ ǘƻ ǎŜŜ ǘǊŜƴŘǎ ŀƴŘ ŀƭǎƻ ǎŎƛŜƴŎŜ ƴŜǿǎΦ aƻǊŜ ǎƻ ƛƴ 

ŀ ǿŀȅ ǘƘŀƴ L ǳǎŜ ƭƛƪŜ DƻƻƎƭŜ ƴŜǿǎΣ w{{ ŦŜŜŘǎΣ L ǳǎŜ ¢ǿƛǘǘŜǊ ƛƴǎǘŜŀŘέΦ Lƴ ŀ ǎƛƳƛƭŀǊ ƳŀƴƴŜǊΣ YƛǊǎǘȅ ƴƻǘŜŘ άif 

LΩƳ ǊŜŀŘƛƴƎ ¢ǿƛǘǘŜǊ ǘƘŜƴ ƛǘ ǘŜƴŘǎ ǘƻ ōŜ ǘƘŀǘ LΩƳ ŦƛƴŘƛƴƎ ƻǳǘ ǿƻǊƭŘ ƴŜǿǎέΦ Sally too gained a wide range of 

information from Twitter: 

άTwitter I usually just use it to keep on top of news in a way, and like, when new episodes of TV 

shows come out, new books, umm, promos, stuff like that, and some current eveƴǘǎ ŀǎ ǿŜƭƭέΦ  
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It appears therefore that it is worth remembering that, just as an increasing range of websites are 

acquiring social capabilities and encouraging some form of interaction amongst users (Barnes, 2015; 

Canter, 2013), so too are social media platforms gaining additional capabilities beyond purely traditional 

peer-to-peer social content posting. A number of the participants noted this to be one of the main 

ŀǎǇŜŎǘǎ ƻŦ ǎƻŎƛŀƭ ƳŜŘƛŀ ŜƴƎŀƎŜƳŜƴǘ ŦƻǊ ǘƘŜƳΦ ²ƛƭƭƻǿ ŦƻǊ ŜȄŀƳǇƭŜ ǎǳƎƎŜǎǘŜŘ άI use Twitter a bit like a 

ƴŜǿǎ ǎƛǘŜ ŀƴȅǿŀȅέΣ and Isabel noted of Twitter: 

άL ƭƛƪŜ ƛǘ ōŜŎŀǳǎŜ ȅƻǳ Ŏŀƴ ŀŘŘ ŎƻƳǇŀƴƛŜǎ ȅƻǳΩǊŜ ƛƴǘŜǊŜǎǘŜŘ ƛƴ ƻǊ ǎǘǳŦŦ ƭƛƪŜ ǘƘŀǘΣ ŀƴŘ ǎŜŜ ǿƘŀǘ 

ǘƘŜȅΩǊŜ ŘƻƛƴƎΣ ǎƻ ŀǎ ŀ ƴŜǿǎŦŜŜŘ ǘƘŀǘΩǎ ƎƻƻŘΦ L ƭƛƪŜ ǘƻ ƪƴƻǿ ǿƘŀǘΩǎ ƎƻƛƴƎ ƻƴ ƛƴ ǘƘŜ ǿƻǊƭŘ ŀƴŘ 

¢ǿƛǘǘŜǊΩǎ ǘƘŀǘ ŦƻǊ ƳŜέΦ 

 

Another use of social media beyond content production that was noted by the participants was social 

organisation. Brandon highlighted of Facebook: 

ά¢Ƙŀǘ ƛŦ L ǿŀƴǘ ǘƻ ƻǊƎŀƴƛǎŜ ŀƴ ŜǾŜƴǘ ǘƘŀǘ ƳŀƪŜǎΣ CŀŎŜōƻƻƪ ƳŀƪŜǎ ƛǘ ǾŜǊȅ Ŝŀǎȅ ǘƻ όΦύ Ƨǳǎǘ ǘƻ ǎet up 

ǎƻƳŜ ǎƻǊǘ ƻŦ ǊŜŦŜǊŜƴŎŜ Ǉƻƛƴǘ ŦƻǊ ǇŜƻǇƭŜ ǘƻ ƎŜǘ ƭƻƻƪ ōŀŎƪ ǘƻ ŦƛƴŘ ōŀǎƛŎ ƛƴŦƻǊƳŀǘƛƻƴ ŀōƻǳǘ ǿƘŀǘΩǎ 

ƎƻƛƴƎ ƻƴΣ ŀƴŘ L ŦƛƴŘ ƛǘ ǾŜǊȅ Ŝŀǎȅ ǘƻ ŎƻƳƳǳƴƛŎŀǘŜ ǘƻ ƭƻǘǎ ƻŦ ǇŜƻǇƭŜ ŀǘ ƻƴŎŜέΦ 

He later expanded upon this to suggest that: 

άL ǎǳǇǇƻǎŜ L ǳǎŜ ƛǘ ŀƭƳƻǎǘ ŀǎ ŀƴ ŜȄǘŜƴǎƛƻƴ ƻŦ ƪƛƴŘ ƻŦ ƭƛƪŜ Ƴȅ ƻŦŦƛŎŜ ǘƻƻƭǎΣ ƭƛƪŜ ƛǘΩǎ ŀƴ ŜȄǘŜƴǎƛƻƴ ƻŦ 

my email and my calendar, because I use it for sort of planning and for planning events and 

ǎŜŜƛƴƎ ǿƘŀǘ ŜǾŜƴǘǎ ŀǊŜ ŎƻƳƛƴƎ ǳǇΣ ŦƻǊ ǊŜƳŜƳōŜǊƛƴƎ ŦǊƛŜƴŘǎΩ ōƛǊǘƘŘŀȅǎΣ ŀƴŘ ƎŜǘǘƛƴƎ ƛƴ ǘƻǳŎƘ ǿƛǘh 

ǇŜƻǇƭŜ ǿƘŜƴ L ŘƻƴΩǘ ƪƴƻǿ Ƙƻǿ ŜƭǎŜ ǘƻ ǊŜŀŎƘ ǘƘŜƳΦ LǘΩǎ ǾŜǊȅ ǳǎŜŦǳƭέΦ 

In a similar manner, inspired and influenced by her particular socio-cultural situation, Sally made use of 

social media as a study tool to aid her university studies: 
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άLΩƳ ǇŀǊǘ ƻŦ ǉǳƛǘŜ a few groups, err, my specific course group and the general anthropology 

ƎǊƻǳǇΧŀ ŎƻǳǇƭŜ ƻŦ ǘƛƳŜǎ ǿŜΩǾŜ ƻǊƎŀƴƛǎŜŘ ŜǾŜƴǘǎ ƻǾŜǊ ŀ ƎǊƻǳǇ ƳŜǎǎŀƎŜ ŀƴŘ ŀ ŎƻǳǇƭŜ ƻŦ ǘƛƳŜǎ 

ǿŜΩǾŜ ŀŎǘǳŀƭƭȅ ŎǊŜŀǘŜŘ ŀƴ ŜǾŜƴǘ ǇŀƎŜΦ L ŘƻƴΩǘ ǘƘƛƴƪ ƛǘ ƳŀƪŜǎ ŀ ŘƛŦŦŜǊŜƴŎŜέΦ 

After graduating and starting an office job, Sally later discusses how social media continued to provide a 

range of uses for her. Again this was sensitive to her given situation, with the platforms this time proving 

to be a useful work tool: 

άL ǘƘƛƴƪ ǘƘŀǘΩǎ ǘƘŜ ƻƴŜ ƎƻƻŘ ǘƘing about Twitter in my opinion, that you can talk directly to 

ŜƴǘƛǘƛŜǎ ƭƛƪŜ ǇǳōƭƛŎ ǘǊŀƴǎǇƻǊǘ ŀƴŘ ǘƘŜ ǇƻƭƛŎŜ ŀƴŘ ȅƻǳ ƎŜǘ ǘƘŀǘ ŦŜŜƭƛƴƎ ƻŦ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ǿƘŀǘΩǎ 

ƎƻƛƴƎ ƛƴ ǊŜŀƭ ǘƛƳŜΦ [ƛƪŜΣ LΩǾŜ ōŜŜƴ ƻƴ ǘƘŜ ǘǊŀƛƴ ŀƴŘ ƛǘΩǎ ōŜƛƴƎ ƘŜƭŘ ŀǘ ǘƘŜ ǎǘŀǘƛƻƴ ŦƻǊ ǎƻƳŜ ǊŜŀǎƻn 

ŀƴŘ ǘƘŜ ƎǳŀǊŘǎ ǿƻƴΩǘ ǎŀȅ ǿƘȅΣ ǎƻ L Ƨǳǎǘ ǎŜŀǊŎƘ ǘƘŜ ǎǘŀǘƛƻƴ ƻƴ ¢ǿƛǘǘŜǊ ŀƴŘ ŦƛƴŘ ƻǳǘ ƛƴ ǎŜŎƻƴŘǎ ǘƘŀǘ 

ƛǘΩǎ Ŏƻǎ ǘƘŜǊŜΩǎ ǘǊŜǎǇŀǎǎŜǊǎ ƻƴ ǘƘŜ ǘǊŀŎƪǎέΦ 

 

For the participants, social media served a number of uses and functions beyond just posting content. 

Posting content was, more often than not, not their main method of engagement with the platforms. 

We should therefore not assume equivalence across these activities. Instead we must be careful to 

contextualise social media use for each user and understand how it fills a particular purpose for them. 

As Molly suggests herself when asked about social media users having multiple identities across 

ǇƭŀǘŦƻǊƳǎ ǎƘŜ ƴƻǘŜǎ άsome people might act that way, but different people will use social media 

ŘƛŦŦŜǊŜƴǘƭȅέΦ Given this, it is again worth highlighting that the level of engagement with social media in 

terms of content production cannot be considered consistent across all users, and seems largely driven 

ōȅ ǘƘŜ ǳǎŜǊΩǎ ǎǇŜŎƛŦƛŎ ŜȄǘǊŀǘŜȄǘǳŀƭ ǊŜǎƻǳǊŎŜǎ ǘƘŜȅ ōǊƛƴƎ ǘƻ ǎƻŎƛŀƭ ƳŜŘƛŀΦ Though again a larger sample 

size may be able to highlight some trends in terms of engagement through content production, this 

small sample size serves to problematize any single conclusive statement to instead highlight that the 
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engagement with social media emerges from the enmeshing of individual user, with all of their 

extratextual and intertextual resources, with specific platforms.  

 

The interviews highlighted a point of consideration for research in regards to treatment of online data, 

specifically suggesting the need to consider the entirety of the social media experience beyond just data 

production (Kowalczyk & Pounders, 2016; Kwak et al., 2010; Ngai et al., 2015). Though for some of the 

participants the public content they produced was not sizable, the social functions these platforms serve 

were nonetheless tangible and important. A such, seeking only participants who produce a wealth of 

content (Kozinets, 2010) may be problematic for understanding the reality of social media, and a range 

of uses should be considered alongside purely content production.  

 

5.4. Comic Book Theory - enmeshing user and design 

 

 

Different platform, different design features, different social performances of identity. 
 

 

During the interviews a number of the participants discussed how the designs and the specific features 

present on a range of platforms affected the manner in which they acted and interacted. The interviews 

highlighted that a range of design choices could guide and affect actions and interactions online, but 

highlighted the need to also account for this is a non-deterministic fashion. It was apparent that the 

realisation and actualisation of social interaction and action online was unique to the enmeshing of a 

particular user with these design features, as different users would interpret and utilise these features 

ŘƛŦŦŜǊŜƴǘƭȅΦ ¢Ƙƛǎ ƳŜŀƴǘ ǘƘŀǘ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ŀŎǘƛƻƴǎ ŀƴŘ ƛƴǘŜǊŀŎǘƛƻƴǎ ǿŜǊŜ ōƻǳƴŘ ǘƻΣ ŀƴŘ ŜƳŜǊƎŜŘ ŦǊƻƳΣ 

the specific platforms and their specific designs and features, but that the interactions and actions that 

emerged from the engagement with these features were realised in unique and individual manner. 
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Brian in particular discussed a range of features that he noted affected his actions and interactions 

online. For example, Brian discusses the presence of hashtags on Twitter, noting that their specific 

functionality made communicating during and about big events online a lot easier, making him more 

likely to use Twitter to discuss these events: 

ά{ƻ ¢ǿƛǘǘŜǊ L ǳǎŜ ŦƻǊ ōƛƎ ŜǾŜƴǘǎΣ ǎƻŎƛŀƭ ŜǾŜƴǘǎΣ ŀƴŘ ŦƻǊ (.) so for things like tomorrow, like big 

political events, is Twitter, and if you want to find (.) and because of the hashtag system, I know 

Facebook have tried to bring it in, but because of the hashtag system, to find people that care 

about it, or whatŜǾŜǊΣ ǘƘŜƴ ŘŜŦƛƴƛǘŜƭȅ ¢ǿƛǘǘŜǊ ƛǎ ǘƘŜ ǇƭŀŎŜ ǘƻ ƎƻέΦ  

This was not the only design feature of Twitter that Brian noted as augmenting his actions and 

interactions, he also later discussed the effects of the 140-character limit on Twitter as an aspect that 

affected how his actions and interactions were framed and realised. Tellingly, he noted: 

άL ŦŜŜƭ ǘƘŜ ŎƘŀǊŀŎǘŜǊ ƭƛƳƛǘ ǊŜŀƭƭȅ ŦƻǊŎŜǎ ȅƻǳǊ ƘŀƴŘ ǘƘƻǳƎƘΦ Lǘ ƳŀƪŜǎ ȅƻǳ ǘƘƛƴƪ ǊŜŀƭƭȅ ŎŀǊŜŦǳƭƭȅ 

about what you want to say, and how you want to say it. You have to nail it quickly as well. Like 

if something is happening right then you want to be the first to talk about it, so you have to be 

ǉǳƛŎƪ ŀƴŘ ȅƻǳ ƘŀǾŜ ǘƻ ōŜ ŦǳƴƴȅΣ ŀƴŘ ȅƻǳ ƘŀǾŜ ǘƻ ōŜ ǎƘƻǊǘέΦ  

This show that, for Brian, the particular design choice of 140 characters, along with the consistently 

active temporal nature of the platform, meant that he framed and approached his actions and 

interactions in a particular manner, aware that he had to rely upon both brevity and speed to interact in 

what he perceived to be an efŦŜŎǘƛǾŜ ƳŀƴƴŜǊΦ IŜ ƭŀǘŜǊ ŦǳǊǘƘŜǊ ƴƻǘŜŘ ǘƘŀǘ ¢ǿƛǘǘŜǊΩǎ ǎǇŜŎƛŦƛŎ ŘŜǎƛƎƴ ŀƭǎƻ 

made certain formats and uses harder than others, changing the type and form of the content he chose 

to post on Twitter:  



- 200 - 

άƛŦ LΩƳ ƎƻƛƴƎ ǘƻ ǎƘŀǊŜ ŀƴ ƛƳŀƎŜ ǘƘŜǊŜΩǎ ƴƻǘ ŀƴ ƛƳŀƎŜ ǘƘŀǘ L would put on Facebook that I 

ǿƻǳƭŘƴΩǘ ƻƴ ¢ǿƛǘǘŜǊΣ ŀƴŘ ǾƛŎŜ ǾŜǊǎŀΦ .ǳǘΣ ƛŦ L ǿŀƴǘ ǘƻ ǎƘŀǊŜ ŀƴ ƛƳŀƎŜ L Ǉǳǘ ƛǘ ƻƴ CŀŎŜōƻƻƪΦ [ƛƪŜ 

ǇŜƻǇƭŜ ǿƻƴΩǘ ƭƻƻƪ ŀǘ ȅƻǳǊ ƛƳŀƎŜǎ ƻƴ ¢ǿƛǘǘŜǊ ōŜŎŀǳǎŜ ǘƘŜȅΩǊŜ ƴƻǊƳŀƭƭȅ ŜƛǘƘŜǊ όΦύ ƛŦ ǘƘŜȅΩǊŜ ƻƴ ǘƘŜƛǊ 

phone it sometimes comes up, ƛǘ ǎƻƳŜǘƛƳŜǎ ŘƻŜǎƴΩǘΣ ƛǘΩǎ ŀ ōƛǘ ŦǳƴƴȅΣ ŀƴŘ ŀƭǎƻ ǇŜƻǇƭŜ ǿƻƴΩǘ Ŧƻƭƭƻǿ 

ŀ ƭƛƴƪ ǘƻ ŀΣ ŀ ǘƘƛƴƎΦ {ƻ LΩƳ ǎƘŀǊƛƴƎ ŀƴ ƛƳŀƎŜ L ǿƛƭƭ ŘŜŦƛƴƛǘŜƭȅ ǎƘŀǊŜ ƛǘ ƻƴ CŀŎŜōƻƻƪέΦ  

This was not unique to Brian. In a similar manner, Isabel also noted that she would not use Twitter for 

ǇƘƻǘƻǎ ƘƛƎƘƭƛƎƘǘƛƴƎ ǘƘŀǘ άL ŘƻƴΩǘ ǊŜŀƭƭȅ ǎŜŜ ǘƘŜ Ǉƻƛƴǘ ƛƴ ƛǘ ƻƴ ¢ǿƛǘǘŜǊ Ŏƻǎ ƛǘΩǎ ƎƻƴŜ ƛƴ ŀ ǎŜŎƻƴŘέΦ For Brian 

this further extended to the content posted on each site, with specific content and specific ideas shared 

on certain platform due to the design features. For example, Brian noted that the ALS ice-bucket 

challenge that involved sharing videos of someone throwing ice on their head was often not present on 

¢ǿƛǘǘŜǊ άōŜŎŀǳǎŜ ƛǘΩǎ ŀ ǾƛǎǳŀƭΦ tŜƻǇƭŜ ŘƻƴΩǘ ǿŀǘŎƘ ǾƛŘŜƻǎ ƻƴ ¢ǿƛǘǘŜǊέΦ  

 

Brian then was aware of a range of design restrictions that resulted in him preferring to engage with the 

platform around trending topics and current events. His content was curtailed to be brief and 

temporally relevant, and was often presented in a non-pictorial form. He later discussed what this 

means for his identity on Twitter given that the updates he posted were shorter and that there was a 

need to be curt and quick. When engaging in the film script analysis Brian suggested his identity would 

ōŜ ŀ άmore intelligent person. More scientifically active and probably more important. Because I present 

myself as like a ǊŜǎŜŀǊŎƘŜǊ ƻƴ ¢ǿƛǘǘŜǊΣ ǿƘŜǊŜŀǎ LΩƳ Ƨǳǎǘ ƳŜ ƻƴ CŀŎŜōƻƻƪέΦ The identity that Brian 

presented then was guided by design but importantly realised in an individual manner, as he chose how 

to act and interact in an environment that he felt restricted his content in form and style, and that 

encouraged discussion of events as they happened.  
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The notion of user-specific uses of these features can aptly be noted when consiŘŜǊƛƴƎ .ǊŀƴŘƻƴΩǎ 

interactions on Twitter. Brandon, also noted that the design of Twitter constrained and shaped his 

interactions and actions, but for Brandon, this manifested itself not in concerns over being curt, current, 

and witty, but in concerns over the manner in which his updates would be construed by the reader. He 

noted that he felt he could only discuss certain topics on Twitter because: 

 άŎƘŀǊŀŎǘŜǊ ƭƛƳƛǘŀǘƛƻƴ ŘƻŜǎ ŀƴ ŀǿŦǳƭ ƭƻǘ ǘƻ ǊŜǎǘǊƛŎǘ ǿƘŀǘ L ǿƻǳƭŘ ƻǘƘŜǊǿƛǎŜ ǿƻǳƭŘ ƘŀǾŜ ǇƻǎǘŜŘ 

about, like the tƻǇƛŎǎ L ǿƻǳƭŘ ƻǘƘŜǊǿƛǎŜ Ǉƻǎǘ ŀōƻǳǘΣ ōŜŎŀǳǎŜ L ŎŀƴΩǘ Ǉǳǘ ŎƻƴǘŜȄǘ ƛƴǘƻ ƛǘέΦ  

Interestingly, Brandon also expands this concern over the intention and interpretation of his content to 

other platforms and their specific design affordances and features. He noted he used Instagram as: 

 άŀ ƪƛƴŘ ƻŦ ǎǘǊŜŀƳ ƻŦ ŎƻƴǎŎƛƻǳǎƴŜǎǎΣ Ƨǳǎǘ ŦǊƻƳ ŀƴ ƛƳŀƎŜ Ǉƻƛƴǘ ƻŦ ǾƛŜǿΣ ǎƻ L ŘƻƴΩǘ ŜǾŜǊ ƧǳǎǘƛŦȅ 

anything on there, I will just put a photo up because I think the photo itself looks cool or, sort of 

because I think that people will draǿ ǘƘŜƛǊ ƻǿƴ ŎƻƴŎƭǳǎƛƻƴǎΦ L ŘƻƴΩǘ ŦŜŜƭ ƭƛƪŜ L ƴŜŜŘ ǘƻ ŜȄǇƭŀƛƴ 

ǘƘŀǘέΦ  

¢Ƙƛǎ ƘƛƎƘƭƛƎƘǘǎ ǘƘŜ ƴŜŜŘ ǘƘŜƴ ŦƻǊ ŀ ƳƻŘŜƭ ǘƘŀǘ ŀƭƭƻǿǎ ŦƻǊ ōƻǘƘ ŀ ŎƻƴǎƛŘŜǊŀǘƛƻƴ ƻŦ ǘƘŜ ǳǎŜǊΩǎ 

ŜȄǘǊŀǘŜȄǘǳŀƭƛǘȅ ŀƴŘ ŀ ŎƻƴǎƛŘŜǊŀǘƛƻƴ ƻŦ ǘƘŜ ǊŜǎǘǊƛŎǘƛƻƴǎ ƻŦ ŘŜǎƛƎƴΦ .ǊŀƴŘƻƴΩǎ ǇŀǊticular extratextual 

resources affects how he utilises the specific features of different platforms, but that importantly, these 

platforms still constrain and confine what is possible. The interactions and actions then emerge from the 

enmeshing of individual user and individual platform.  

 

Of course this enmeshing of user and design was not restricted to Twitter alone, and emerged as a point 

of discussion across a range of platforms. Brandon suggested in his interviews for example that he felt 

Facebook was slightly more ΨƛƴǘŜǊŀŎǘƛǾŜΩ ǘƘŀƴ ƻǘƘŜǊ ǇƭŀǘŦƻǊƳǎΦ ²ƘŜƴ ǿŜ ŘƛǎŎǳǎǎŜŘ ǿƘȅ ƘŜ ŦŜƭǘ ǘƘƛǎ ƳƛƎƘǘ 
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be the case it became apparent that certain design features made it appear as if there was an ongoing 

conversation happening around the content on Facebook in particular. Brandon noted:  

άL ǎƻǊǘ ƻŦ ǎŜŜ ƭƻǘǎ ƻŦ Ǉƻǎǘǎ ǘƘŀǘ ŦǊƛŜƴŘǎ ƘŀǾŜ ƭƛƪŜŘΣ ƻǊ ǎƘŀǊŜŘΣ ƻǊ ŎƻƳƳŜƴǘŜŘ ƻƴΣ ōŜŎŀǳǎŜ ƭƻǘǎ ƻŦ 

ƻǘƘŜǊ ǇŜƻǇƭŜ ŀǎ ǿŜƭƭ ŀǎ ǘƘŜƳ ƘŀǾŜ ŘƻƴŜ ƛǘΣ ǎƻ L ŘƻƴΩǘ ƪƴƻǿ ƛŦ ƛǘΩǎ ǘƘŜ ǿŀȅ ǘƘŀǘ ƛǘ ǿƻǊƪǎΣ ōǳǘ ǘƘŜ 

very popular very very popular posts seems to make tƘŜƛǊ ǿŀȅ ƛƴǘƻ ŜǾŜǊȅōƻŘȅΩǎ ƴŜǿǎŦŜŜŘ ŀǘ 

ǎƻƳŜ ǇƻƛƴǘΣ ǎƻ LΩǾŜ ǎŜŜƴ ŀ ƭƻǘ ƻŦ ǘƘƛƴƎǎ ǘƘŀǘ ŀǊŜ ƴƻǘ ƻǊƛƎƛƴŀǘŜŘ ōȅ ŦǊƛŜƴŘǎ ƻŦ ƳƛƴŜ Ƨǳǎǘ ǇǳǊŜƭȅ 

ōŜŎŀǳǎŜ ŀ ŦŜǿ ƻŦ Ƴȅ ŦǊƛŜƴŘǎ ƘŀǾŜ ŎƻƳƳŜƴǘŜŘ ƻƴ ƛǘ ƻǊ ƛƴǘŜǊŀŎǘŜŘ ǿƛǘƘ ƛǘΣ ǎƻ ǘƘŜǊŜŦƻǊŜ ƛǘΩǎ ƪƛƴŘ ƻŦ 

keeps coming back up to my attention, and more often or not it will be something that I will have 

a reaction to again and again (.) It keeps the conversation going by putting it at the top of my 

ŦŜŜŘ ŜǾŜǊȅ ǘƛƳŜέΦ 

 CŀŎŜōƻƻƪΩǎ ŎƘƻƛŎŜ ǘƻ ǎƘƻǿ ǳǎŜǊǎΩ ǘƘŜ ŎƻƴǘŜƴǘ ǘƘŀǘ ƛǎ ōŜƛƴƎ ŎƻƳƳŜƴǘed upon created for Brandon a 

more interactive feel, and encouraged ongoing interaction around a given piece of content. Brandon 

expanded upon how this was unique and different to the manner in which he perceived the other 

platforms he used, noting: 

άL ǘƘƛnk Facebook is at little more interactive, I think for me at least Instagram seems to be very 

much a sort of browsing, sort of just simply seeing what other people want to share with the 

world, rather than reacting to it, to them, and for me Twitter probably similarly actually, just 

simply it sort of feels like a lot of kind of little snapshot updates about what somebody is doing, 

ǎƻǊǘ ƻŦ ŀǘ ǘƘŀǘ ƳƻƳŜƴǘέΦ 

Again, this was unique to Brandon and his particular extratextual resources, but nonetheless these 

aspects of design were equally present for all users using the platform. This was noted, for example, by 

Nina, who suggested that the continual re-emergence of content and the general slower pace of 
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Facebook led to her sharing different content and performing identity in a unique manner on different 

platforms. She noted: 

ά¢ƘŜ ƻǘƘŜǊ Řŀȅ L ǿŀǎ ƭƛƪŜ ƻƘ L ƘŀǾŜ ŀ ƘŜŀŘŀŎƘŜ ƎǊǊΣ ǿƘŜǊŜŀǎ L ǿƻǳƭŘƴΩǘ Ǉǳǘ ǘƘŀǘ ƻƴ CŀŎŜōƻƻƪΣ Ŏƻǎ 

L ǿƻǳƭŘƴΩǘ Ǉǳǘ ŀ ƭƛǘǘƭŜ ǳǇŘŀǘŜ ƭƛƪŜ ǘƘŀǘΣ ōŜŎŀǳǎŜ ƛǘ Ƨǳǎǘ ƎŜǘǎ ƭƻǎǘ ƛƴ ǘƘŜ ǘƛƳŜ ǎǘǊŜŀƳ ƻƴ ¢ǿƛǘǘŜr 

ǿƘƛŎƘ ƛǎ ŦƛƴŜΣ ǿƘŜǊŜŀǎ ƻƴ CŀŎŜōƻƻƪΣ L ŘƻƴΩǘ ƪƴƻǿΦ tŜƻǇƭŜ ǿƛƭƭ ōŜ ƭƛƪŜ ƻƘ ŀǊŜ ȅƻǳ ƻƪŀȅΣ ŀƴŘ ǘƘŀǘ 

ǎƻǊǘ ƻŦ ǘƘƛƴƎέΦ 

 

For other participants, different aspects of platform design were highlighted as fostering specific 

manners of acting and interacting, unique to their given needs and situation. Isabel noted one aspect in 

particular that she felt changed the way that she was able to discuss subjects on Facebook, highlighting 

that the groups feature allowed dedicated places for like-minded users to discuss specific topics. In her 

particular case, influenced by her particular extratextual resources, this manifested itself in discussions 

around politics. She suggested: 

άƛǘΩǎ ƘŀǊŘ ǘƻ ŜȄǇƭŀƛƴ ǊŜŀƭƭȅΣ ōǳǘ ǘƘŜ ǿŀȅ ǘƘŀǘ ǳƳƳ CŀŎŜōƻƻƪ ƛǎ ǎŜǘ ƛǎ ƪƛƴŘ ƻŦ ǎŜƎǊŜƎŀǘŜŘ ƛƴǘƻ 

difŦŜǊŜƴǘ ǎǘǳŦŦΣ ƛǎƴΩǘ ƛǘΣ ǎƻ ȅƻǳ Ŏŀƴ ƭƛǘŜǊŀƭƭȅ Ǝƻ ǘƻ ƎǊƻǳǇǎ ŀƴŘ ǎǘǳŦŦ ƭƛƪŜ ǘƘŀǘΣ ǿƘŜǊŜŀǎ ¢ǿƛǘǘŜǊΩǎ ǾŜǊȅ 

much a stream of chat. Like individual profiles and then what they do, but all shouting at once in 

ŀ ƴŜǾŜǊ ŜƴŘƛƴƎ ƳŜǎǎέ  

For Isabel the partitioning off of particular areas to discuss dedicated topics led to different social styles 

emerging on Facebook than on Twitter. She highlighted that this partitioning fostered a slower feel with 

dedicated group areas which she suggested meant that people could interact around content more 

easily. She noted: άL ǘƘƛƴƪ CŀŎŜōƻƻƪ ƛǎΣ ƛǘΩǎ Ǝƻǘ ƎǊƻǳǇǎ ŀƴŘ ǎŜŎǘƛƻƴǎ ŀƴŘ ǎǘǳŦŦ ǎƻ ȅƻǳ Ŏŀƴ Ǉƻǎǘ ƛƳŀƎŜǎ ŀƴŘ 

ǾƛŘŜƻǎ ŀƴŘ ǘƘŜȅΩƭƭ ǎǘŀȅ ǘƘŜǊŜ ƭƻƴƎŜǊ ŦƻǊ ǇŜƻǇƭŜ ǘƻ ǘŀƭƪ ŀōƻǳǘέΦ  
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Other participants noted there were a range of other features that would affect how interactive they 

perceived the platforms to be. Whilst this was guided by design, it was realised in a unique manner by 

each participant to their specific needs. Oliver for example discussed the fact that Reddit allowed 

community moderators. By allowing for community self-moderation Oliver noted that often the level of 

interaction was variable depending on the quality of moderation, and as such his participation in the 

sub-Reddit was therefore also variable: 

άǿƘen you get a good moderated subReddit, like r/games, sticks to the point, keeps going with 

it, the mods are fantastic, who keep it on track. And then you get others that are just a chaos 

ŀƴŘ ȅƻǳ ŎŀƴΩǘ ōŜ ōƻǘƘŜǊŜŘ ǿƛǘƘ ƛǘέΦ 

For Brian however, interactivity was bound up in the notion of current topics. In his comparison of the 

ŘŜǎƛƎƴ ƻŦ CŀŎŜōƻƻƪ ŀƴŘ ¢ǿƛǘǘŜǊ ƘŜ ƴƻǘŜŘ ¢ǿƛǘǘŜǊΩǎ ǎǇŜŎƛŦƛŎ ŘŜǎƛƎƴ ŀǎ ŦƻǎǘŜǊƛƴƎ ŀ ƎǊŜŀǘŜǊ ǎŜƴǎŜ ƻŦ 

continual interactivity. 

ά¢ǿƛǘǘŜǊ Ƙŀǎ ǎƻ Ƴŀƴȅ ǘǊŜƴŘǎΣ ǎƻ Ƴŀƴȅ ŦŀŘǎ ǘƘŀǘ ŀǊŜ ǎƻ ǉǳƛŎƪ ǇŀǎǎƛƴƎΦ !ƴŘ L ǘƘƛƴƪ ¢ǿƛǘǘŜǊΩǎ ŀƴ 

ƛƳǇƻǊǘŀƴǘ όΦύ L ǘƘƛƴƪ ǇŜƻǇƭŜ ǿƻǳƭŘ ƳƛƴŘΣ ōǳǘ L ŘƻƴΩǘ ǘƘƛƴƪ ǘƘŜ ǿƻǊƭŘ ǿƻǳƭŘ ƳƻǳǊƴ ǘƘŜ ƭƻǎǎ ƻŦ 

Facebook, whereas I think people would mourn the loss of Twitter, because of things like the live-

ǘǿŜŜǘƛƴƎ ƻŦ ǘƘƛƴƎǎΣ ǘƘŀǘ ȅƻǳ ǿƻǳƭŘƴΩǘ ƎŜǘ ƻƴ CŀŎŜōƻƻƪ ƛƴ the same way, because the audience is 

ƭƛǾŜ ŀƴŘ ŎƻƳƳŜƴǘƛƴƎ ǊƛƎƘǘ ǘƘŜƴ ŀƴŘ ǘƘŜǊŜέΦ 

However, Willow noted that she felt she was more likely to interact around shared content on 

Facebook, not Twitter. In comparison to Brian, who suggested the ability to comment upon events as 

they were happen inspired ongoing interaction on Twitter, Willow noted her engagement with shared 

content was affected by being able to view a preview of that content on Facebook: 
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άLŦ ǎƻƳŜƻƴŜ ǎƘŀǊŜǎ ŀ ƭƛƴƪ ƻƴ ¢ǿƛǘǘŜǊ ŀƴŘ ǘƘŜ ǘǿŜŜǘΩs not sƻƳŜǘƘƛƴƎ LΩƳ ǇŀǊǘƛŎǳƭŀǊƭȅ ƛƴǘŜǊŜǎǘŜŘ ƛƴ 

L ǿƻƴΩǘ ŎƭƛŎƪ ƻƴ ƛǘ όΦύ ƛŦ ǎƻƳŜƻƴŜ ǎƘŀǊŜǎ ŀ ǎƘŀǊŜ ƻƴ CŀŎŜōƻƻƪ LΩƭƭ ǎǘƛƭƭ ƘŀǾŜ ŀ ƎŜƴŜǊŀƭ ƛŘŜŀ ƻŦ ǿƘŀǘ 

ǘƘŜ ǘƘƛƴƎ ǘƘŜȅ ǿŜǊŜ ǎƘŀǊƛƴƎ ǿŀǎΣ ōŜŎŀǳǎŜ ǘƘŜǊŜΩƭƭ ōŜ ŀ ƭƛǘǘƭŜ ǇƛŎǘǳǊŜ ŀƴŘ ŀ ƭƛǘǘƭŜ ōƛǘ ƻŦ ōƭǳǊō ŀƴŘ 

ǎƻƳŜǘƛƳŜǎ ƛŦ LΩƳ ǊŜŀƭƭȅ ōƻǊŜŘ LΩƭƭ Ƨǳǎǘ ŎƭƛŎƪ ƻƴ ƛǘ ǘƻ ǎŜŜ ǿƘŀǘ ǘƘŜ ƘŜƭƭ ƛǘΩǎ ŀōƻǳǘΣ ōŜŎŀǳǎŜ ƛǘΩǎ ƴƻǘ 

Ƨǳǎǘ ŀ ǿŜō ƭƛƴƪΣ ƛǘΩǎ ƴƻǘ ƧǳǎǘΣ ƛǘΩǎ Ǝƻǘ ŀ ǘŀƎ ƭƛƴŜ ŀƴŘ ŀ ǇƘƻǘƻ ŀƴŘ ŀ ōƛǘ ƻŦ ǘŜȄǘ ǳƴŘŜǊƴŜŀǘƘΣ ƛǘΩǎ ƴƻǘ 

Ƨǳǎǘ ŀ ǿŜō ƭƛƴƪΣ ŀ ǎƛǘŜ ŀŘŘǊŜǎǎΣ ǎƻΦ LΩƳ ƳƻǊŜ ƭƛƪŜƭȅ ǘƻ ŎƭƛŎƪ ƻƴ ƛǘέΦ 

{ŀƭƭȅ ƻƴ ǘƘŜ ƻǘƘŜǊ ƘŀƴŘ ƴƻǘŜŘ ŀǎǇŜŎǘǎ ƻŦ CŀŎŜōƻƻƪΩǎ ŘŜǎƛƎƴ ǘƘŀǘ ǎƘŜ ŦŜƭǘ ƘƛƴŘŜǊŜŘ ǘƘŜ ƛƴǘŜǊŀŎǘƛǾƛǘȅ ƻŦ ǘƘŜ 

platform: 

άCŀŎŜōƻƻƪ όΦύ ƛǘΩǎ ƪƛƴŘ ƻŦ ƘŀǊŘ ǘƻ ƪŜŜǇ ǘǊŀŎƪ ƻŦ ǿƘŀǘΩǎ ƎƻƛƴƎ ƻƴ CŀŎŜōƻƻƪΣ L ŦƻǳƴŘΦ  

I: How come? 

P: Just because their trending system ƛǎ ǊŜŀƭƭȅ ōŀŘΦ LǘΩǎ ƪƛƴŘ ƻŦ ƭƛƪŜΣ ȅƻǳ ƎŜǘ ǘƘǊŜŜ ƭƛǘǘƭŜ ƛǘŜƳǎ ŀǘ 

ǘƘŜ ǘƻǇ ǊƛƎƘǘ ƘŀƴŘ ŎƻǊƴŜǊ ƻŦ ȅƻǳǊ ǇŀƎŜ ŀƴŘ ƛŦ ȅƻǳ ŘƻƴΩǘ ƭƻƻƪ ŀǘ ƛǘ ȅƻǳ ŘƻƴΩǘ ǎŜŜ ƛǘΣ ǿƘŜǊŜŀǎ 

¢ǿƛǘǘŜǊ ƛǘΩǎ ǉǳƛǘŜ Ŝŀǎȅ ǘƻ ƪƛƴŘ ƻŦ ǎŜŜ ǿƘŀǘ ǇŜƻǇƭŜ ŀǊŜ ǘŀƭƪƛƴƎ ŀōƻǳǘΚ 9ǎǇŜŎƛŀƭƭȅ ōŜŎŀǳǎŜ ǉǳƛǘŜ ŀ 

lƻǘ ƻŦ ǘƘŜ ǘǊŜƴŘƛƴƎ ǘŀƎǎ ǘƘŜǊŜΩƭƭ ŀƭǿŀȅǎ ōŜ ǎƻƳŜƻƴŜ ƻƴ ǘƘŜ ƴŜǿǎŦŜŜŘ ǘŀƭƪƛƴƎ ŀōƻǳǘ ƛǘΣ ƻǊ 

ŎƻƳƳŜƴǘƛƴƎ ƻƴ ƛǘΣ ƻǊ ǎƻƳŜǘƘƛƴƎ ƭƛƪŜ ǘƘŀǘέΦ 

Given this, it appears that the engagement with platforms and the perception of their interactive merits 

appears to be largely individual and aligned to the specific needs of the user, but nonetheless intimately 

bound up in the design affordances of a given platform. As Comic Book Theory suggests, it is through the 

enmeshing of user and design that a given use of the platform emerges. This is succinctly noted by Isabel 

who highlighted that engagement with the platforms varies from individual to individual. She noted that 

άCŀŎŜōƻƻƪ ȅƻǳΩǾŜ Ǝƻǘ ŀ ǿƘƻƭŜ ǾŀǊƛŜǘȅ ƻŦ ǇŜƻǇƭŜ ŀƴŘ ǘƘŜ ǿŀȅ ǘƘŀǘ ǘƘŜȅ ōŜƘŀǾŜ ƻƴ ǘƘŜǊŜΦ [ƛƪŜ LΩǾŜ Ǝƻǘ 

friends whƻ ƻƴƭȅ ǎƘŀǊŜ ǾƛŘŜƻǎΣ ŀƴŘ ǎƻƳŜ ǇŜƻǇƭŜ Ƨǳǎǘ ǘŜȄǘΣ ȅŜŀƘέ.  
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This concept of the enmeshing of user and design can further be highlighted if we re-consider the idea 

of uses of social media beyond content production. Despite these platforms often being set up explicitly 

to encourage users to want to produce content, a fact noted by a number of researchers across a range 

of platforms (Fogg & Iizawa, 2008; Keenan & Shiri, 2009; Mazer et al., 2007), Molly choose not to fulfil 

this potential and to engage with them in her own manner for her own social purposes. She noted that 

ǎƘŜ ŦŜƭǘ ƴƻ ǊŜŀƭ ǇǊŜǎǎǳǊŜ ǘƻ ŎǊŜŀǘŜ ŎƻƴǘŜƴǘ ƻƴƭƛƴŜΣ ǎŀȅƛƴƎ άǿƛǘƘ Ƴȅ ŦǊƛŜƴŘǎ L ŘƻƴΩǘ ŦŜŜƭ ǊŜŀƭƭȅ ǇǊŜǎǎǳǊŜ όΦύ 

ŀƴŘ L ǘƘƛƴƪ Ƴȅ ŦǊƛŜƴŘǎ όΦύ ǘƘŜȅ ƪƴƻǿ ǘƘŀǘ LΩƳ ƴƻǘ όΦύ ǇƻǎǘƛƴƎ ǘƘƛƴƎǎ ŀōƻǳǘ ƳȅǎŜƭŦ ƻƴƭƛne nowέΦ LƴǎǘŜŀŘ 

Molly used the platforms in her own manner and for her own purposes. In essence, Molly decided how 

to complete the closure and how to engage with the features of these platforms which she used almost 

exclusively to browse content rather than to produce content.  

 

Molly did however report elements of design that aided her particular usage of platforms and encourage 

her to produce content specific. In particular, Molly noted that her content production increased once 

she was afforded the ability to privatise her usage and to control who saw what information about her. 

Some platform provided her the ability to be more private than others. For example, in an interview 

conducted after she started attending university, Molly noted she had started using Snapchat as a 

messenger system with her sister as it allowed a format that she felt was very controlled and through 

which she felt any images sent were not permanent. She noted:  

ά9ǾŜǊȅōƻŘȅ ǳǎŜǎ ƛǘ ŀƴŘ ƛǘΩǎ Ŝŀǎȅ ǘƻ ƎŜǘ ƻƴΦ {ƻ L ǘƘƻǳƎƘǘ LΩŘ ǘǊȅ ƛǘΣ ŀƴŘ L ƭƛƪŜ ƛǘΦ LǘΩǎ όΦύ Ƴȅ ǎǘŜǇ-sister 

ƛǎ ŀǘ ǳƴƛ ƛƴ όƴƻǊǘƘŜǊƴ ¦Y ǘƻǿƴύΦ {ƘŜ ŘƻŜǎƴΩǘ ƭƛƪŜ ǘŜȄǘƛƴƎ ǊŜŀƭƭȅΦ {ƻ ƛǘΩǎ Ƴȅ ƳŜǎǎŀƎŜ όΦύ ǿŀȅ ƻŦ 

ƳŜǎǎŀƎƛƴƎ ƘŜǊ ƴƻǿΣ ǘƻ ŎŀǘŎƘ ǳǇ ŀƴŘ ŎƘŜŎƪ ƛƴ ǿƛǘƘ ŜŀŎƘ ƻǘƘŜǊ ŀƴŘ ƘŀǾŜ ǉǳƛŎƪ ŎƘŀǘǎΦ L ŘƻƴΩǘ ƳƛƴŘ 

sending her a picture of me. {ƘŜ ǿƻƴΩǘ ƭƛƪŜ ƧǳŘƎŜ ƳŜΣ ŀƴŘ its Ŧǳƴ ǿƛǘƘ ŀƭƭ ǘƘŜ ǎǘǳŦŦ ƛǘΩǎ ƎƻǘΦ ²ŜΩǊŜ 

ŦŀƳƛƭȅ ǎƻ ƛǘ ŦŜŜƭǎ όΦύ ƛǘΩǎ ƴƛŎŜέΦ 
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aƻƭƭȅ ƭŀǘŜǊ ŀƭǎƻ ƴƻǘŜǎ ǘƘŀǘ άLǘΩǎ ŀƭǎƻ ƭŜǎǎ όΦύ Ƙŀǎ ƭŜǎǎ όΦύ ƛǘΩǎ ƴƻǘ ǇŜǊƳŀƴŜƴǘ ǎƻ L ŦŜŜƭ ƭƛƪŜ L Ŏŀƴ ƳŀȅōŜ ǳǎŜ ƛǘ 

more without worryingέΦ ²ƘŜƴ ƎƛǾŜƴ the option to be private, her usage also increased on Instagram: 

άL ƎǳŜǎǎ L Ǉƻǎǘ ƳƻǊŜ ƻƴ LƴǎǘŀƎǊŀƳ ƴƻǿ ǘƘƻǳƎƘΦ .ŜŎŀǳǎŜ L ƪƴƻǿ ƭŜǎǎ ǇŜƻǇƭŜ Ŏŀƴ ǎŜŜ ƛǘΣ ƛƴ ǘŜǊƳǎ ƻŦ 

ǿƘƻ L ƭŜǘ ǎŜŜ ƛǘ ŀƴŘ Ŧƻƭƭƻǿ ƳŜΦ L όΦύ L ǊŀǊŜƭȅ Ǉƻǎǘ ǇƛŎǘǳǊŜ ƻŦ ƭƛƪŜ ƳŜ ŀƭƻƴŜΦ aƻǊŜ ƻŦ ǿƘŀǘ LΩm doing 

ŀƴŘ ǿƘƻ L ǿƛǘƘ ōǳǘ ǘƘŀǘ όΦύ ǘƘŀǘΩǎ ƭƛƪŜ όΦύ L ŘƻƴΩǘ ƭƛƪŜ ǘŀƪƛƴƎ ǇƛŎǘǳǊŜǎ ƻŦ ƳȅǎŜƭŦ ǊŜŀƭƭȅΦ .ǳǘ LΩƳ ǳǎƛƴƎ 

ƛǘ ƳƻǊŜΦ LΩƳ ƧǳǎǘΣ ƴƻǘ ǘƘŀǘ ǎƻǊǘ ƻŦ ǇŜǊǎƻƴ ǿƘƻ ǊŜŀƭƭȅ ǿŀƴǘǎ ǘƻΣ ǘƻ ŎƻƳƳŜƴǘ ŀǘ ŀƭƭ ƭƛƪŜ ΨƻƘ ȅƻǳΩǊŜ ǎƻ 

ǇǊŜǘǘȅΩ ōŜŎŀǳǎŜ ƻŦǘŜƴ ǘƘŀǘ όΦύ ǘƘŜȅ Ƨǳǎǘ ǎŀȅ ǘƘƛƴƎǎ ŀƴŘ ŘƻƴΩǘ ǊŜŀƭƭȅ ƳŜŀƴ ǘƘŀǘΣ ȅƻǳ ƪƴƻǿΚ {ƻ L 

ŘƻƴΩǘ ǎŜŜ ǘƘŜ Ǉƻƛƴǘ ƻŦ ŀƭƭ ǘƘŀǘΦ .ǳǘ LΩǾŜ ǎǘŀǊǘŜŘ ǇǳǘǘƛƴƎ ǳǇ ǎƻƳŜ ǎǘǳŦŦΣ ŜǎǇŜŎƛŀƭƭȅ ŀǎ L Ŏŀƴ ŎƻƴǘǊƻƭ 

ǿƘƻ ǎŜŜǎ ƛǘ ƴƻǿΦ LǘΩǎ ŦƛƴŜΦ 

LΥ Lǎ ǘƘŜǊŜ ƭƛƪŜ όмΦύ Lǎ ǘƘŜǊŜ ŀƴȅƻƴŜ ƛƴ ǇŀǊǘƛŎǳƭŀǊ ȅƻǳ ǊŜŀƭƭȅ ŘƻƴΩǘ ǿŀƴǘ to see your stuff or is it the 

public? 

tΥ ǳƳƳΣ ƭƛƪŜ ƴƻ ƻƴŜ ǇŀǊǘƛŎǳƭŀǊƭȅ L ŘƻƴΩǘ ǿŀƴǘΣ ȅƻǳ ƪƴƻǿΦ LǘΩǎ ƳƻǊŜ Ƨǳǎǘ όΦύ ƪƴƻǿƛƴƎ ǿƘƻΩǎ ǎŜŜƛƴƎ ƛǘ 

ŀƴŘ ƴƻǘ ƘŀǾƛƴƎ ǘƻ ǿƻǊǊȅ ŀōƻǳǘ ƛǘέ 

Here we see that the affordance of privacy as a design feature encouraged interactivity, but only when 

ŎƻƳōƛƴŜŘ ǿƛǘƘ aƻƭƭȅΩǎ ǎǇŜŎƛŦƛŎ ŜȄǘǊŀǘŜȄǘǳŀƭ ƴŜŜŘǎ ŀƴŘ ǎƛǘǳŀǘƛƻƴ ǘƘŀǘ ǇǊƻŘǳŎŜŘ ǘƘŜ ƎƛǾŜƴ ǳƴƛǉǳŜ ƛŘŜƴǘƛǘȅ 

performance, bound in both the design and the user. When Molly felt she could control the image 

constructed by other people in regards to her identity, she felt more ready the share content, though 

still with a degree of care over the content. As such, it appears her specific usage was bound to 

particular design features, but realised in a unique manner due to her given extratextual resources. 

 

The use of third-party apps to augment design, and the effects of this upon social interaction. 
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!ǎ ƳŜƴǘƛƻƴŜŘ ǇǊŜǾƛƻǳǎƭȅΣ ŀ ǇƭŀǘŦƻǊƳΩǎ ǇǊŜǎŜƴǘŀǘƛƻƴ Ŏŀƴ ǾŀǊȅ ŦǊƻƳ ƻƴŜ ŘŜǾƛŎŜ ǘƻ ǘƘŜ ƴŜȄǘΦ IƻǿŜǾŜǊΣ ƛǘ 

can also be augmented with particular third-paǊǘȅ ŀǇǇǎ ǘƘŀǘ Ŏŀƴ ŎƘŀƴƎŜ ŀǎǇŜŎǘǎ ƻŦ ǘƘŜ ǇƭŀǘŦƻǊƳΩǎ ŘŜǎƛƎƴ 

in an array of manners, affecting how users utilise these platforms. 

 

This was discussed by a number of the participants. For example, Brian, noted that the control over 

aspects of design afforded by third-ǇŀǊǘȅ ŀǇǇǎ ƳƛƎƘǘ ƛƴŎǊŜŀǎŜ Ƙƛǎ ǳǎŀƎŜ ƻŦ ¢ǿƛǘǘŜǊΦ IŜ ǎǳƎƎŜǎǘŜŘ άif I find 

a really nice app that does Twitter, like tweetdeck used to do but now they started charging, then I would 

ǳǎŜ ¢ǿƛǘǘŜǊ ƳƻǊŜέΦ Similarly, Kirsty discussed the use of third-party apps that help her engage with social 

media in a manner specific to her extratextual situation: 

άL ǳǎŜ Hootsuite ŀǘ ǿƻǊƪΣ ƛƴ Ƴȅ ǇǊƻŦŜǎǎƛƻƴŀƭ ǎƻǊǘ ƻŦ ŎŀǇŀŎƛǘȅΣ ŀƴŘ ŀƎŀƛƴ ƛǘΩǎ ƎƻƻŘ ǘƻ ŀ Ǉƻƛƴǘ ōǳǘ 

even the pro version does have bugs. The analytics on it are crap, mind you, and of course as a 

ƳŀǊƪŜǘŜǊ ƛǘΩǎ ǉǳƛǘŜ ŀƴƴƻȅƛƴƎ ƴƻǘ ōŜƛƴƎ ŀōƭŜ ǘƻ ŀƴŀƭȅǎŜ ǘƘŜ ǊŜŀŎƘ ȅƻǳΩǾŜ ƘŀŘέΦ  

{ƘŜ ŀƭǎƻ ƘƛƎƘƭƛƎƘǘŜŘ ŀƴƻǘƘŜǊ ŀǇǇƭƛŎŀǘƛƻƴΣ ƴŀƳŜŘ ΨLŦ-this-then-ǘƘƛǎΩ όLC¢¢ύ ǘƘŀǘ ŀǳƎƳŜƴǘs the design of the 

platforms and helped her present identity in specific manners, again informed by her specific 

extratextual situation. She described it as a: 

ά.Ǌƛƭƭƛŀƴǘ ŀǇǇΣ ŀōǎƻƭǳǘŜƭȅ ƭƻǾŜ ƛǘΦ aƻǊŜ ǳǎŜŦǳƭ ǇǊƻŦŜǎǎƛƻƴŀƭƭȅΣ ǘƘŀƴ ǇŜǊǎƻƴŀƭƭȅ ǘƻ ōŜ ƘƻƴŜǎǘΣ ōǳǘ L 

ǊŜŀƭƭȅ ƭƻǾŜΦ {ƻ ƳƛƴŜΩǎ ŀǳǘƻƳŀǘƛŎŀƭƭȅ ƭƛƴƪŜŘ ǳǇ ǘƻΣ if I ever remember to do something on 

LƴǎǘŀƎǊŀƳΣ ǘƘŜƴ ƛǘ Ǉƻǎǘǎ ƛǘ ǘƻ ¢ǿƛǘǘŜǊ ŀǎ ŀ ƴŀǘƛǾŜ ǇƛŎǘǳǊŜέΦ 

²ƛƭƭƻǿ ŀƭǎƻ ƴƻǘŜŘ ǘƘŜ ǳǎŜ ƻŦ ǘƘŜǎŜ ŀǳƎƳŜƴǘƛƴƎ ŀǇǇƭƛŎŀǘƛƻƴǎΣ ƘƛƎƘƭƛƎƘǘƛƴƎ άon my phone see I use a 

custom app which looks very different from the Twitter appέ. She detailed the differences and how they 

helped her change the design of the platform to suit her specific needs: 
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άL ŘƻƴΩǘ ǳǎŜ ǘƘŜ ¢ǿƛǘǘŜǊ ŎƭƛŜƴǘ ƻƴ Ƴȅ ǇƘƻƴŜΣ L ǳǎŜ ŜǊƳ ŀ ŘƛŦŦŜǊŜƴǘ ŀǇǇ ŀƴŘ ƛǘΩƭƭ ǎŀǾŜ ǿƘŜǊŜ L ƭŜŀǾŜ 

off so I scroll up to most current, whereas on Twitter on desktop, and this is me not having used 

it in a while, you normally start at the latest stuff and have to scroll down and I prefer scrolling 

up rather than scrolling down ς dunno why, but it just I prefer ς L ǘƘƛƴƪ ōŜŎŀǳǎŜ ƻǘƘŜǊǿƛǎŜ LΩƳ 

ŎƻƳƛƴƎ ƛƴ ƻƴ ŎƻƴǾŜǊǎŀǘƛƻƴǎ ŀƴŘ ŘƛǎŎǳǎǎƛƻƴǎ ǘƘŀǘ ƘŀǾŜ ƭƛƪŜ ǎǘŀǊǘŜŘ ōŜŦƻǊŜ ŀƴŘ LΩƳ ǎŜŜƛƴƎ ǘƘŜ ŜƴŘ 

of, so I prefer to scroll upwards through the conversations and follow the thread of things that 

are happening, rather than scrolling down and going what on earth is going on and then waiting 

ǘƻ ƎŜǘ ǘƘŜ ŦƛŦǘƛŜǘƘ ǘǿŜŜǘ ōŜŦƻǊŜ L ώǳƴŘŜǊǎǘŀƴŘ ǿƘŀǘΩǎ ƘŀǇǇŜƴƛƴƎέΦ 

Sally also pointed out different way of augmenting platform design, noting that on Tumblr she was able 

to add extensions which changed the design of the platform and altered how she used it. She 

highlighted one example in particular that allowed her to use the platform in a more streamlined 

fashion: 

άL ƘŀǾŜ ŀƴ ŜȄǘŜƴǎƛƻƴ ƻƴ ǘƘŜǊŜ ǘƘŀǘ ƳŀƪŜǎ ƛǘ ǎƻ ƳǳŎƘ ƳƻǊŜ ǳǎŜǊ-friendly. It just makes using it 

easier. So, without the extension, to reblog a post you have to click on the reblog button, which 

brings up a pop-up on the page where you can add like a comment or tags, and then you have to 

click the reblog button again. And depending on the size of the post, it can take a couple of 

minutes for it to load up and then for it to post to your actual blog. With the extension you just 

hover over the reblog button and a little pop up comes up. You can add a comment but the most 

important thing for me is that you can save a set of tags. So once the pop up comes up you can 

Ƨǳǎǘ ŎƭƛŎƪ ƻƴ ǘƘŜ ǎŀǾŜŘ ǘŀƎ ŀƴŘ ǘƘŜƴ Ƙƛǘ ǊŜōƭƻƎ ŀƴŘ ƛǘΩǎ ŘƻƴŜΦ L ƭƻǾŜ ƛǘέΦ 

 

Here then we can see a range of specific augmentations of platform features to alter the manner of 

engaging with the platforms specific ǘƻ ǘƘŜ ƎƛǾŜƴ ǳǎŜǊΩǎ ƴŜŜŘǎΦ DƛǾŜƴ ǘƘŜ ǊƛǎŜ ƻŦ ǘƘƛǊŘ-party apps, it 
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appears that it is worth considering that there are tactics and resources the user can employ to actively 

alter aspects of the design of the platform to suit their given needs and situations. It is also worth 

remembering, when looking at and analysing online content, that not every user will be using the 

ΨǾŀƴƛƭƭŀΩ ǾŜǊǎƛƻƴ ƻŦ ǘƘŜ ǇƭŀǘŦƻǊƳΣ ŀƴŘ ǘƘŀǘ ǘƘŜ ǎǇŜŎƛŦƛŎ ƳŀƴƛŦŜǎǘŀǘƛƻƴ ƻŦ ǘƘŜ ǇƭŀǘŦƻǊƳ ǘƘŜȅ ŀǊŜ ǳǎƛƴƎ Ƴŀȅ 

affect how they choose to share content, and generally act and interact.  

 

Extratextual and intertextual influences. 
 

 

 

Comic Book Theory suggests that online identity presentation emerges from the enmeshing of an 

individual user with a platform design. The resulting identity performances is informed by the design of 

the platform, which guides and shapes how the user is able to present social identity. However, the 

identity performance is equally realised in a unique manner as each user commits closure to complete 

their specific narrative, guided by their specific extratextual and intertextual resources, which they bring 

to bear upon the juxtaposed design elements. During the interviews a number of extratextual factors 

were discussed with the participants which affected how they chose to commit closure and engage with 

specific platforms. 

 

Brian highlighted that he was aware that specific users would engage with the platform in a variety of 

manners. When asked about the consistency of identity presentation across social media platforms he 

noted: 

άŦƻǊ ǇŜƻǇƭŜΣ ŜǾŜǊȅ Řŀȅ ǇŜƻǇƭŜ ƭƛƪŜ ƧǳŘƎŜǎΣ ǘŜŀŎƘŜǊǎΣ ŀƴȅōƻŘȅΣ Ƙŀǎ ǘƻ ŘǊŀǿ ǘƘŀǘ ƭƛƴŜ ōŜǘǿŜŜƴ 

ǇŜƻǇƭŜ ǘƘŜȅ ƘŀǾŜ ƛƴ ǘƘŜ ƻŦŦƛŎŜ ŀƴŘ ǇŜƻǇƭŜ ǘƘŀǘ ŀǊŜ ǘƘŜƛǊ ŦǊƛŜƴŘΦ ¸ƻǳ ŎŀƴΩǘ ƘŀǾŜ όΦύ ǳƳƳ 

ǇǊƻŦŜǎǎƛƻƴŀƭ όΦύ ƭƛƪŜ ǘƘŜǊŜ Ƙŀǎ ǘƻ ōŜ ŀ Ŏǳǘ ƻŦŦΣ ȅƻǳ ŎŀƴΩǘ ǎƘŀǊŜ ŜǾŜǊȅǘƘing with your employers or 
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ȅƻǳǊ ŜƳǇƭƻȅŜŜǎΣ ŀƴŘ ȅƻǳ ŎŜǊǘŀƛƴƭȅ ŎŀƴΩǘ ǎƘŀǊŜ ƛǘ ǿƛǘƘ ǇŜƻǇƭŜ ǘƘŀǘ ǿƻǊƪ ŦƻǊ ȅƻǳ ƻǊ ǘƘŀǘ ȅƻǳΩǊŜ 

ƛƴǾƻƭǾŜŘ ǿƛǘƘ ǿƻǊƪΣ ƭƛƪŜ ǎƻŎƛŀƭ ǿƻǊƪŜǊǎΣ ƻǊ ǘŜŀŎƘŜǊǎΣ ƻǊ ŀƴȅǘƘƛƴƎέΦ 

Brian later revealed how his own specific extratextual situation, specifically his homosexuality, could 

lead to unique and specific engagements with social media features: 

άL ƪƴƻǿ ǇŀǊǘƛŎǳƭŀǊƭȅ ƛƴ ǘƘŜ [D.¢ ŎƻƳƳǳƴƛǘȅΣ ǘƘŀǘ ƛǎ ŀ ƎŜƴǳƛƴŜ ǇǊƻōƭŜƳ ŦƻǊ ŀ ƭƻǘ ƻŦ ǇŜƻǇƭŜ ǿƘƻ 

ŀǊŜƴΩǘ ƻǳǘ ƻǊ ŀǊŜƴΩǘ ŎƻƳŦƻǊǘŀōƭŜ όΦύ ǇƻǊǘǊŀȅƛƴƎ ǘƘŜƳǎŜƭǾŜs in a certain way around certain 

members. You almost have to have a split identity. And even with work life balance, but even just 

ƛƴ ȅƻǳǊ ǇŜǊǎƻƴŀƭ ƭƛŦŜΦ !ƴŘ ŀ ƭƻǘ ƻŦ ǇŜƻǇƭŜ ŘƻƴΩǘ ŦŜŜƭ ŎƻƳŦƻǊǘŀōƭŜ ƛƴ ōŜƛƴƎ ǘƘŜƳǎŜƭǾŜǎέΦ 

 

Kirsty similarly revealed during the interviews that her approach towards social media was largely 

influenced by her specific situation and the extratextual knowledge she bought to the platforms. As she 

worked in online communication she noted that her identity was άǎŜƳƛ-formed by sort of professional 

ŎƻƴŎŜǊƴǎ ŀǎ ǿŜƭƭέ and noted that her job largely effected how she understood and engage with social 

media. She provides a particular example of this: 

ά¸ŜŀƘΣ ŀƴŘ ŀŎǘǳŀƭƭȅ ŀƎŀƛƴ ŦǊƻƳ ŀ ǎƻǊǘ ƻŦ ǇǊƻŦŜǎǎƛƻƴŀƭ ǘƘŀǘ ǿƻǊƪǎ ǿƛǘƘ ǎƻŎƛŀƭ ƳŜŘƛŀ ƻƴ ŀ Řŀƛƭȅ 

basis, my boss regularly has said that he expects me to use my personal social media to promote 

the charity and the work that we do, and he has a real problem with me having separate work 

and personal Twitter feeds, for instance, or Facebook feeds. I put my foot down on it because I 

ǿŀǎƴΩǘ ŎƻƳŦƻǊǘŀōƭŜΣ ōǳǘ ǘƘŜǊŜ ƛǎ ŀ ǉǳŜǎǘƛƻƴ L ǘƘƛƴƪ ŀōƻǳǘ ŀǳǘƘŜƴǘƛŎƛǘȅ ŀƴŘ ǳƳƳ ŀƭǎƻΣ ȅŜŀƘΣ L 

Řǳƴƴƻ L ƎǳŜǎǎ ȅƻǳ ŎŀƴΩǘ ƛƴǎƛǎǘ ƻƴ ƛǘ ōŜŎŀǳǎŜ ƻŦ ŜƳǇƭƻȅƳŜƴǘ ƭŀǿ ŀƴŘ ǘƘŜ ǊŜǎǘ ƻŦ ƛǘΣ ōǳǘ ǳƳƳΣ 

ǘƘŀǘΩǎ ŀ ŘƛƭŜƳƳŀ ǘƘŀǘ L ŦŀŎŜ ŦŀƛǊƭȅ ǊŜƎǳƭŀǊƭȅέΦ  
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Kirsty later noted that she had adopted a single Twitter account, which changed how she approached 

ƛƴǘŜǊŀŎǘƛƴƎ ƻƴ ¢ǿƛǘǘŜǊΦ {ƘŜ ƴƻǘŜŘ άƳy Twitter feed is shared, I tend to use it slightly more professionally 

than personally umm, so I only have one TwiǘǘŜǊέΣ specifically noting that άL ǘŜƴŘ ǘƻ ǳǎŜ ƛǘ ŀ ōƛǘ ƳƻǊŜ ǘƻ 

ǎƛƎƴǇƻǎǘ ǎǘǳŦŦ ǘƘŀǘ ǎƻǊǘ ƻŦ ǎƘƻǿǎ LΩƳ ƛƴǘŜǊŜǎǘŜŘ ƛƴ ǘƘŜ ǊƛƎƘǘ ǘƘƛƴƎǎ ŦƻǊ Ƴȅ ǿƻǊƪέΦ She later details an 

ŜȄŀƳǇƭŜ ƻŦ ǘƘƛǎΣ ƴƻǘƛƴƎ άI do a lot of live-tweeting on it at the momentέ ŦƻǊ ōƛƎ ŜǾŜƴǘǎ at work. Kirsty also 

noted other effects of her particular extratextual situation, in particular discussing her attitude towards 

profile images: 

άCŀŎŜōƻƻƪ ǘŜƴŘǎ ǘƻ ŎƘŀƴƎŜ ŀ ƭƻǘ ƳƻǊŜΣ ōǳǘ ŀǘ ǘƘŜ ƳƻƳŜƴǘ όΦύ L ǘƘƛƴƪ ŀƎŀƛƴ ōŜŎŀǳǎŜ ǘƘŜ ƻǘƘŜǊ ǘǿƻ 

are professionŀƭ ŦŀŎƛƴƎΣ ƻǊ ǇǊƻŦŜǎǎƛƻƴŀƭ ŦƻŎǳǎŜŘΣ L ŘƻƴΩǘ ƭƛƪŜ ǘƻ ƘŀǾŜ Ƴȅ ǇŀǊǘƴŜǊ ƛƴ Ƴȅ ǇƛŎǘǳǊŜǎ ƻƴ 

ǘƘŜƳΣ ōŜŎŀǳǎŜ ŀŎǘǳŀƭƭȅ L ǘƘƛƴƪ ǘƘŜǊŜΩǎ ŀ ƘǳƎŜ ǘƘƛƴƎ ŀōƻǳǘ ōŜƛƴƎ ǎŜŜƴ ǘƻ ŀ ǿƻƳŀƴ ǿƛǘƘ ŀ ǇŀǊǘƴŜǊ 

and suddenly you lose a lot of professional influence. So whereas my Facebook photo quite often 

Ƙŀǎ ƳŜ ŀƴŘ Ƴȅ ǇŀǊǘƴŜǊ ƛƴ ǘƘŜƳΣ L ǿƻǳƭŘ ƴŜǾŜǊ Řƻ ǘƘŀǘ ŦƻǊ ¢ǿƛǘǘŜǊ ŀƴŘ [ƛƴƪŜŘLƴέΦ 

Lǘ ƛǎ ŜǾƛŘŜƴǘ ǘƘŜƴ ǘƘŀǘ YƛǊǎǘȅΩǎ ǎǇŜŎƛŦƛŎ ƛƴǘŜǊŀŎǘƛƻƴǎ ŀƴŘ ƛŘŜƴǘƛǘȅ ǇǊŜǎŜƴǘŀǘƛƻƴǎ ƻƴƭƛƴŜ ǿŜǊŜ ƛƴŦƻǊƳŜŘ ōȅ 

her specific extratextual resources, which change how she engaged with the design features available on 

the platforms. 

 

!ƴƻǘƘŜǊ ǇŜǊǘƛƴŜƴǘ ŘƛǎŎǳǎǎƛƻƴ ƻŦ ŀ ǎǇŜŎƛŦƛŎ ŜȄǘǊŀǘŜȄǘǳŀƭ ōŀŎƪƎǊƻǳƴŘ ŀŦŦŜŎǘƛƴƎ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘΩǎ ŀǇǇǊƻŀŎƘ 

and attitude towards social media was found with Willow. She detailed her specific issues noting: 

άLΩǾŜ Ǝƻǘ ǎƻƳŜ ƳŜƴǘŀƭ ƛƭƭƴŜǎǎΣ ǎƻ L ǘƘƛƴƪ L ǇǊƻōŀōƭȅ Ǉŀȅ ŀ ƘǳƎŜ ŀƳƻǳƴǘ ƻŦ ŀǘǘŜƴǘƛƻƴ όΦύ ōŜŎŀǳǎŜ L 

pay a huge amount of attention to how I present myself in real life all the time ever (.) and I 

ƪƴƻǿ LΩƳ ƴƻǘ ƴŜŎŜǎǎŀǊƛƭȅ ǘƘŜ ǘȅǇƛŎŀƭ ŜȄǇŜǊƛŜƴŎŜΣ ōŜŎŀǳǎŜ LΩǾŜ ǎŜŜƴ ŀƴ ŀǿŦǳƭ ƭƻǘ ƻŦ ǇŜƻǇƭŜ ǿƛǘƘ 

various mental illness have said that actually interacting online is a lot easier, whereas for me it 

ŎŀǊǊƛŜǎ ŜȄŀŎǘƭȅ ǘƘŜ ǎŀƳŜ ƭŜǾŜƭ ƻŦ ǎǘǊŜǎǎΣ ŀǇŀǊǘ ŦǊƻƳ ǘƘŜ ŦŀŎǘ ǘƘŀǘ L ŎŀƴΩǘ ǎŜŜ Ƙƻǿ ŀ ǇŜǊǎƻƴ ƛǎ 
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reacting. {ƻ ƛǘ ŀŎǘǳŀƭƭȅ ŎŀǊǊƛŜǎ ŀƴ ŀŘŘŜŘ ƭŜǾŜƭ ƻŦ ǎǘǊŜǎǎ ŦƻǊ ƳŜΦ L ŎŀƴΩǘ ǎŜŜ Ƙƻǿ ǘƘŜȅ ǊŜŀŎǘΣ L Ŏŀƴ 

ǎŜŜ Ƙƻǿ ǘƘŜȅ ŎƘƻƻǎŜ ǘƻ ǊŜŀŎǘ ǘƻ ƛǘΣ ōǳǘ L ŎŀƴΩǘ ǎŜŜ Ƙƻǿ ǘƘŜȅ ƛƳƳŜŘƛŀǘŜƭȅ ǊŜŀŎǘΦ {ƻ L ŘƻƴΩǘ ƭƛƪŜ ǘƘŀǘ 

ŀǎ ƳǳŎƘΦ {ƻ L ŘƻƴΩǘ ǘŜƴŘ ǘƻ Ǉǳǘ ƳǳŎƘ ǳǇΣ ōŀǎƛŎŀƭƭȅΣ ƛǘΩǎ ǿƘȅ L ǘŜƴŘ ǘƻ ǎƻǊǘ ƻŦ ǎǘŀȅ ŀǿŀȅέΦ  

Willow specific extratextual situation affected how she interacted on the platform and engaged with the 

ŘŜǎƛƎƴ ŦŜŀǘǳǊŜǎΦ {ƘŜ ƴƻǘŜŘ ǘƘŀǘ ǎƘŜ ǿƻǳƭŘ άǎǘǊǳƎƎƭŜ ǿƛǘƘ ǘƘŜ ƛŘŜŀ ǘƘŀǘ L ƘŀǾŜ ŀƴȅǘƘƛƴƎ ǿƻǊǘƘ ǎŀȅƛƴƎέ 

and expanded this, noting: 

άǎƻ L ǘŜƴŘ ǘƻ ǎǘŀȅ ŀǿŀȅ ŦǊƻƳΣ ƭƛƪŜΣ CŀŎŜōƻƻƪ ŀƴŘ ¢ǿƛǘǘŜǊΣ ōƻǘƘ ŦŜŜƭ ƭƛƪŜ ǘƘŜȅ ƴŜŜŘ ǘƻ ōŜ όΦύ L ƪƴƻǿ 

ŀ ƭƻǘ ƻŦ ǇŜƻǇƭŜ ŘƻƴΩǘ ŦŜŜƭ ǘƘŜ ǎŀƳŜ ǿŀȅΣ ōǳǘ ǘƘŜȅ ŦŜŜƭ ƳƻǊŜ ƛƳǇƻǊǘŀƴǘΦ Lǘ ŦŜŜƭǎ ƭƛƪŜ ǘƘŜǊŜΩǎ ƳƻǊŜ 

ǿŜƛƎƘǘέΦ 

 

Some participants highlighted that shifts in their offline lives could lead to changes in how the engaged 

with online design features to present identity. Brandon for example noted: 

άLΩǾŜ ŘŜŦƛƴƛǘŜƭȅ ƴƻǘƛŎŜŘ ǘƘŀǘ ƛƴ ǎƻƳŜ ǿƻǊƪǇƭŀŎŜǎ ǘƘŀǘ LΩǾŜ ƘŀŘ ƛǘΩǎ ōŜŜƴ ǾŜǊȅ ƳǳŎƘ ƪŜŜǇ ǇŜƻǇƭŜ 

ǎŜǇŀǊŀǘŜ ŦǊƻƳ ǿƻǊƪΧIƻǿŜǾŜǊΣ ƛƴ Ƴȅ ŎǳǊǊŜƴǘ ƻŦŦƛŎŜ ǘƘŜǊŜΩǎ ƳŀȅōŜ мн ƻǊ мо ǇŜƻǇƭŜ ǿƘƻ ǿƻǳƭŘƴΩǘ 

often socialise outside work, but that all have each other as contacts on Facebook and very 

ǊŜƎǳƭŀǊƭȅ ƳŀƪŜ ƻǇŜƴ ŎƻƳƳŜƴǘǎ ŀōƻǳǘ ǿƘŀǘ ǎƻƳŜōƻŘȅ Ƙŀǎ ǇƻǎǘŜŘ ǳǇ ŀōƻǳǘ ƭŀǎǘ ƴƛƎƘǘέΦ 

Nina also discussed how changes in her offline situation led to changes in how she performed identity 

and how she approached the platforms as social spaces, noting of previous work colleagues: 

ά¢ƘŜȅΩǊŜ ƻƴ Ƴȅ ¢ǿƛǘǘŜǊ ōŜŎŀǳǎŜ ǘƘŜȅ ŦƻƭƭƻǿŜŘ ŦǊƻƳ ǘƘŜ Řŀȅ ƻŦ Ƴȅ ƛƴǘŜǊǾƛŜǿΣ ƭƛke [the company] 

themselves, and then I had to be really careful with what I said for the year and a bit I worked 

ǘƘŜǊŜΣ L ǿƻǳƭŘƴΩǘ ǎŀȅ ŀƴȅǘƘƛƴƎ ŎƻƴǘǊƻǾŜǊǎƛŀƭΣ ƛƴ ŦŀŎǘ L ǎǘƻǇǇŜŘ ǳǎƛƴƎ L ǎǘƻǇǇŜŘ ǊŜŀƭƭȅ ǳǎƛƴƎ ƛǘ ŀǎ 

much because they were following me and I knew if I blocked them it was really suspicious 
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ōŜŎŀǳǎŜ ǳƳ ǘƘŜȅ ŜǾŜƴ ŀǎƪŜŘ ƳŜ ǘƻ ǎǘŀƭƪ ƻǘƘŜǊ ǇŜƻǇƭŜ ǘƘŀǘ ƘŀŘ ōƭƻŎƪŜŘ ǘƘŜƳΣ ŜǾŜƴ ǘƘƻǳƎƘ LΩǾŜ 

ƭŜŦǘ ǘƘŜ ŎƻƳǇŀƴȅΣ ǿƘƛŎƘ L ƘŀǾŜ ŘƻƴŜ ƻƴ ƻƴŜ ƻŎŎŀǎƛƻƴ ōŜŎŀǳǎŜ ǎƘŜ ǿŀǎ ǎƭŀƎƎƛƴƎ ƻŦŦ ŀ ŎǳǎǘƻƳŜǊέΦ  

Sally also detailed how her changes in her life affected how she approached and used social media. As a 

university student, Sally noted that social media provided a way to study efficiently. She highlighted 

Facebook, suggesting: 

άƛǘΩǎ ƪƛƴŘ ƻŦ ŀƭǎƻ ŀƴ Ŝŀǎȅ ǿŀȅ ǘƻ ǎƘŀǊŜ ŘƻŎǳƳŜƴǘǎ from lectures from my uni mates, and you 

ƪƴƻǿΣ ŀǎƪ ƎŜƴŜǊŀƭ ǉǳŜǎǘƛƻƴǎ ŦƻǊ ƎǊƻǳǇǎΣ ƭƛƪŜ ǘƘŜ ŀƴǘƘǊƻǇƻƭƻƎȅ ƎǊƻǳǇ ƻǊ Ƴȅ ŎƻǳǊǎŜ ƎǊƻǳǇΦ {ƻ ƛǘΩǎ 

Ƨǳǎǘ ŀƴ ŜŀǎƛŜǊ ǿŀȅ ǘƻ ƪŜŜǇ ƛƴ ŎƻƴǘŀŎǘ ǿƛǘƘ ǘƘŜƳ ōŜŎŀǳǎŜ L ŘƻƴΩǘ ƘŀǾŜ ŀƭƭ ǘƘŜƛǊ ƴǳƳōŜǊǎέΦ 

However, Sally noted that her engagement with the platforms changed after leaving university and 

beginning to work at an office: 

άhƴŜ ƻŦ ǘƘŜ Ǝǳȅǎ L ǿƻǊƪ ǿƛǘƘΣ ǿŜ ŘƻƴΩǘ ƘŀǾŜ ŜŀŎƘ ƻǘƘŜǊΩǎ ǇƘƻƴŜ ƴǳƳōŜǊǎΣ ōǳǘ ǿŜ ƳŜǎǎŀƎŜ ŀ ŦŀƛǊ 

bit outside of work (h) and at work too (h) over Facebook messŜƴƎŜǊΦ LǘΩǎ ǳǎŜŦǳƭ ƭƛƪŜ ǘƘŀǘ ōŜŎŀǳǎŜ 

sometimes he gives me a lift home or if one of us is on holiday and we need to get in contact we 

ŎŀƴΣ ƻǊ ƛŦ LΩƳ ƛƭƭ L Ŏŀƴ ƳŜǎǎŀƎŜ ƘƛƳ ŀƴŘ ŀǎƪ ƘƛƳ ǘƻ ǘŜƭƭ Ƴȅ ōƻǎǎ LΩƳ ƴƻǘ ƛƴΦ L ǘƘƛƴƪ όΦύ ƛǘΩǎ ƛƴǘŜǊŜǎǘƛƴƎ 

ǘƘŀǘ ǿŜΩǾŜ ōŜŜƴ working together for almost a year now and we only talk over Facebook 

aŜǎǎŜƴƎŜǊΣ ƭƛƪŜ ǿŜ ŘƻƴΩǘ ǳǎŜ ƻǳǊ ǇƘƻƴŜǎ ŀǎ ǇƘƻƴŜǎ ǿƛǘƘ ǘŜȄǘ ƳŜǎǎŀƎŜǎ ƻǊ ŎŀƭƭǎέΦ  

Sally noted changes in both her content and her attitudes towards social media. She highlights that: 

ά¢ǳƳōƭǊ L ǳǎŜŘ ǘƻ Ǝƻ ƻƴ ŜǾŜǊȅ ŘŀȅΣ LΩŘ ŎƘŜŎƪ ƛǘ ŀǎ ǎƻƻƴ ŀǎ L Ǝƻǘ ƛƴ ŀƴŘ Ƨǳǎǘ ƪŜǇǘ ǎŎǊƻƭƭƛƴƎ Řƻǿƴ 

ǳƴǘƛƭ L ŎŀǳƎƘǘ ǳǇ ǿƛǘƘ ǘƘŜ ǇǊŜǾƛƻǳǎ ƴƛƎƘǘΦ .ǳǘ L Ƨǳǎǘ ŘƻƴΩǘ ƘŀǾŜ ǘƘŜ ǘƛƳŜ ŀƴȅƳƻǊŜ ƴƻǿ LΩƳ ŀǘ ǿƻǊƪΣ 

ƛǘΩǎ ŀ ƭƻǘ ǘƻ ƪŜŜǇ ƛǘ ƎƻƛƴƎ ǎƻ ƛŦ L ƘŀǾŜ ŀ ǎǇŀǊŜ ŦƛŦǘŜŜƴ ƻǊ ǘǿŜƴǘȅ ƳƛƴǳǘŜǎ LΩƭƭ ƭƻŀŘ ƛǘ ǳǇ ŀƴŘ ǎŎǊƻƭƭ 

ǳƴǘƛƭ L ƎƛǾŜ ǳǇ ŀƴŘ ǘƘŜƴ LΩƭƭ ƳƻǾŜ ƻƴǘƻ ǎƻƳŜǘƘƛƴƎ ŜƭǎŜΦ L ǳǎŜŘ ǘƻ ǊŜƭƛƎƛƻǳǎƭȅ ǊŜŦǊŜǎƘ ¢ǳƳōƭǊ ŜǾŜǊȅ 



- 215 - 

ten minutes because I followed so many people there would be loads of new posts, but yeah, 

now I just check it once a wŜŜƪ ƻǊ ƻƴŎŜ ŜǾŜǊȅ ǘǿƻ ǿŜŜƪǎέΦ 

As such, it appears that identity presentation is an ongoing and malleable issue that adapts with the 

user, relevant to their given situation and concerns at any given time. 

 

Another case of changes in offline situation affecting engagement with social media was noted with 

aƻƭƭȅΦ .ŜŦƻǊŜ ƎƻƛƴƎ ǘƻ ǳƴƛǾŜǊǎƛǘȅΣ aƻƭƭȅ ƴƻǘŜŘ ǘƘŀǘ ƘŜǊ Ƴŀƛƴ ŎƻƴǘŀŎǘ ƻƴ ¢ǿƛǘǘŜǊ ǿŀǎ ǿƛǘƘ άǇeople who I 

ƪƴƻǿ ŀƭǊŜŀŘȅΣ ǿƘƻ LΩǾŜ ƭƛƪŜ ƳŜǘ ŦŀŎŜ ǘƻ ŦŀŎŜέΣ ŀƴŘ ǘƘŀǘΥ  

άTo be honest, because, like, I mainly use it fƻǊ ŦǊƛŜƴŘǎ ŀƴŘ ǇŜƻǇƭŜ L ŀƭǊŜŀŘȅ ƪƴƻǿ ǘƘŜǊŜΩǎ ƴƻǘ 

ǊŜŀƭƭȅ ŀƴȅ ƴŜŜŘ ǘƻ Ǉǳǘ ŀƴȅǘƘƛƴƎ ǳǇ ǘƘŜǊŜΦ [ƛƪŜ ǿƘƻ ŀƳ L ǇǳǘǘƛƴƎ ƛǘ ǳǇ ŦƻǊΚ LΩƭƭ ǘŜƭƭ ǘƘŜ ǇŜƻǇƭŜ ǿƘƻ L 

ǘŜƭƭ ƛƴ ǇŜǊǎƻƴΣ ƛǘ ŘƻŜǎƴΩǘ ƘŀǾŜ ǘƻ ōŜ ǘƘŜǊŜ ŦƻǊŜǾŜǊΣ ōŜŎŀǳǎŜ ƛǘΩǎ ƴƻǘ ǊŜŀƭƭȅ ƛƳǇƻǊǘŀƴǘ ŜƴƻǳƎƘ ǘƻ ōŜ 

anywhŜǊŜ ŦƻǊŜǾŜǊΦ LǘΩǎ Ƨǳǎǘ όΦύ ǎǘǳŦŦέ 

However, upon moving to university Molly began to follow different kinds of user beyond just known 

offline friends: 

άtΥ L ǳǎŜ ¢ǿƛǘǘŜǊ ŀ ƭƻǘ ƳƻǊŜ ƴƻǿΦ ! ƭƻǘ όΦύ ! ƭƻǘ ƳƻǊŜ ŀǎ ŀ ƭƛƪŜ ŀ ǇǊƻŦŜǎǎƛƻƴŀƭ ǇƭŀŎŜΦ L ǇǊŜǘǘȅ ƳǳŎƘ 

only follow researchers and like government groups. Or people to do with education, primary 

education. 

 LΥ ¢ƘŀǘΩǎ Ŏƻƻƭ 

tΥ ¸ŜŀƘΣ ƛǘ ƘŜƭǇǎΦ [ƛƪŜΣ L ŦŜŜƭ ƛǘΩǎ ǊŜŀƭƭȅ ƘŜƭǇŦǳƭΦ L ƎŜǘ ǘƘŜ Ƴƻǎǘ ǳǇ ǘƻ ŘŀǘŜ ǎǘǳŦŦΣ ƭƻǘǎ ƻŦ ƪƴƻǿƭŜŘƎŜ 

ŀōƻǳǘ ŜǾŜǊȅǘƘƛƴƎΦ LǘΩǎ ǊŜŀƭƭȅ ƎǊŜŀǘΦ L ǘƘƛƴƪ L Ŧƻƭƭƻǿ ƭƛƪŜ р ƻǘƘŜǊ ǇŜƻǇƭŜ ǿƘƻ ŀǊŜƴΩǘ ǇǊƻŦŜǎǎƛƻƴŀƭΦ 

tŜƻǇƭŜ L ƪƴƻǿ ŀƭǊŜŀŘȅΦ L ƪŜŜǇ ƛǘ ǎŜǇŀǊŀǘŜ L ƎǳŜǎǎΣ Ŏƻǎ ǘƘŜȅΩǊŜ ŀƭƭ ƻƴ CŀŎŜōƻƻƪέ. 
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Molly also noted that the change in context affected her concerns about social media, and therefore, 

her engagement with the platforms and their specific features. She noted that she felt she had to be 

wary about who was viewing her content, noting: 

άǿŜ ƘŀŘ ŀ ƭŜŎǘǳǊŜΦ ¢ƘŜȅ ǎŀƛŘ ƻǘƘŜǊ ǎǘǳŘŜƴǘǎ ƘŀŘ ōŜŜƴ ƪƛŎƪŜŘ ƻŦ ǘƘŜƛǊ ǇƭŀŎŜƳŜƴǘǎ ŀƴŘ bv¢ ǎǘǳŦŦ 

for not being (.) professional on Facebook and stuff. So I feel like I have to be careful online about 

it allέΦ   

It is important to highlight however that though the context through which Molly engaged with Twitter 

as a social platform did shift to accommodate her growing professional concerns, her usage largely 

ǊŜƳŀƛƴŜŘ ǘƘŜ ǎŀƳŜΦ {ƘŜ ƴƻǘŜŘΣ άL ǎǘƛƭƭ ƘŀǾŜƴΩǘ ǘǿŜŜǘŜŘ ŀƴȅǘƘƛƴƎΦ bƻǘ ƳȅǎŜƭŦΦ L ǊŜǘǿŜŜǘ ŀƴŘ ŦƻƭƭƻǿΣ ƛǘΩǎ ŀ 

ǿŀȅ ƻŦ ǊŜŀŘƛƴƎ ŀƴŘ ōŜƛƴƎ ǇǊƻŦŜǎǎƛƻƴŀƭ ŦƻǊ ƳŜΦ LǘΩǎ ƭƛƪŜ Ƴȅ ǇǊƻŦŜǎǎƛƻƴŀƭ ǎǇŀŎŜΣ ǘƘŀǘ ǎƛŘŜ ƻŦ ƳŜέ.  

 

This shift in context for Molly did bring about a change in the manner through which she approached 

Twitter as a platform. However, given that her usage did not largely alter from one context to the next, 

it appears that there again is a need to highlight the need for a consideration of more than just 

produced tangible content. Though she was still not producing content on the platform, Twitter served 

largely different purposes for Molly before and after joining university. ThereforeΣ aƻƭƭȅΩǎ ŜȄǘǊŀǘŜȄǘǳŀƭ 

situation changed her engagement with, and contextualisation of, social media, but did not significantly 

alter her content output.  

 

The notion of extratextuality presented in this section further highlights the need to re-consider the 

notion of an online/offline divide and the need to contextualise social media usage (Jurgenson, 2012; 

tƻƴŘΣ нлмсύΦ ¢ƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ǎǇŜŎƛŦƛŎ ƻŦŦƭƛƴŜ ŎƻƴǘŜȄǘǎ ŎƭŜŀǊƭȅ ǇǊƻŘǳŎŜŘ ǳƴƛǉǳŜ ŜƴƎŀƎŜƳŜƴǘ ǿƛǘƘ ǎƻŎƛŀƭ 
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media. Though, depending on the user, this did not always change the content created, it was evident 

that this did change their engagement with the platforms in line with their given concerns and interests. 

 

Identity boundary negotiation between user and design. 

 
 

Lƴ ƭƛƴŜ ǿƛǘƘ .ŀǊŀŘΩǎ όнллоΣ нллтύ ǿƻǊƪ ƛƴ !ƎŜƴǘƛŀƭ wŜŀƭƛǎƳΣ ǘƘƛǎ ǊŜǎŜŀǊŎƘ ǿŀǎ ƪŜen to unpack how the 

boundaries of identity performance were negotiated between user and design. The interviews 

ǎǳƎƎŜǎǘŜŘ ǘƘŀǘΣ ŀǎ ǎǳƎƎŜǎǘŜŘ ƛƴ /ƻƳƛŎ .ƻƻƪΣ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ƛŘŜƴǘƛǘȅ ǇŜǊŦƻǊƳŀƴŎŜǎ ǿŜǊŜ ƴŜƎƻǘƛŀǘŜŘ ƛƴ 

a user-specific and platform-specific manner, as individual users enmeshed with the specific design 

features to negotiate what was included in a materially heterogeneous identity performances and what 

was excluded. For the participants, much of this manifested itself in concerns over the audiences online 

and who was able to view content and profiles. 

 

.ŜŎŀǳǎŜ ƻŦ ¢ǿƛǘǘŜǊΩǎ ƻǇŜƴ ŀƴŘ ǇǳōƭƛŎ ŘŜǎƛƎƴΣ .Ǌƛŀƴ ŦŜƭǘ ǘƘŀǘ ƘŜ ƘŀŘ ǘƻ ŀŎǘƛǾŜƭȅ ŀƭǘŜǊ Ƙƻǿ ƘŜ ǇǊŜǎŜƴǘŜŘ Ƙƛǎ 

ƛŘŜƴǘƛǘȅΣ ŎƻƴǘǊƻƭƭƛƴƎ ŀƴŘ ǘŀǇŜǊƛƴƎ ǘƘŜ ŎƻƴǘŜƴǘ ƻŦ Ƙƛǎ ƳŜǎǎŀƎŜǎΦ IŜ ƴƻǘŜŘΥ άFacebook is there for me to, to 

ǎƻŎƛŀƭƛǎŜ ǿƛǘƘ Ƴȅ ŦǊƛŜƴŘǎΣ L ǎǳǇǇƻǎŜΣ ǘƻ Ǉǳǘ Ƴȅ ƻǇƛƴƛƻƴǎΦ L ǿƻǳƭŘƴΩǘ ŘŀǊŜ Ǉǳǘ Ƴȅ ƻǇƛƴƛƻƴǎ ƻƴ ¢ǿƛǘǘŜǊΣ 

ōŜŎŀǳǎŜ ȅƻǳ ŎŀƴΩǘ ǊŜǎǘǊƛŎǘ ƛǘέΦ LƴǘŜǊŜǎǘƛƴƎƭȅΣ ǘƘŜ ƛŘŜŀ ǘƘŀǘ άȅƻǳ ŎŀƴΩǘ ǊŜǎǘǊƛŎǘέ audience on Twitter is not 

entirely true as users are able to set their profile to private and choose who views their content. When I 

question him on this he replied: 

άƻƘ ǎǳǊŜΣ ȅŜŀƘΣ ȅƻǳ Ŏŀƴ όΦύ ōǳǘ ƛǘΩǎ ŀ ŎŀǘŎƘ-22 sort of thing. If you want to get everything out of 

¢ǿƛǘǘŜǊ ȅƻǳ ƘŀǾŜ ǘƻ ŀŎŎŜǇǘ ǘƘŀǘ ƛǘΩǎ ƎƻƛƴƎ ǘƻ have to be public. You just have to restrict what you 

ǎŀȅΦ ¸ƻǳ Ǉƭŀȅ ǘƘŜ ƎŀƳŜ ŀƴŘ ŎƘŀƴƎŜ ǿƘŀǘ ȅƻǳ ǎŀȅέΦ 

Brian later expanded on this to note when asked about audience control on Twitter: 
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άLǘΩǎ ƴƻǘ ǎƻƳŜǘƘƛƴƎ ȅƻǳ Ŏŀƴ Řƻ ƻƴ ¢ǿƛǘǘŜǊ ƛŦ ȅƻǳ ǿŀƴǘ ǘƻ Ǝƻ ƻƴƭƛƴŜΦ ¸ƻu kinda want attention, you 

Ƨǳǎǘ ŘƻƴΩǘ ƎŜǘ ǘƻ ŘŜŎƛŘŜ ǿƘŀǘ ŀǘǘŜƴǘƛƻƴΣ ǎƻ ȅƻǳ ƘŀǾŜ ǘƻ ōŜ ƳƻǊŜ όΦύ ŎŀǊŜŦǳƭ ǿƛǘƘ ǿƘŀǘ ȅƻǳ ǎŀȅΦ ¸ƻǳ 

ƘŀǾŜ ǘƻ ƘƻƭŘ ȅƻǳǊǎŜƭŦ ōŀŎƪ ŀƴŘ ǘƘƛƴƪ ΨǿƘŀǘ ǿƻǳƭŘ ǎƻƳŜƻƴŜ ǘƘƛƴƪ ŀōƻǳǘ ǘƘƛǎΚΩέΦ 

This is rather telling in regards to the notion of a boundaried identity. Despite being offered the option 

through design to protect his content, Brian seemed to think this was simply not an option if he wanted 

to use Twitter. He felt therefore that he had no control of the public nature of the platform, and that 

this was bound in the design of the platform. Instead, for Brian, the boundaries had to be negotiated by 

altering his content rather than by negotiating with design. Brian later expanded upon this notion, and 

discussed that platform-specificity of this boundaried negotiation, noting: 

ά.ut I think in a way Facebook does have more permanence, but you can doctor that 

permanence to people you trust easier, whereas Twitter you either get all public or all private, 

ǘƘŜǊŜΩǎ ƴƻ ƛƴ-ōŜǘǿŜŜƴέΦ  

In this manner, ƛǘ ƛǎ ŎƭŜŀǊ ǘƘŀǘ .ǊƛŀƴΩǎ ƴŜƎƻǘƛŀǘƛƻƴ ƻŦ ǘƘŜ ōƻǳƴŘŀǊƛŜǎ ƻŦ Ƙƛǎ ƳŀǘŜǊƛŀƭƭȅ ƘŜǘŜǊƻƎŜƴŜƻǳǎ 

identity was bound to a negotiation and trade-off between himself and the specific platform he was 

using.  

 

Brian was not the only participant to grapple with the need to be public on Twitter. Brandon also felt 

that the control of privacy was non-negotiable on Twitter and therefore he felt he had to accept that 

this aspect was out of his control, and instead alter his content: 

άTwitter I feel I have no real control at all, because I know fully that everything I put on there is 

ŀǾŀƛƭŀōƭŜ ǘƻ ŜǾŜǊȅƻƴŜΣ ǳƳƳΣ ǿƘƛŎƘ ǇǊƻōŀōƭȅ ƭƛƳƛǘǎ Ƴȅ ǳǎŜ ƻŦ ƛǘ ŀ ōƛǘέ 
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He later noted that this negotiation of the boundaries of his materially heterogeneous identity was not 

only platform specific, but also affected his subsequent performances on each platform: 

άL ǎƘŀǊŜ ƳƻǊŜ ǎǇŜŎƛŦƛŎ ƛƴŦƻΣ ƭƛƪŜ ǿƘŀǘ LΩƳ ŘƻƛƴƎ ŀƴŘ ǿƘŜǊŜ L ŀƳ ƻƴ CŀŎŜōƻƻƪ ŀǎ ǿŜƭƭΣ ōŜŎŀǳǎŜ ƛǘǎΣ 

ǘƻ ƳŜΣ ƛǘΩǎ ǎŀŦŜ ŀƴŘ L ǘǊǳǎǘ ǘƘŜ ǇŜƻǇƭŜ L ƭŜǘ Ŧƻƭƭƻǿ ƳŜΦ hƴ ¢ǿƛǘǘŜǊ ƻǊ LƴǎǘŀƎǊŀƳΣ ōŜŎŀǳǎŜ L ŘƻƴΩǘ 

ƪƴƻǿ ǿƘƻΩǎ ƎƻƛƴƎ ǘƻ ǎŜŜ ƛǘΣ ŀƭƭ ǘƘŜ ǎǘǳŦŦ L ǎƘŀǊŜ ƛǎ ǾŀƎǳŜ ŀƴŘ ƪƛƴŘŀ ƭƻƻǎŜέΦ 

In a similar sense, and again driven by the specific controls afforded to her by each platform, Nina noted 

that she too felt she had to accept trade-offs in her performance and alter her actions: 

άǘƘŜ ƻǘƘŜǊ Řŀȅ L ǇƻǎǘŜŘ ŀ Ǉƻǎǘ ǳǇΣ L ŎŀƴΩǘ ǊŜƳŜƳōŜǊ ǿƘŀǘ ƛǘ ǿŀǎΣ ŀƴŘ L ǿǊƻǘŜ ǘƘŜ ǿƻǊŘΣ ŘŜŦƛƴƛǘŜƭȅΣ 

and I spelt definitely wrong, and I got all these tweets back about how I spelt, and they were like 

you definitely should learn how to spell definitely, and so I deleted the tweet in the end, and now 

LΩǾŜ ŘŜŎƛŘŜŘ ƴŜǾŜǊ ǘƻ ǘȅǇŜ ǘƘŜ ǿƻǊŘ ŘŜŦƛƴƛǘŜƭȅΣ ōŜŎŀǳǎŜ L ŎŀƴΩǘ ǎǇŜƭƭ ǊŜŀƭƭȅ ǿŜƭƭΦ {ƻ ȅŜŀƘΣ L ǘƘƛƴƪ L 

Řƻ ŎƘŀƴƎŜ ŀǎ ǇŜǊ ǘƘŜ ŀǳŘƛŜƴŎŜΣ Ŏƻǎ ǿƛǘƘ ¢ǿƛǘǘŜǊ ŀƴȅƻƴŜ Ŏŀƴ ǊŜŀŘ ƛǘΧǿƘŜǊŜŀǎ ƻƴ CŀŎŜōƻƻƪ ƛǘΩs 

Ƴȅ ŦǊƛŜƴŘǎΣ ǎƻ ƛŦ ǘƘŜǊŜΩǎ ŀ ǎǇŜƭƭƛƴƎ ƳƛǎǘŀƪŜ ǘƘŜȅΩŘ ƭŜǘ ƛǘ ǎƭƛǇΣ ǎƻ LΩƳ ƴƻǘ ǊŜŀƭƭȅΣ LΩƳ Ƨǳǎǘ ǎƻǊǘ ƻŦ ƳƻǊŜΣ 

ǊŜƭŀȄŜŘ ǿƛǘƘ ǿƘŀǘ L ǎŀȅ ƻƴ CŀŎŜōƻƻƪέΦ 

For these participants, their usage of Twitter as a platform was largely informed by the audience, but 

also importantly was tied to the public design of the platform and their lack of willingness to engage 

with the design affordances to police this publicness. As such, they felt the only option they had to 

control the identity performance was through the content they placed on the platform. If we consider 

the boundaries of the performance, this in essence means that, the boundaries of what was included in 

the materially heterogeneous identity performances were felt to be non-negotiable in terms of privacy, 

so despite being afforded the ability to enact some control, a trade-off in content was made to be able 

to participate fully on the platform. 
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However, on some platforms the participants felt that the scope of the audience could be controlled 

through the design affordances of the platform, allowing the participants freer reign over the content 

and subject matter of their posts. For example, Kirsty noted that design features in Facebook could be 

ǳǘƛƭƛǎŜŘ ǘƻ ǘƘŜ ǳǎŜǊΩǎ ōŜƴŜŦƛǘ ƛƴ ƻǊŘŜǊ ǘƻ ǇŀǘǊƻƭ ǿƘƻ ŎƻǳƭŘ ŀŎŎŜǎǎ ŀƴŘ read their posts:  

άLΩǾŜ started to use the privacy filters on things a lot more than I ever used to. Now that I sort of 

ƘŀǾŜ ǘƻ ǘƘƛƴƪ ŀōƻǳǘ ƛǘΣ LΩǾŜ Ǝƻǘ ŀ ƭƻǘ ƳƻǊŜ ŎŀǊŜŦǳƭ ŀōƻǳǘ ƳŀƪƛƴƎ ǎǳǊŜ ǘƘŀǘ ŜǾŜǊȅǘƘƛƴƎΩǎ ŦǊƛŜƴŘ 

locked and that sort of people that are ƛƴ ǘƘŜ ǎŀƳŜ ƎǊƻǳǇǎ ŀǎ ƳŜ ŎŀƴΩǘ ƴŜŎŜǎǎŀǊƛƭȅ ǎŜŜ ǿƘŀǘ LΩƳ 

ǇǳǘǘƛƴƎ ƻǳǘέΦ 

Here then we see Kirsty using the design of Facebook to make sure that her content was only available 

to the intended audience, meaning that the trade-off in topic was not necessary and design was instead 

utilised to set boundaries. Similarly, Brian noted he felt that he could utilise the design to his advantage 

of Facebook, rather than accept it the openness of the design as he had done on Twitter, in order to 

change the audience of his content: 

άLŦ L ǿŀƴǘ ǘƻ LΩƭƭ ǊŜǎǘǊƛŎǘ ǘƘŜ Ǉƻǎǘ ǘƻ ǇŜƻǇƭŜ ǘƘŀǘ L ƪƴƻǿ ǿƻƴΩǘ Ǝƻ ŎǊŀȊȅ ƛŦ L ǎƘŀǊŜ ŀ ƭƛōŜǊŀƭ ƻǇƛƴƛƻƴ ƻǊ 

a sex positive thing, or whatever, a non-gender binary thing or whatever, like, to people that I 

know would be offended, and I can doctor thŜƳ ƻǳǘ ƻŦ ƛǘέΦ 

He noted that this level of control was nuanced on Facebook, and that he was able to negotiate control 

over many aspects of his performance: 

άL Ŏŀƴ ŜǾŜƴ ŎƻƴǘǊƻƭ ǘƘŜ ŎƻƳƳŜƴǘǎ ƻƴ CŀŎŜōƻƻƪ ƛŦ L ǿŀƴǘΦ !ƴŘ ƻƴŎŜ ƛǘΩǎ ƻǳǘ ǘƘŜǊŜΣ L Ŏŀƴ ŎƘŀƴƎŜ 

how puōƭƛŎ ƻǊ ǇǊƛǾŀǘŜ ƛǘ ƎŜǘǎ ǿƛǘƘƻǳǘ ǊŜŀƭƭȅ ǿƻǊǊȅƛƴƎΦ Lǘ ŘƻŜǎƴΩǘ ŦŜŜƭ ŀǎ όΦύ Ǌƛǎƪȅ ŀǎ ¢ǿƛǘǘŜǊ ŘƻŜǎέ  

Brian later articulated the importance of the affordance of control through design, and what this meant 

for the manner in which he could present identity, noting: 
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άL ŦŜŜƭ ƭƛƪŜ L Ŏŀƴ ŎƻƴǘǊƻƭ Ƴȅ CŀŎŜōƻƻƪ ōŜŎŀǳǎŜ L Ŏŀƴ ƭƛƳƛǘ ǘƘŜ ǾƛŜǿǎΣ L Ŏŀƴ ƭƛƳƛǘ ǘƘŜ ŀǳŘƛŜƴŎŜΣ Ƴȅ 

ƻƴƭƛƴŜ ƛŘŜƴǘƛǘȅ ǿƛǘƘ ƎƻƻƎƭŜ ƛǎ ǘŜǊǊƛŦȅƛƴƎΦ L ƎŜƴǳƛƴŜƭȅ ŘƻƴΩǘ ƪƴƻǿ ǿƘƻ ǎŜŜǎ ǿƘŀǘ ŎƛǊŎƭŜ ƛǎΣ L ŎŀƴΩǘΣ 

ƴƻΦ L Ƨǳǎǘ ŘƻƴΩǘ ǳƴŘŜǊǎǘŀƴŘ ƛǘΦ !ƴŘ L ŦŜŜƭ ƭƛƪŜ L ƘŀǾŜ no control over my google identity. My 

Facebook identity, I can portray myself to select groups of people in a certain why, and limit the 

ŀǳŘƛŜƴŎŜΣ ŀƴŘ ǿƛǘƘ ¢ǿƛǘǘŜǊΣ ǳƳƳΣ L ŎƻƴǘǊƻƭ ƳȅǎŜƭŦ ǾŜǊȅ ǿŜƭƭ ƻƴ ǘƘŀǘέΦ 

 

Similar sentiments were noted by Brandon, who ǎǳƎƎŜǎǘŜŘ ǘƘŀǘ άI think Facebook is just safer. I know 

ǿƘƻΩǎ ǎŜŜƛƴƎ ƛǘ ǎƻ L Ŏŀƴ ƭŜǘ Ƴȅ ƘŀƛǊ ŘƻǿƴΦ  L Ŏŀƴ ǎŀȅ ǿƘŀǘŜǾŜǊ L ƭƛƪŜ ǊŜŀƭƭȅΦ LǘΩǎ ƴƻǘ ŀǎ ƳǳŎƘ ƻŦ ŀƴ ƛǎǎǳŜέΦ 

He expanded to note ǘƘŀǘ ǘƘŜ ŎƻƴǘǊƻƭ ƻǾŜǊ ǘƘŜ ōƻǳƴŘŀǊƛŜǎ ŀŦŦƻǊŘŜŘ ōȅ CŀŎŜōƻƻƪΩǎ ǇǊƛǾŀŎȅ ŦŜŀǘures 

meant that he could interact in a less restricted manner: 

άƛƴ ǘŜǊƳǎ ƻŦ ǘƘŜ ƛƴŦƻǊƳŀǘƛƻƴ L Ǉǳǘ ƻǳǘ ǘƘŜǊŜΣ ƛǘ ŘƻŜǎƴΩǘΣ ŜǾŜƴ ǘƘƻǳƎƘ ƛǘ ŘƻŜǎ ǊŜǉǳƛǊŜ ŀ ŎŜǊǘŀƛƴ 

ŀƳƻǳƴǘ ƻŦ ƛƴŦƻǊƳŀǘƛƻƴ ƛƴ ƻǊŘŜǊ ǘƻ ƘŀǾŜ ŀƴ ŀŎŎƻǳƴǘΣ L ŘƻƴΩǘ ŦŜŜƭ L ƘŀǾŜ ǘƻ ƭƛŜ ōŜŎŀǳǎŜ L Ŏŀƴ ƘƛŘŜ it 

easily enough with the privacy settings, and I feel that I can control the audience that my posts 

Ǝƻ ǘƻΣ ŜǾŜƴ ƻƴ ŀ ŎŀǎŜ ōȅ ŎŀǎŜΣ ǎƻ ƛŦ ǘƘŜǊŜΩǎ ǎƻƳŜǘƘƛƴƎ L ǿŀƴǘ ǘƻ ǇǳōƭƛǎƘ ǘƻ ŀ ǿƛŘŜǊ ƎǊƻǳǇ L ƪƴƻǿ 

how to do that and I know how to restrict access to othersέΦ 

Brandon later again further notes that he felt he needed to be: 

άŀ ƭƻǘ ƳƻǊŜ ŎŀǊŜŦǳƭ ǿƛǘƘ ǘƘŜ ŎƻƴǘŜƴǘ L Ǉǳǘ ƻǳǘ ƻƴ ¢ǿƛǘǘŜǊ ōŜŎŀǳǎŜ L ƪƴƻǿ ƛǘΩǎ ŀ ƭƻǘ ƭŜǎǎ Ŝŀǎƛƭȅ 

policed, so I would probably be a lot less inflammatory or a lot less controversial with anything I 

put on Twitter, whereas with Facebook I know that the audience I have I know at least vaguely 

ǇŜƻǇƭŜ ǘƘŀǘ Ŏŀƴ ǎŜŜ ǘƘŀǘΣ ǎƻ L ǎǳǇǇƻǎŜ LΩƳ ǎƭƛƎƘǘƭȅ ƭŜǎǎ ŎƻƴŎŜǊƴŜŘ ŀōƻǳǘ ǿƘŜǘƘŜǊ LΩƳ ƎƻƛƴƎ ǘƻ 

ƻŦŦŜƴŘ ǇŜƻǇƭŜέΦ 
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Brandon telling noted that his reliance upon design features of Facebook to maintain the boundaries of 

the identity performance could occasionally lull him into a false sense of security, leading to him to take 

less care over his content. He notes άL Ǉƻǎǎƛōƭȅ Ǉǳǘ ǳǇ ǉǳƛǘŜ ŀ ƭƻǘ ŀōƻǳǘ Ƴȅ ƭƛŦŜΣ ƪƴƻǿƛƴƎ that the privacy 

ǎŜǘǘƛƴƎǎ LΩǾŜ ƎƛǾŜƴΣ ǎƻǊǘ ƻŦ ǎƘƛŜƭŘ ŀ ƭƻǘ ƻŦ ǇŜƻǇƭŜ ŦǊƻƳ ǎŜŜƛƴƎ ƛǘΣ ǎƻ L Ǉƻǎǎƛōƭȅ ǘŀƪŜ ƭŜǎǎ ŎŀǊŜ ƴƻǿ ǘƘŀƴ L ǳǎŜŘ 

ǘƻέΦ  

 

This suggests then that the boundaries of identity performance occur on a platform-by-platform basis 

for the users, who reach their own conclusions about how they choose to present themselves within the 

confines of the specific platform and its affordances. On some platforms, this seems to manifest itself in 

ŀŎǘƛǾŜ ŀƴŘ ŎƻƴǎŎƛƻǳǎ ƳƻƴƛǘƻǊƛƴƎ ƻŦ ǘƘŜ ǳǎŜǊΩǎ ŀŎǘƛǾƛǘȅΣ ŀƴŘ ƻƴ ƻthers, it manifests in a reliance upon the 

design features. In each case, it is clear that it is not possible to separate the resultant identity 

performance from either the user or the platform design; the performances emerge from the 

enmeshing of these elements to produce specific performances with their own negotiated boundaries. 

Again of course, this is specific to the individual user. For example, contrary to the previous examples 

provided above, Isabel noted that she was largely concerned with policing her interaction on Facebook 

because of the specific audience present there, rather than the more generalised audience on Twitter. 

{ƘŜ ƴƻǘŜŘ ǘƘŀǘ ǎƘŜ ƘŀŘ ǘƻ ǘŜƳǇŜǊ ƘŜǊ ǊŜǎǇƻƴǎŜǎ ƻƴ CŀŎŜōƻƻƪ ŀǘ ǘƛƳŜǎΣ ƴƻǘƛƴƎΥ άI try not to reply. I 

usually write it and then Ƨǳǎǘ ŘŜƭŜǘŜ ƛǘέ ŀƴŘ ƭŀǘŜǊ ŀŘŘƛƴƎΣ άIf I was gonna write something and I know that 

L ƘŀŘ ŦǊƛŜƴŘǎ ǘƘŀǘ ǿƻǳƭŘ ōŜ ŎƻƳǇƭŜǘŜƭȅ ƻŦŦŜƴŘŜŘ ōȅ ƛǘΣ L ǿƻǳƭŘƴΩǘ Ǉǳǘ ƛǘ ǳǇέΦ Similar content regulation on 

Facebook was noted by Willow, who unlike other participants did not utilise the affordances of 

Facebook to control the specific audiences of her post, meaning she felt she had to temper the content 

of her messages. She noted: άL ƪƴƻǿ ȅƻǳ Ŏŀƴ ǎŜǘ ŘƛŦŦŜǊŜƴǘ ǎŜǘǘƛƴƎǎ ǎƻ ǘƘŀǘ ƻƴƭȅ ǎƻƳŜ ǇŜƻǇƭŜ ǎŜŜ ȅƻǳǊ 

Facebook stuff and othŜǊ ǇŜƻǇƭŜ ŘƻƴΩǘΣ ōǳǘ ǘƘŀǘΩǎ Ƨǳǎǘ ǘƻƻ ƳǳŎƘ ƘŀǎǎƭŜ ŀƴŘ L ŎŀƴΩǘ ōŜ ŀǊǎŜŘέΦ Instead 

²ƛƭƭƻǿ ŎƘƻǎŜ ǘƻ ŘƻŎǘƻǊ ŀƴŘ ŎǳǊǘŀƛƭ ƘŜǊ ǇŜǊŦƻǊƳŀƴŎŜ ƻƴ CŀŎŜōƻƻƪΣ ǎƻ ƳǳŎƘ ǎƻ ǘƘŀǘ ǎƘŜ ƴƻǘŜŘ άmy stuff 
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ƻƴ ¢ǿƛǘǘŜǊ ƛǎ ŀŎǘǳŀƭƭȅ ƳƻǊŜ ǇŜǊǎƻƴŀƭέ than the doctored content she placed on Facebook. She suggests 

this was because she felt she could curate the audience on Twitter effectively with the design features 

ǘƘŜǊŜΦ {ƘŜ ƴƻǘŜŘ άȅƻǳΩǾŜ Ǝƻǘǘŀ ŀŘŘ ǇŜƻǇƭŜ ƻƴ CŀŎŜōƻƻƪ ǘƘŀǘ ȅƻǳ ƪƴƻǿΣ ōŜŎŀǳǎŜ ƻǘƘŜǊǿƛǎŜ ƛǘΩǎ ƛƴǎǳƭǘƛƴƎ 

ŀǇǇŀǊŜƴǘƭȅέ, whereas in regards to Twitter she noted: 

άL ƘŀǾŜ ŎǳǊŀǘŜŘ ǿƘƻ L ƘŀǾŜ ƻƴ ¢ǿƛǘǘŜǊΣ ǎƻ ǘƘŜȅ ǘŜƴŘ ǘƻ ōŜ ǇŜƻǇƭŜ ǿƘƻ ƘŀǾŜ ŦŀƛǊƭȅ ǎƛƳƛƭŀǊ 

viewpoints to me, um, politically, so I tend not to sort of have to put up with the same level of 

ŎǊŀǇέΦ 

 This therefore highlights the need to consider the enmeshing of individual user with individual platform 

design. The negotiation and trade-offs between user and design are enacted in an individual manner, 

informed by the specific user and their needs, and bound to the specific design of the platform. 

 

An interesting version of different identity work and boundary negotiation with the design of platforms 

was noted by Nina. She discussed how the design of Twitter lead to her taking more care in the 

presentation of particular aspects of her identity than she did with similar features on Facebook. She 

ŎƻƳǇŀǊŜǎ ǘƘŜ Ψŀōƻǳǘ ƳŜΩ ǎŜŎǘƛƻƴǎ ǇǊƻǾƛŘŜŘ ŦƻǊ ǘƘŜ ǳǎŜǊ ǘƻ ŘŜǎŎǊƛōŜ ǘƘŜƳǎŜƭǾŜǎΣ ǇǊŜǎŜƴǘ ƛƴ ŘƛŦŦŜǊŜƴǘ 

manifestations on both Twitter and Facebook. She noted of Twitter that the maintenance of this aspect 

of her online identity was often crucial and of importance: 

ά¢ǿƛǘǘŜǊ ƛǎ ǊŜŀƭƭȅ ƛƳǇƻǊǘŀƴǘΣ ŎƻǎΣ ƭƛƪŜΣ ǎŀȅ ŦƻǊ ŜȄŀƳǇƭŜ L ǿŀƴǘ ǘƻ ŦƛƴŘ ǎƻƳŜƻƴŜ ŀƴŘ LΩƳ ƴƻǘ ǉǳƛǘŜ 

ǎǳǊŜ ƛŦ ƛǘΩǎ ǘƘŜƳΣ LΩƭƭ ƭƻƻƪ ŀǘ ǘƘŀǘΣ Ŏƻǎ ǘƘŜƛǊ ǘƛƳŜƭƛƴŜ ŎƻǳƭŘ ōŜ Ŧǳƭƭ ƻŦ ǊǳōōƛǎƘΣ ƭƛƪŜ Ƙŀǎhtag loser or, 

just complete random statements. Whereas that top statement says is from so and so or works 

ƛƴ aϧ{ ƻǊ ŀƴŘ LΩƭƭ ōŜ ƭƛƪŜ ƻƘ L ƪƴƻǿ ǿƘƻ ǘƘŀǘ ƛǎ ƴƻǿΣ ƛǘ ƛǎ ǘƘŜ ǇŜǊǎƻƴ L ƳŜŀƴ ǘƻ ŦƻƭƭƻǿΣ ǎƻ LΩƭƭ Ŧƻƭƭƻǿ 

ǘƘŜƳέΦ 
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This lead to Nina putting a lot of care into how she maintained this aspect of her identity presentation 

on Twitter: 

ά¢ǿƛǘǘŜǊ ƛǎ ŀƭǿŀȅǎ ƛƳǇƻǊǘŀƴǘΦ L ŀƭǿŀȅǎ ǘǊȅ ŀƴŘ ǘƘƛƴƪ ƻŦ ǎƻƳŜǘƘƛƴƎ ǘƻ Ǉǳǘ ƛƴ Ƴȅ ¢ǿƛǘǘŜǊ ōƛƻ Ŏƻǎ L 

ŘƻƴΩǘ ƭƛƪŜ ƳƛƴŜΣ ŀƴŘ L Ŏŀƴ ƴŜǾŜǊ ǘƘƛƴƪ όΦύ ŀƴŘ L ŀŎǘǳŀƭƭȅ ǇǊƻōŀōƭȅ ŎƘŀƴƎŜ ƛǘ ƻƴŎe a month? Even 

Ƨǳǎǘ ǎƭƛƎƘǘƭȅΦ Wǳǎǘ ōȅ ǇǳǘǘƛƴƎ ƭƛƪŜ ŀ ŎƻƳƳŀ ƻǊ ŀ Ŧǳƭƭ ǎǘƻǇΦ ¸ƻǳ Řƻ ŎƘŀƴƎŜ ƛǘΦ LǘΩǎ ǘƘŜ ŦƛǊǎǘ ǘƘƛƴƎ ȅƻǳ 

Ŏŀƴ ǎŜŜ ƻƴ ǇŜƻǇƭŜΩǎ ǇŀƎŜǎΣ ŜǎǇŜŎƛŀƭƭȅ ǿƛǘƘ ǘƘŜ ƴŜǿ ƭŀȅƻǳǘ ǿƛǘƘ ǘƘŜ ǇƛŎǘǳǊŜ ŀǘ ǘƘŜ ǘƻǇ ŀƴŘ ȅƻǳ 

ǎǿƛǇŜ ƛǘ ŀŎǊƻǎǎέ 

However, on Facebook, this aspect of identity presentation was not as central for Nina to the overall 

identity presentation, and therefore the maintenance of this feature was not as crucial for her, despite 

being offered the same ability to present identity. 

ά²ƘŜǊŜŀǎ CŀŎŜōƻƻƪ ȅƻǳΩǾe got all the pictures, and the layout of it, like the pictures, the videos 

ŀƴŘ ǎǘǳŦŦΣ ȅƻǳ Ŏŀƴ Ƨǳǎǘ ǿŀǘŎƘ ǊŜŀƭƭȅ ǉǳƛŎƪƭȅ ŀƴŘ ȅƻǳ Ŏŀƴ ōŜ ƭƛƪŜ ȅŜŀƘ ǘƘŀǘΩǎ ǘƘŜ ǊƛƎƘǘ ǇŜǊǎƻƴΦ .ǳǘ 

ƻƴŜ ƻƴ CŀŎŜōƻƻƪ L ƘŀǾŜƴΩǘ ŎƘŀƴƎŜŘ ǎƛƴŎŜ L ŦƛǊǎǘ ǿŜƴǘ ƻǳǘ ǿƛǘƘ Ƴȅ ōƻȅŦǊƛŜƴŘ п ȅŜŀǊǎ ŀƎƻέΦ  

Sally also noted that she did not maintain this aspect of Facebook. When asked why she suggested: 

ά.ŜŎŀǳǎŜ L ƪƴƻǿ ƴƻ ƻƴŜ ǊŜŀŘǎ ƛǘΗ .ŜŎŀǳǎŜΣ ǳƳΣ ƭƛƪŜΣ ǿƘŜƴ LΣ ǿƘŜƴ Ƴȅ ǳƴƛ ŦǊƛŜƴŘǎ ŀŘŘŜŘ ƳŜΣ L 

literally just told them what name I was under, because IΩƳ ƴƻǘ ǳƴŘŜǊ Ƴȅ Ŧǳƭƭ ƴŀƳŜΣ ŀƴŘ ǳƳƳΣ 

once I was friends with one of them, it was really easy for the rest of them to find me because 

they just went through their page, and it came on their pages, their homepages, that I was 

friends with them, so it was realƭȅ Ŝŀǎȅ ŦƻǊ ǘƘŜƳ ǘƻ ŀŘŘ ƳŜΦ .ǳǘΣ ȅŜŀƘΣ L ƪƴƻǿ ǘƘŀǘ LΩƳ ǘƘŜ ƻƴƭȅ 

ƻƴŜ ǘƘŀǘ ƭƻƻƪǎ ŀǘ ǘƘƛǎ ŀƴŘ ǳǇŘŀǘŜǎ ƛǘ ŀƴŘ ƛǘΩǎ Ƨǳǎǘ ǎƻƳŜǿƘŜǊŜ ǘƘŀǘ L Ŏŀƴ ƪŜŜǇ ŀƭƭ Ƴȅ ŦŀǾƻǳǊƛǘŜ 

ǉǳƻǘŜǎέΦ 
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It appears therefore that the engagement with features is largely platform-specific and cannot be 

separated or isolated from the specific platform, as it may not be used consistently. Despite both 

ǇƭŀǘŦƻǊƳǎ ƻŦŦŜǊƛƴƎ ǘƘŜ ŀōƛƭƛǘȅ ǘƻ ΨǿǊƛǘŜΩ ƛŘŜƴǘƛǘȅ ƛƴ ǘŜȄǘǳŀƭ ŦƻǊƳŀǘΣ bƛƴŀ ŦŜŜƭǎ ǘƘƛǎ ǿŀǎ ƴƻǘ ŀǎ ƛƳǇƻǊǘŀƴǘ ƻƴ 

Facebook, given that the design allowed identity to be confirmed in a clearer, less ambiguous manner. 

What is important in regards to identity performance therefore appears to be inconsistent across 

platforms.  

 

Interestingly, Nina acknowledges that this is not a fixed dynamic, but that this had been an aspect of 

ƛŘŜƴǘƛǘȅ ǇǊŜǎŜƴǘŀǘƛƻƴ ǘƘŀǘ ǿŀǎ ŎŜƴǘǊŀƭ ǘƻ ƘŜǊ ǇŜǊŦƻǊƳŀƴŎŜǎ ǇǊŜǾƛƻǳǎƭȅΦ bƛƴŀ ƴƻǘŜŘ άI did change it a lot 

ǿƘŜƴ L ǿŀǎ ƛƴ ǎŎƘƻƻƭέΦ !s such, not only can engagement with specific feature be inconsistent across 

platforms, the interviews suggest that boundary negotiation between user and design on any give 

platform is itself largely malleable with the extratextual resources of the user shifting. An example of the 

need to account for the specific user can be seen in the case of Willow, who noted she did not maintain 

ƘŜǊ ¢ǿƛǘǘŜǊ Ψŀōƻǳǘ ƳŜΩ ǎŜŎǘƛƻƴ ǿƛǘƘ ŀǎ ƳǳŎƘ ǊŜƎǳƭŀǊƛǘȅ ŀǎ ǎƻƳŜ ƻŦ ǘƘŜ ƻǘƘŜǊ ǇŀǊǘƛŎƛǇŀƴǘǎΥ 

ϦLǘΩǎ ƴƻǘ ǎƻƳŜǘƘƛƴƎ L ǘƘƛƴƪ ŀōƻǳǘ ǎƻ ƳǳŎƘ ƻƴ ¢ǿƛǘǘŜǊΣ ōŜŎŀǳǎŜ L ǘŜƴŘ ǘƻ ǳǎŜ ƛǘ ƭƛƪŜ ƛǘΩǎ ŀƭƳƻǎǘ ŀ 

ƴŜǿǎ ǎƛǘŜΣ ǎƻ L ŘƻƴΩǘ ǊŜŀƭƭȅ ǘƘƛƴƪ ŀōƻǳǘ Ƴȅ ŜƴŘ ƻŦ ƛǘ ƻǊ ǿƘŀǘ LΩƳ ǇǊŜǎŜƴǘƛƴƎ ŀ ƭƻǘΦ L ǎƻǊǘ ƻŦ ǎŜǘ ƛǘ ǳǇ 

ŀƴŘ ǘƘŜƴ LΩǾŜ Ƨǳǎǘ ƪƛƴŘ ƻŦ ƭŜŦǘ ƛǘ ŀƭƻƴŜΣ ǿƘŜǊŜŀǎ ƻƴ CŀŎŜōƻƻƪ LΩƳ ǉǳƛǘŜ ŎŀǊŜŦǳƭ ŀōƻǳǘ Ƙƻǿ L ŎƘƻƻǎŜ 

ǘƻ ǇǊŜǎŜƴǘ ƳȅǎŜƭŦ ŀƴŘ ŘŜǎŎǊƛōŜ ƳȅǎŜƭŦέΦ  

 

In terms of the negotiation of the boundaries of identity performance between user and design, Willow 

ǘŜƭƭƛƴƎ ŘƛǎŎǳǎǎŜǎ ǘƘŀǘ ǎƘŜ ŦŜŜƭǎ ǎƘŜ ǿŀǎ ΨŦƻǊŎŜŘΩ ƛƴǘƻ ǇǊŜǎŜƴǘƛƴƎ ƘŜǊǎŜƭŦ ƛƴ ŎŜǊǘŀƛƴ ǿŀȅǎ ŘǳŜ ǘƻ ǘƘŜ ŘŜǎƛƎƴ 

of both Facebook and Twitter: 
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άtΥ ŀŎǘǳŀƭƭȅ ŦŜŜƭ ƭƛƪŜ ǘƘŜȅ ŦƻǊŎŜ ƳŜ ǘƻ Ŧƛƭƭ ǎǘǳŦŦ ƻǳǘ ǿƘŜǊŜŀǎ LΩŘ Ǌŀǘher not.  

I: Both of them? 

P: Both of them, yeah. Like I said, my Twitter bio was empty for ages and I eventually felt like I 

ƘŀŘ ǘƻ Ǉǳǘ ǎƻƳŜǘƘƛƴƎ ǘƘŜǊŜΣ ŜǾŜƴ ǘƘƻǳƎƘ L ŘƻƴΩǘ ǊŜŀƭƭȅ ŦŜŜƭ ƭƛƪŜ L ǿŀƴǘŜŘ ǘƻ Ǉǳǘ ǎƻƳŜǘƘƛƴƎ ǘƘŜǊŜΦ 

Um. And Facebook it does feel liƪŜ ȅƻǳ ƘŀǾŜ ǘƻ Ŧƛƭƭ ǎƘƛǘ ƻǳǘΣ Ŏƻǎ ƛǘ ƻǘƘŜǊǿƛǎŜ ƛǘ ƎƻŜǎ ǿƘȅ ƘŀǾŜƴΩǘ 

ȅƻǳ ŦƛƭƭŜŘ ƻǳǘ ŀƴŘ ȅƻǳ ƘŀǾŜƴΩǘ ŘƻƴŜ ǘƘƛǎ ŀƴŘ ȅƻǳ ƘŀǾŜƴΩǘ ǳǇŘŀǘŜŘ ƛǘ ƭƛƪŜ ǎƛȄ ƳƻƴǘƘǎ όΦύ ǘƘŜ ǎƛǘŜ 

just constantly pressures you to do it. Update your Facebook profile! Every time I go on Facebook 

ƛǘ Ƙŀǎ ǘƘŀǘ ƭƛǘǘƭŜ ǘƛƴȅ ǘƘƛƴƎ ǳǇŘŀǘŜ ȅƻǳǊ CŀŎŜōƻƻƪ ǇǊƻŦƛƭŜΦ ¦ƳΦ ¸ƻǳΩǾŜ Ǝƻǘ мп ǎǘŜǇǎ ǘƻ Ǝƻ ǘƘǊƻǳƎƘΗ 

bƻ ƳŀǘǘŜǊ Ƙƻǿ Ƴŀƴȅ ǘƛƳŜǎ L ǎƪƛǇ ǘƘǊƻǳƎƘ ǘƘŜƳ ƛǘΩǎ ƭƛƪŜ Řƻ ǘƘŜƳ ŀƎŀƛƴΗέΦ  

This suggests that, though she feels she is forced to present herself in a specific manner, she still 

maintained some control and agency over the boundaries of the resulting enmeshing of design and user 

as she chose not to engage with the features.  

 

Further to this, Willow later provided some strong and interesting insights into the materially 

heterogeneous nature of identity on Facebook. She noted that she felt that the design of the platform 

did not allow her to express enough of her identity, and that the afforded design elements were too 

confining for her to be able to adequately express identity: 

ƛǘ ŘƻŜǎƴΩǘ ŦŜŜƭ ƭƛƪŜ L ƘŀǾŜ ŀ ƘǳƎŜ ŀƳƻǳƴǘ ƻŦ ŎƻƴǘǊƻƭ ƻǾŜǊ Ƴȅ ƛŘŜƴǘƛǘȅΦ aƛƴŜ ƛǎ ǘƘŜ ǎŀƳŜ ŀǎ 

ŜǾŜǊȅōƻŘȅ ŜƭǎŜΩǎΣ ŀƭǘƘƻǳƎƘ L Ŏŀƴ ǇƛŎƪ ōƛǘǎ ŀƴŘ ǇƛŜŎŜǎΣ Ƙƻǿ ƳǳŎƘ ŀǘǘŜƴǘƛƻƴ Řƻ ǇŜƻǇƭŜ ŀŎǘǳŀƭƭȅ Ǉŀȅ 

to all that kind of stuff, if 90% of the time yoǳΩǊŜ ƭƻƻƪƛƴƎ Řƻǿƴ ȅƻǳǊ ŦŜŜŘΦ {ƻ ŜǾŜƴ ƛŦ LΩǾŜ Ǝƻǘ ŀ 

ƴƛŎŜ ŎƻǾŜǊ ǇƛŎǘǳǊŜ ŀƴŘ ƴƛŎŜ ǇǊƻŦƛƭŜ ǇƛŎǘǳǊŜΣ Ƙƻǿ ōƛƎ ƛǎ ǘƘŀǘ ƛƴ ǇŜƻǇƭŜΩǎ ǎŎǊŜŜƴǎΚ {ƻ ǿƘŀǘ ȅƻǳ 

ŀŎǘǳŀƭƭȅ ǊŜŎƻƎƴƛǎŜ ƛǎ Ƨǳǎǘ ƪƛƴŘ ƻŦΣ ǎƻƳŜǘƛƳŜǎ ȅƻǳ ŘƻƴΩǘ ǇƛŎƪ ǘƘŜ ŘŜǘŀƛƭǎ ƻǳǘΣ ȅƻǳ Ƨǳǎǘ ǊŜŎƻƎƴƛǎŜ ŀ 
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vague shape ŀƴŘ ŎƻƭƻǳǊΦ LǘΩǎ ŜǾŜƴ όΦύ ŜǾŜƴ ƛŦ L ŎƻƴǘǊƻƭ ǿƘŀǘΩǎ ƻƴ Ƴȅ ŀŎǘǳŀƭ ǇŀƎŜ Ƙƻǿ ƻŦǘŜƴ Řƻ 

people go there?  

Willow did not feel therefore that her identity presentation was fully under her control, and that the 

identity performance afforded to her through platform design did not emphasis the features and 

ŀǎǇŜŎǘǎ ǘƘŀǘ ǎƘŜ ŦƻǳƴŘ ǘƻ ōŜ ƛƳǇƻǊǘŀƴǘΦ CƻǊ ²ƛƭƭƻǿΣ ǘƘŜ ŀōƛƭƛǘȅ ǘƻ ǇǊŜǎŜƴǘ ǎŜƭŦ ǘƘǊƻǳƎƘ ŀƴ Ψŀōƻǳǘ ƳŜΩ 

section was largely unimportant: 

άƛǘΩǎ ƴƻǘ ǊŜŀƭƭȅ ŦƻǊ ŀƴȅōƻŘȅΣ ƛǘΩǎ ŦƻǊ CŀŎŜōƻƻƪΣ ǎƻ L ŘƻƴΩǘ ǊŜŀƭƭȅ ŎŀǊŜ ŜƴƻǳƎƘ to change it. And I 

ŎŀƴΩǘ ǘƘƛƴƪ ƻŦ ǘƘŜ ƭŀǎǘ ǘƛƳŜ L ƭƻƻƪŜŘ ŀǘ ŀƴȅƻƴŜ ŜƭǎŜΩǎ ǳƴƭŜǎǎ L ǿŀǎ ǎǇŜŎƛŦƛŎŀƭƭȅ ŎǳǊƛƻǳǎ ǘƻ ǎŜŜ 

ǎƻƳŜǘƘƛƴƎ ŀōƻǳǘ ǎƻƳŜōƻŘȅΦ !ƴŘ ǘƘŀǘΩǎ ƴƻǘ ǾŜǊȅ ƻŦǘŜƴΦ L ŘƻƴΩǘ ǘƘƛƴƪ ƛƴ ǘƘŜ ƭŀǎǘ о ȅŜŀǊǎ LΩǾŜ ŜǾŜǊ 

bothered looking at it, and because you knoǿ Ƴƻǎǘ ƻŦ ǘƘŜ ǘƛƳŜ ǇŜƻǇƭŜ ŘƻƴΩǘ ōƻǘƘŜǊ ǳǇŘŀǘƛƴƎ ƛǘέΦ 

 

The interviews suggest therefore that identity performance online emerges from the enmeshing of an 

individual user with individual design features, with the boundaries of the emergent materially 

heterogeneous identity performance maintained in an individual way by combinations of different users 

and platforms. In this manner, the boundaries of the performances are also noticeably negotiable and 

subject to change. 
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Chapter 6 ς Discussion 
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6.1. Introduction 
 

 

The axial coding of the data outlined in Chapter 5 revealed a number of salient issues around how young 

people are enmeshing with social media and technology to produce unique identity performances 

online. In particular, it is evident that social interaction online is complex and variable, and is the result 

of numerous issues and elements, human and non-human, enmeshing to produce the particular identity 

performance. This chapter will discuss the key thematics raised by this data, considering what it reveals 

about how we can understand and interpret youth performances of identity online.  

 

6.2. Comic Book Theory - reconsidering online identity. 
 

 

 

From the data gathered and the analysis it is clear that there is a need for a consideration of the many 

nuances that create specific identity performances online. This thesis presents Comic Book Theory in 

this regard as a framework that allows for the unpacking of the relationship between humans and 

design that create specific identity performances online. 

 

¢ƘŜ ƭƛǘŜǊŀǘǳǊŜ ǊŜǾƛŜǿ ŜǎǘŀōƭƛǎƘŜŘ ǘƘŀǘ ȅƻǳƴƎ ǇŜƻǇƭŜΩǎ ŜȄǇŜǊƛŜƴŎŜǎ ƻƴƭƛƴŜ ŀǊŜ ŘƛǾŜǊǎƛŦȅƛƴƎ ƛƴŎǊŜŀǎƛƴƎƭȅΣ 

both in terms of the platforms they are using (Lenhart, 2015) and in their social experiences and 

engagements with these platforms (Hopke et al., 2016). Of course, the ability to socially interact is not 

without boundaries and limitations that restrict, shape, and effect how an individual engages in social 

interaction. For a long time in identity research, and in sociology as a whole, the restrictions that have 

been studied and considered are social restrictions. Discourses and audiences have been unpacked 

through multiple lenses as aspects that shape and restrict actions and interactions, both online and 
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offline. This research was keen to understand the interplay between other unaccounted for restrictions 

and limitations, specifically drawing attention to an aspect of identity performance that has been 

neglected in sociology; the effect of design. This focus appears to be especially necessary online given 

that the platforms present us with specific designs through which to act and interact, restricting the 

modes and methods through which we are able to present ourselves, be they the ways we can talk, the 

amount we can say, the topics we can discuss, the ways we can move through these spaces, the 

representations and image we can use, the colour pallet we are afforded, and a myriad other design 

choices. Online, every pixel of these social spaces is explicitly designed, and this design is highly curated. 

As such there is a desperate need in online research to consider how users are able to present 

themselves, and how they deal with and negotiation these limitations and restrictions on identity 

presentation across a diverse array of platforms that make up the social reality for young people online 

(Zhao et al., 2016).  

 

It is apparent therefore that there is a need to understand how these curated design features are being 

ŜƴƎŀƎŜŘ ǿƛǘƘ ǘƻ ǇǊŜǎŜƴǘ ƛŘŜƴǘƛǘȅΦ DƻŦŦƳŀƴΩǎ όмфрфύ ǊŜǎŜŀǊŎƘ ǎǳƎƎŜǎǘǎ ǘƘŀǘ ǎƻŎƛŀƭ ƛŘŜƴǘƛǘȅ ǇǊŜsentation is 

largely location specific, and that the presentation of identity can change from location to location as 

the audience for that presentation shifts. The data from this research however suggests that there is a 

need to alter the manner in which we consider the locationally-specific nature of identity performances, 

particularly in highly curated online spaces. The presentation of identity is not just a result of the 

performer considering the appropriate performance for the given location. Identity performance is 

instead enmeshed with, bound to, and emergent from that location. This means that the identity is not 

just something that happens to take place on a stage, but something that emerges from specifics of that 

stage. The presentation of identity online is therefore inseparable from the location in which it emerges; 

it is resultant from the interplay between user and design.  
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In this manner, Comic Book Theory adopts the sensibility towards the non-human that Latour (2005) 

argues is crucial for the ongoing development of sociology, and that is all the more necessary when 

considering identity performances in heavily curated and designed spaces. The identity performances 

unpacked in the analysis were phenomena reducible to neither the human nor the non-human parts but 

were the result of the enmeshing between these elements. The impact of the non-human can clearly 

not be ignored online, and the participants showed that they were grappling with many of these 

elements in a considered manner. However, the misleadingly named Actor-Network Theory does not 

provide a workable theoretical frame to unpack this enmeshing on human and non-human. Instead, ANT 

merely notes that researchers should attempt to pay attention to the non-human, and not diminish or 

under-estimate the ability of these elements to impact the social. Latour, perhaps purposefully given the 

complicated nature and macro implications of the subject matter, offers no workable framework to 

account for the non-human in the formation of the social. Comic Book Theory addresses this need for an 

account of the non-human, and crucially offers a workable and flexible model to unpack and account for 

the enmeshing of human and non-human. It does so in a fashion that allows for variation in the 

performance but that also unpacks why this variation is present through the concept of a locationally-

bound performance that is enacted by users with their own socio-cultural resources.  The implications of 

Comic Book Theory for future digital research are therefore apparent in that it considers identity 

performances that are enacted through the features available online, and provide a frame to unpack 

how users are presenting flexible, multiple, and malleable identities on this growing range of platforms. 

This sensibility towards design allows the researcher to consider why and how users engage with certain 

features, and to what effect. 
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The data show that the trade-offs between location and performer that result in locationally-bound 

performances need to be accounted for in a nuanced manner that allows for variation in the 

performance, variation in the user, and variation in location. Comic Book Theory provides such a 

consideration, allowing us to unpack and consider this nuance in a manner which is malleable and non-

deterministic. Malleability is crucial given that it is established that users can be widely variable in terms 

of their socio-cultural backgrounds, which they bring with them to these platforms. It is also crucial 

given that the platforms themselves are largely variable in how they frame social interaction and in how 

they allow the user to act and interact. The approach towards the enmeshing of these factors therefore 

needs to be equally malleable and account for how these variable factors can combine. Closure provides 

the framework through which to consider this negotiation between user and design in a malleable 

manner. It accounts for the manner in which design can vary, allowing the user more or less space in 

which to present identity, and offering them an array of features to guide the creation of the identity 

narrative. It also accounts for the manner in which the user can vary, bringing different extratextual and 

intertextual resources with them to the identity performance.  

 

The need for this malleable approach bears out in the data, with the platforms and the users enmeshing 

to create unique performances that changed across time, across users, and across platforms. Comic 

Book Theory not only captures this variety but importantly allows a workable framework for a 

consideration of why and how this variety emerge from the interplay and trade-offs between myriad 

combinations of user and location. In this manner, Comic Book Theory is also non-deterministic in its 

approach. It is apparent from the analysis that the participants did not act and use the spaces in a 

uniform manner. There were a variety of in the approach taken towards the platform that resulted in 

vastly different performances enacted for a variety of reason. Design features were not engaged with in 

a uniform manner and did not affect participants uniformly. Instead, the final performance was a 
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negotiation between user and design, sometimes meaning negotiating content creation or sacrificing 

privacy. Further to this, tracking the participants over the course of the year allowed for a greater 

consideration of this flexibility, and was vital for showing the shifting nature of this negotiation between 

design and user. The data highlighted the need for a model that could unpack the complexities of the 

relationship between human and non-human in a manner that allowed for changes over time, platform, 

and user. This therefore suggests that, though trends can be found in large data samples in regards to 

how certain features are engaged with, there is a need to consider the subtleties of this engagement. 

This research further notes that this is best considered from the perspective of the users, as it is their 

interpretation of how they engage with the features that reveals the importance of these for their 

actions and interactions online.  

 

Given that Comic Book Theory allows us a practical and usable model to consider the enmeshing of user 

and design, this chapter will now move on to discuss the implications of two of the key aspects of Comic 

Book Theory that emerged through the analysis of the data set; closure and the impact of design. 

 

6.3. The importance of closure. 
 

 

 

Through the analysis it was apparent that a broad approach towards social media comes hand-in-hand 

with a broad approach towards the social experiences in these spaces. The social experiences of the 

participants were indeed largely variable across the range of platforms, with participants using different 

platforms to interact with a range of users around a variety of topics. This included interacting and 

ΨƴŜǘǿƻǊƪƛƴƎΩ ǿƛǘƘ ƪƴƻǿƴ ŎƻƴǘŀŎǘǎΣ ōǳǘ ŀƭǎƻ ƛƳǇƻǊǘŀƴǘƭȅ ƛƴǾƻƭǾŜŘ ƛƴǘŜǊŀŎǘƛƴƎ ǿƛǘƘ ŀ ǿƛŘŜǊ ǾŀǊƛŜǘȅ ƻŦ 

contacts around interests and hobbies.  Given this, the research notes that there is a need to consider 

social media beyond networking with established offline contacts (Bright et al., 2014). Though this forms 
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an important aspect of social interaction online, it is clear that this is a specific aspect of online social 

reality. Networking with established offline contacts has been the focus of much of the research into 

online experiences in recent years as social media becomes a tool for the continuation of social capital 

(Croitoru et al., 2015; Dabbagh et al., 2016; Trottier & Lyon, 2012). However, this research suggests that 

ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘΩǎ ŜȄǇŜǊƛences were broader than this an included an array of interactions with varied and 

included wider audiences, engaged with for a variety of social aims.  

 

In terms of how we consider social experiences online it is clear that online research must consider 

muƭǘƛǇƭŜ ŘŜŦƛƴƛǘƛƻƴǎ ƻŦ ΨǎƻŎƛŀƭΩΣ ŀƴŘ ƴƻǘ ƻǾŜǊƭȅ ǇǊƛƻǊƛǘƛǎŜ ƻƴŜ ǎǇŜŎƛŦƛŎ ƳŜǘƘƻŘ ƻŦ ŜƴƎŀƎŜƳŜƴǘ ǿƛǘƘ ŀƴŘ 

through these platforms. Social uses of the Internet are diverse and readily apparent, and it is clear that 

social media fulfils an array of equally important social aspects for the users beyond just networking 

with established offline contacts (Barnes, 2015; Zhao et al., 2016). Importantly, this research notes that 

ƴƻǘ ƻƴƭȅ ǿŜǊŜ ǘƘŜǊŜ ōǊƻŀŘ ǾŀǊƛŀǘƛƻƴǎ ƛƴ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ǎƻŎƛŀƭ ŜƴƎŀƎŜƳŜƴǘǎ ŀŎǊƻǎǎ ǇƭŀǘŦƻǊƳǎ, there 

were also broad variation within platforms. Platforms were not used in a uniform manner, and different 

participants used the platforms for a variety of different social features, informed by the specific 

extratextual resources they bought with them to commit closure. Some participants for example chose 

only to follow established offline friends on Twitter, and some chose only to follow celebrities and those 

with similar interests. Some participants chose to allow their colleagues on Facebook, and others chose 

to restrict this to more professional websites such as a professionally-fronted Twitter accounts or to 

LinkedIn. The engagement with the platforms is therefore realised in an individual manner by different 

participants, informed by their extratextual situation. It appears then that not only can we not 

generalise the type of social interactions witnessed in SNS to social media writ large but we also cannot 

generalise within SNS as types of social interaction may differ (Blank & Lutz, 2016; García-Martín & 

García-Sánchez, 2015). This further highlights the need to consider social interactions on a platform-by-
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platform basis, and importantly, to not over-estimate the importance of networking with established 

contacts at the expense of other social experiences online. 

 

Having a range of participants active on the same platform therefore allowed for an exploration of this 

notion, and revealed that platforms served multiple social uses and audiences for the participants, 

grounded in their own specific socio-cultural situation which they bought to bear on their engagement 

with the platforms. This included importantly accounting for the growing notion of context collapse that 

was a factor in the interactions of many of the participants (Davis & Jurgenson, 2014; Utz, 2015), with 

ƳǳƭǘƛǇƭŜ ŀǎǇŜŎǘǎ ƻŦ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘΩǎ ƭƛǾŜǎ ŎƻƴǾŜǊƎƛƴƎ ǳǇƻƴ ǎƻƳŜ ƻŦ ǘƘŜ ƳƻǊŜ ǇƻǇǳƭŀǊ ǇƭŀǘŦƻǊƳǎΦ /ƻƴǘŜȄǘ 

collapse was noted as a factor that largely affected the identity performances of the participants, 

shaping how and why they engaged with the platforms to present identity. Brandon notes for example: 

άL Řƻ ǿƻǊǊȅ ŀōƻǳǘ ŦǳǘǳǊŜ ǇǊƻōƭŜƳǎΦ [ƛƪŜ ƛŦ ŀ ōƻǎǎ ǎŜŜǎ Ƴȅ Ǉƻǎǘǎ ƻǊ ǎƻƳŜǘƘƛƴƎΣ ǎƻ L ǘǊȅ ŀƴŘ ƪŜŜǇ ǘƘŀǘ ƛƴ 

ƳƛƴŘ ǿƘŜƴ LΩƳ ǘȅǇƛƴƎέΦ It was apparent that the participants were largely aware of the audience for 

ǘƘŜƛǊ ƛƴǘŜǊŀŎǘƛƻƴǎ ŀƴŘ ǎƘŀǇŜŘ ǘƘŜƛǊ ǇŜǊŦƻǊƳŀƴŎŜǎ ŀŎŎƻǊŘƛƴƎƭȅΦ ¢Ƙƛǎ ǘƘŜƴ ŎƻƴŦƛǊƳǎ DƻŦŦƳŀƴΩǎ όмфрфύ 

notion of situationally specific identity performed for a given audience. However, it is worth noting that 

this convergence is only present due to the unique nature of the internet, again highlighting the need to 

consider social interaction online in situ as a phenomenon that emerges through and with the platforms, 

not on them.  

 

With a growing array of users present on increasingly popular social media platforms (Perrin, 2015), 

there is a growing need to prioritise the notion of closure and extratextuality when considering identity 

performances online. In order to understand why certain messages are expressed and sent, even upon 

platforms that ŀǊŜ ƻǎǘŜƴǎƛōƭȅ ŎƻƴǎƛŘŜǊŜŘ ΨƴŜǘǿƻǊƪƛƴƎΩ ǎƛǘŜǎΣ ŀƴ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ǘƘŜ ǳǎŜǊΩǎ ǎǇŜŎƛŦƛŎ 
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socio-cultural context was necessary. In this manner this research largely questions any divide between 

the online and the offline. Through discussions of context collapǎŜ ŀƴŘ ǘƘŜ ƳŀƴƴŜǊ ƛƴ ǿƘƛŎƘ ǘƘŜ ǳǎŜǊΩǎ 

extratextual socio-cultural resources affects their specific closure online, it was apparent that the offline 

and the online are not discrete realms, but are constantly bleeding into each other. The data shows that 

the specificities and differences of the online realm need to be considered in order to understand a 

ǳǎŜǊΩǎ ŀŎǘƛƻƴ ǿƛǘƘƛƴ ǘƘŀǘ ǎǇŀŎŜΣ ōǳǘ ŎǊǳŎƛŀƭƭȅ ŀƭǎƻ ǊŜǾŜŀƭǎ ǘƘŀǘ ǘƘŜ ǳǎŜǊǎ ŀǊŜ ƎǊƻǳƴŘŜŘ ǿƛǘƘƛƴ ǘƘŜ ƻŦŦƭƛƴŜ 

and bring this to bear on their engagement with the online. The notion of closure therefore provides a 

necessary new lens through which to unpack this relationship between specific spaces and socio-

culturally grounded users, and in the process challenges the notion of digital duality (Jurgenson, 2012; 

Pond, 2016), by arguing that the online is necessarily and continually grounded in the offline realms by 

ǘƘŜ ǳǎŜǊΩǎ ŜƴƎŀƎŜƳŜƴǘ ǿƛǘƘ ōƻǘƘ ƻŦ ǘƘŜǎŜ ǊŜŀƭƳǎΦ !ǎ ǎǳŎƘΣ ǘƘŜ ǇŜǊŦƻǊƳŀƴŎŜ ƛǎ ƛƴǎŜǇŀǊŀōƭŜ ŦǊƻƳ ǘƘŜ 

performer, who is grounded in the offline. In this manner it is apparent that the offline realm does more 

than just bleed into the offline, it informs our actions and interactions, and shapes our approach, our 

reading, our uses, and engagement. They are at all times, linked. As such, this research notes online 

interactions cannot be understood without a consideration of the socio-culturally grounded (inter)actor.  

 

¢Ƙƛǎ ƛǎ ŀƭƭ ǘƘŜ ƳƻǊŜ ŜǾƛŘŜƴǘ ǿƘŜƴ ŎƻƴǎƛŘŜǊƛƴƎ aƻƭƭȅΩǎ ŎŀǎŜΦ Lǘ ǿŀǎ ŀǇǇŀǊŜƴǘ ǘƘŀǘ ǘƘŜ ŎƘŀƴƎŜ ƛƴ ŎƻƴǘŜȄǘ 

that Molly underwent from home to university changed her engagement with social media and her 

approach to the platforms. She began to follow new users online that were pertinent to her course, and 

also began engaging with new platforms to maintain contact with her friends. In this regard, her usage 

of the platforms could not be separated from her given situation. Brandon too noted that a change in 

offices lead to different approaches towards what was appropriate to share online. Indeed, most 

participants suggested that their offline socio-cultural grounding augmented their online actions and 

interactions in some manner. Following the participants over the course of a year revealed that their 
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engagements with the platform were largely temporally and socio-culturally bound. Future research in 

this area could therefore consider the effect of specific socio-cultural shifts - such as educational 

transitions - on social media use. Such changes in situation bring with them evident changes in social 

needs and concerns. A focus upon a specific shift in socio-cultural situation could allow for comparison 

across subjects undergoing the same socio-cultural shift, and could provide insights into specific 

concerns and patterns of change during this time. This research predicts that, much as in the case of 

Molly, the transitions may affect the manner in which social media is utilise, further confirming the need 

for a consideration of closure and extratextuality when approaching online identity performances.  

 

In this regard, the variety of social experience online were particularly useful when considering identity 

performance, as it enabled the observation of identity variation and a range of social experiences, and 

allowed an observation of how identity was malleable to the given needs of the situation. Through the 

intervƛŜǿ ǇǊƻŎŜǎǎ L ǿŀǎ ŀōƭŜ ǘƻ ǳƴǇŀŎƪ ǘƘŜ ƭƛƴƪǎ ōŜǘǿŜŜƴ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘΩǎ ǇŜǊŎŜǇǘƛƻƴ ƻŦ ǘƘŜ ǎƻŎƛŀƭ ƴŜŜŘǎ 

of a given situation and a given platform, and understand how this affected their actions and 

interactions. This in essence provided the ability to explore the concept of closure, looking at how the 

participants read and completed the narrative from the framework laid out before them, and looking at 

what information they bought with them to complete the identity presentation. It was crucial that this 

be understood from the perspective of the participants, as it was their specific commitment of closure 

that was necessary to understand why they presented themselves in the manner they did at that given 

time within that specific location.  In doing so, my interpretations and assumptions of these spaces were 

not imposed upon the participants and the research was able to explore how these spaces were read 

and understood by the participants.  
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¦ƴŘŜǊǎǘŀƴŘƛƴƎ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ŎƻƴǘŜȄǘǳŀƭƛǎŀǘƛƻƴ ƻŦ ǘƘŜǎŜ ǇƭŀǘŦƻǊƳǎ ǿŀǎ ǘƘerefore vital to proceed to 

unpack their actions and interactions within those spaces. Through this process, it became apparent that 

ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ŎƻƴǘŜȄǘǳŀƭƛǎŀǘƛƻƴs of the platforms were widely variable and dependent upon their 

specific situation. Work, studying, friendship groups, and family were all noted as aspects that shaped 

how and why the participants were engaging with the features. Their uses of the platforms were not 

uniform, as different concerns shaped how they committed closure and completed the narrative. It is 

not simply enough therefore to note which features are engaged with. There is a need to understand 

why these specific features are used in the manner they are. Closure in this regard helped to unpack the 

ǇŀǊǘƛŎƛǇŀƴǘǎΩ engagement with the features of the website, with the participants bringing their own 

specific contexts to their engagement with the platforms. Through the interviews it was apparent that 

the extratextual situation of the participants varied, and that their specific situation affected how and 

why they engaged with the features. 

 
The concept of closure and extratextuality then allows for a consideration of the enmeshing of user and 

design, placing the emphasis upon how the design is interpreted and understood by the user, which in 

turn affect how they engage with the platforms to present identity. In this manner, the design of the 

platform is enmeshed with the user to produce unique identity performances. The idea of completing 

the narrative through closure avoids determinism whilst still allowing for a consideration of how the 

performance is necessarily bound to the space in which it emerges, thus acknowledging and accounting 

for the real and tangible impact of design. As such, the concept of closure presents a usable and flexible 

frame with which to understand how the users understand, manage, and negotiate their identities, their 

interactions, and their actions online in line with their specific needs and situations. Future research 

should consider therefore accounting for the role of extratextuality in informing how identities are 

realised online. 
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6.4. Impact of design - negotiated boundaries. 

 
 

The data suggests that not only does the role of the design need to be accounted for, but that it needs 

to be considered in a nuanced manner. It was apparent that it was through the negotiated enmeshing of 

user and design that the identity performance emerged. It is critical therefore that research consider the 

specificities of a given platform, as the platforms are curated and designed to allow certain manners of 

acting and interacting. However, it is equally apparent that this consideration is done in a manner that 

allows for an awareness of closure and a non-deterministic approach.  

 

In terms of a consideration of the impact of design, the analysis revealed a number of ways in which 

identity performances were constrained and mediated by the design of the platforms, and highlighted 

that the given performances could not be considered in isolation from the platforms through which they 

emerged. The participants revealed their awareness of the restrictions of design on their use of the 

platforms. For example, Brandon noted of Twitter that άŎƘŀǊŀŎǘŜǊ ƭƛƳƛǘŀǘƛƻƴ ŘƻŜǎ ŀƴ ŀǿŦǳƭ ƭƻǘ ǘƻ ǊŜǎǘǊƛŎǘ 

what I would otherwise would have posted about, like the topics I would otherwise post about, because I 

ŎŀƴΩǘ Ǉǳǘ ŎƻƴǘŜȄǘ ƛƴǘƻ ƛǘέΦ In this manner, it was clear that the design affected how the social was 

enacted and how the users considered and approach identity performances online. For example, Brian 

discussed the presence of hashtags on Twitter, noting that their specific functionality made 

communicating during and about big events online a lot easier. Similarly, Isabel highlighted the temporal 

nature and fast pace of twitter as restricting how she presented identity, noting she chose not to include 

ǇƛŎǘǳǊŜǎ ŀǎ άL ŘƻƴΩǘ ǊŜŀƭƭȅ ǎŜŜ ǘƘŜ Ǉƻƛƴǘ ƛƴ ƛǘ ƻƴ ¢ǿƛǘǘŜǊ Ŏƻǎ ƛǘΩǎ ƎƻƴŜ ƛƴ ŀ ǎŜŎƻƴŘέΦ 
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The findings here therefore match those of previous research in noting that design and situation affects 

social action (Karimov et al., 2011), with participants able to engage with an array of features to present 

identity (Stroud et al., 2016) specific to the given platform (Lafkioui, 2013).  The research noted that the 

growing range of ǇƭŀǘŦƻǊƳǎ άŀŦŦƻǊŘ ŀ ǾŀǊƛŜǘȅ ƻŦ tools that potentially extend and compromise impression 

ƳŀƴŀƎŜƳŜƴǘέ όaŜƴŘŜƭǎƻƴ ϧ tŀǇŀŎƘǊƛǎǎƛΣ нлммΣ нрпύΦ hƴŜ ǇŀǊǘƛŎǳƭŀǊ ŦŜŀǘǳǊŜ ǘƘŀǘ ǿŀǎ ƘƛƎƘƭƛƎƘǘŜŘ ƛƴ ǘƘƛǎ 

regard was the presence of groups on Facebook that allowed for the segregation and isolation of 

discussion to a dedicated location, allowing for slower and more dedicated discussion around that given 

topic. 

 

Further to this, the interactions with design features were noted as being platform-specific. It was found 

that even if different platforms had common features, there was still variation and specificity in the 

manners in which the participants approached the platform and the features. In this regard the findings 

ŎƻƴŦƛǊƳ ǘƘŜ ǿƻǊƪ ƻŦ ǊŜǎŜŀǊŎƘŜǊǎ ǎǳŎƘ ŀǎ ±ŀƴ 5ƛƧŎƪΩǎ όнлмоύΣ ǿƘƻ ƴƻǘŜŘ ǘƘŀǘ ǘƘƻǳƎƘ {b{ǎ Ŏan share 

similar modes, the arrangement and presentation of these modes will affect how they are utilised and 

how identity is presented. This was found to be evident by the participants, who despite being offered 

ǘƘŜ ŀōƛƭƛǘȅ ǘƻ ΨǿǊƛǘŜΩ ǘƘŜƛǊ ƛŘŜƴǘƛǘȅ ƻƴ ōƻth Facebook and Twitter, chose to engage with the features in 

different ways, based upon how they understood and contextualised the given platforms. The same 

feature was therefore given different prioritisation and consideration on each platform, in line with the 

specific contextualisation of that platform by the user. As such, it is clear that the user of features 

cannot be assumed to be uniform across platforms, and should be instead considered and situated on a 

platform-by-platform basis.  Adding further nuance to this notion is the need to consider the use of 

third-party applications which augment the presentation of the platforms, further making any 

conclusions about the specific uses of design features questionable. The presence of third party apps 

presents a unique and emergent challenge to discussion around the relationship between design and 
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social interaction. This research therefore highlights this as potential area of future exploration, with a 

consideration of the effects of variation in the presentation of a given platform via the use of third party 

applications likely to provide some insight into how the presentation of features can affect online action 

and interaction. 

 

However, it appears that a consideration of the growing array of design features only considers one end 

of the equation of identity creation and that, in order to understand the impact of design, a more 

nuanced model is needed. Rather than present a full deterministic approach to identity performance, 

this research was keen to inǎǘŜŀŘ ŦǳƭŦƛƭ [ŀǘƻǳǊΩǎ όнллрύ ƛƴǎƛǎǘŜƴŎŜ ǘƻ ŀŦŦƻǊŘ Ŝǉǳŀƭ ŎƻƴǎƛŘŜǊŀǘƛƻƴ ǘƻ ǘƘŜ 

non-human, but to do so in a manner that was considered and nuanced, with an awareness of the social 

as situationally bound and emergent. With this in mind, it is clear that there is a need to acknowledge, 

as Mendelson and Papachrissi (2011) rightfully do, that the array of features online only offer the 

potential to extend and compromise impression management. Scott McCloud (1993) suggests that when 

reading comic books, the designer presents the narrative in a series of juxtaposed images that suggest 

the narrative, but that it is in the gutter between these images that the participant becomes involved in 

finishing and fulfilling the narrative potential, creating a cohesive whole that is informed by their specific 

extratextuality and intertextuality.  Comic Book Theory proposes that the same approach should be 

taken to online design, and demands that we not only give a consideration to design, but that we 

understand how the potential of this design is understood by the user of that space, and what this 

interpretation means for subsequent identity performances.  

 

As such, it should be noted that although no trends can be unpacked as to the specific effects of specific 

features from a small sample size, this research questions the notion of such conclusions as reached in 
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previous papers (Coles & West, 2016; Ksiazek et al., 2014) which claim certain features will have a 

uniform given effect upon an audience. Whilst we may be able to say that the potential for interactivity 

is greater through certain features, or that with the presence of this feature, interactivity increases on a 

platform, this research suggests that a feature is nothing without an actor, and an actor nothing without 

staging and props on and through which to perform. It is through the enmeshing of these factors that 

the social performance of identity emerges. For example, in the analysis it was noted that despite 

platforms often being set up explicitly to encourage users to produce content, a fact noted by a number 

of researchers across a range of platforms (Fogg & Iizawa, 2008; Keenan & Shiri, 2009; Mazer et al., 

2007), Molly chose not to fulfil this potential and used the platform in her own manner for her own 

social purposes. This means, in essence, that an overt prioritisation of humans when looking at 

interactivity online is problematic in that it denies the very real effects of design, but that equally, an 

overt focus upon the technological features that afford interactivity is also problematic, and does little 

to provide equal consideration to both the human and non-human in the creation of the social (Latour, 

2005). Comic Book Theory then provides us with a frame that allows for, and demands, an active 

consideration of both these elements in a manner that considers that features constrain and guide our 

available interactions, but that also acknowledges that these are realised on an individual person-by-

person basis through the concept of closure. This consideration of this is all the more necessary at a 

time when experiences and audiences are diversifying online, bringing with them myriad combinations 

of human and non-human, enmeshing to create specific identity performances.  

 

One of the most pertinent aspects of design that was discussed through the analysis was the negotiation 

of boundaries between user and design that resulted in materially heterogeneous elements becoming 

ŎƻƳǇƭŜǘŜŘ ƛŘŜƴǘƛǘȅ ǇŜǊŦƻǊƳŀƴŎŜǎ ό.ŀǊŀŘΣ нллтύΦ ¢ƘǊƻǳƎƘ /ƻƳƛŎ .ƻƻƪ ¢ƘŜƻǊȅΩǎ ƻǾŜǊǘ ŎƻƴǎƛŘŜǊŀǘƛƻƴ ƻŦ 

these boundaries this research was able to unpack the trade-off and compromises present between user 
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and design. Again this was realised in an individual manner between user and platform, with the 

negotiating of the boundaries flexible across both platforms and participants.  

 

One of the interesting aspects that arose from the data in this regard was the ability of the participants 

to control audiences, again realised in a different manner of different platforms. On Facebook for 

example, some participants noted they took advantage of the ability to send specific content to specific 

audiences, and that this meant they could be sure that the content was received by the exact intended 

recipients. The trade-off between control of audience and public participation revealed a variety of 

methods for creating boundaried performances. Some participants were willing to make sacrifices and 

accept the lack of control and privacy that they deemed necessary to partake actively online. Others 

were more fervent in patrolling and setting boundaries, either by utilising design features to safeguard 

privacy at the behest of full public engagement, or by curtailing their content with an awareness of a 

wider audience. It was clear that there were trade-offs and compromises reached between user and 

design in terms of the boundaries of identity performances. Molly for example decided that she would 

not post anything online unless she had full control over the exact recipients of the message, hence her 

adoption of platforms such a Snapchat upon moving to university. She noted however that this decision 

ƭŜŘ ǘƻ ƘŜǊ ƴƻǘ Ŧǳƭƭȅ ōŜƛƴƎ ŀōƭŜ ǘƻ ǘŀƪŜ ŀŘǾŀƴǘŀƎŜ ƻŦ ǘƘŜ ǇƭŀǘŦƻǊƳΩǎ ƳƻǊŜ ƻǾŜǊǘƭȅ ǎƻŎƛŀƭ ŜƭŜƳŜƴǘǎΦ !ǎ ǎǳŎƘΣ 

she ultimately ceded the ability of public participation to maintain control and privacy, and noted that, if 

she could not reach an accord between her needs and the affordances of the media form, she would not 

participate. 

 

 ¢Ƙƛǎ ƛƴ ǎƻƳŜ ǿŀȅǎ ŎƻƴŦƛǊƳǎ DƻŦŦƳŀƴΩǎ όмфрфύ ƴƻǘƛƻƴ ǘƘŀǘ ƛŘŜƴǘƛǘȅ ƛǎ ŎǊŀŦǘŜŘ ŦƻǊ ŀ ǎǇŜŎƛŦƛŎ ŀǳŘƛŜƴŎŜΣ ōǳǘ 

also importantly adds an overt awareness that the audience emerges in a specific location, tied to the 
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design and constraints of that location. Whilst this research is keen to question digital duality, it is worth 

noting therefore that the translation of offline reality into the online realm is not a direct and perfect 

translation, but instead it is a specific translation, that has the effect of emphasising certain aspects and 

minimising the importance of others. As such, though it is clear that clear that the offline is translated 

online, future research should consider unpacking what aspects of the offline are overtly emphasised, 

and which aspects are minimised, with a consideration of what the effects of this may be (See Dyer, 

2015). It should not be assumed that offline reality is presented neutrally online. The internet is always 

and purposefully curated, and an awareness of this must be held, particularly when tying the emergence 

of audience to the design of platform, given that, through design, certain communities may be 

minimised or silenced on specific platforms (See Dyer, 2016). 

 

Through the notions of closure and boundaries, Comic Book Theory provides a nuanced case-by-case 

consideration of the role that specific media forms and designs of social media play in mediating, and/or 

control identity and action online, and more importantly, provides a model through which we can 

unpack this process. It reveals that there are strategies to manage this, and that they are negotiated on 

a user-by-user, platform-by-platform basis. Comic Book Theory allows us to unpack this through the 

consideration of personal boundary creation in materially heterogeneous identity presentations. This 

thesis suggests that the negotiation of boundaries should continue to be explored online, as this process 

reveals the tactics, trade-off, and compromises involved the enmeshing of user and design into a 

coherent identity performance. 

 
 

6.5. Technology guiding performances - user mileage may vary. 
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Beyond a consideration of the role of design upon the realisation of specific identity performances, this 

research was also keen to account for the effect of the devices through which the participants were 

engaging with social media. This was necessary given that research suggests that the development and 

progression of devices can be tracked concurrently with changes and developments in our internet uses 

and habits (Anderson, 2015). It was highlighted in the literature review that as technology changes and 

progresses (Dourish, 1998) so too does our engagement with the internet as we are able to do 

progressively more and more through these spaces (Green et al., 2015; Nunes, 2011). Trends have been 

noted for example in regards to consumption patterns (Lenhart, 2015) and use of aspects such as selfies 

and visual aspects (Katz & Crocker, 2015). As such, it was noted that there was a need to consider if and 

how the devices through which young people were accessing these platforms alter their uses. Several 

key findings were discussed in this regard. 

 

It was noted for example that there was a need to consider that social media was generally not being 

engaged with in prolonged sit-down sessions. With a growth in mobile technologies it was apparent that 

the ǇŀǊǘƛŎƛǇŀƴǘǎΩ habits revolved around checking and browsing social media on a regular basis through 

mobile devices. Browsing was highlighted as a key aspect of social media consumption for the 

participants, and made up the large part of their reported social media engagement, largely through 

mobile technology. Indeed, this trend was readily apparent for some of the participants, such as Brian, 

who noted the use of his mobile exclusively for browsing, and a laptop or desktop computer for actual 

content production. This was enacted for a variety of reasons, including checking on their peers, and 

ƪŜŜǇƛƴƎ ǳǇ ǿƛǘƘ ƴŜǿǎ ŀǎ ƛǘ ƘŀǇǇŜƴǎΦ LƴŘŜŜŘΣ ƛǘ ŎƻǳƭŘ ōŜ ŀǊƎǳŜŘ ǘƘŀǘ ǘƘŜ Ψŀƭǿŀȅǎ ŎƻƴƴŜŎǘŜŘΩ ƴŀǘǳǊŜ ƻŦ 

social media, notably prevalent in young people in regards to their use of mobile phones (Cheug, 2016) 

has largely lead to the trend of social media for the consumption of news as it happens. A number of 

studies have revealed a tendency in recent years towards news consumption and production via social 
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media (Hermida et al., 2012). Social media has even been noted for some as their main source of news 

consumption (Harder et al., 2016). Future research should continue to study and unpack how social 

media habits change with the implementation of technology.  

 

This tendency towards browsing had implications for how the data were collected, neglecting the 

possibility for naturalistic observations of the use of these platforms. Therefore, instead of observations, 

the uses of the devices were discussed during the interviews with the participants. It is recommended 

for future studies that the browsing habits of participants should be taken into consideration, and that 

research should be adaptable in regards to how best to capture the engagement of the participants. 

 

Beyond the tendency towards browsing social media, it was apparent from the analysis that there was 

little comparable engagement with technology by the participants. Instead, the engagements with 

technology were realised in a unique manner from participant to participant. This of course does not 

mean that technology did not affect ŀǎǇŜŎǘǎ ƻŦ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘΩ ǳǎŜ ƻŦ ǎƻcial media, but merely that it 

affected them in a variety of manners. For some, aspects such as the better cameras or clearer 

interfaces lead to changes in how they engaged online. For others, such as Brandon, the differences 

ǿŜǊŜ ƴŜƎƭƛƎƛōƭŜΦ !ǊƎǳŀōƭȅ ƻƴŜ ƻŦ ǘƘŜ ƭŀǊƎŜǊ ǎƘƛŦǘǎ ƛƴ ǘŜŎƘƴƻƭƻƎȅ ǿŀǎ ǎƘƻǿƴ ƛƴ aƻƭƭȅΩǎ ŎŀǎŜΣ ƳƻǾƛƴƎ ŦǊƻƳ 

a joint family computer to a phone and eventually a personal laptop. Whilst some changes were noted 

in how she approached social media, it was noticeable that there were little changes in her engagement 

with the platforms for social interaction and social functions. However, for others, the changes were 

larger and more articulated. Brandon for example noted a change from a computer to a phone which 

change his attitude towards the platforms, noting: 



- 247 - 

άL ǘƘƛƴƪ Ƴȅ Ƙŀōƛǘǎ ŀǊŜ Ǉƻǎǎƛōƭȅ ŎƘŀƴƎƛƴƎ ōŜŎŀǳǎŜ ǇǊŜǾƛƻǳǎƭȅ LΩŘ ƻƴƭȅ ƘŀǾŜ ōƻǘƘŜǊŜŘ ǿƛǘƘ ƻƴŜ ǎƻǊǘ 

of social media site and the other two that have come along sort of snapchat as well if you 

incƭǳŘŜ ƛǘ ƘŀǾŜ ōŜŜƴ ǇǳǊŜƭȅ ǎƛƴŎŜ LΩǾŜ ƘŀŘ ŀ ǇƘƻƴŜ ŀƴŘ LΩǾŜ Ǝƻǘ ŀŎŎŜǎǎ ǘƻ ŀƭƭ ƻŦ ǘƘŜƳ ŀǘ ǘƘŜ ǎŀƳŜ 

ǘƛƳŜέΦ 

  

As such, it appears use of technology is bound to the user. Whilst larger samples may again be able to 

highlight specific trends in changes over time, Comic Book Theory argues for a more nuanced and 

grounded consideration of the engagement with technology. In doing so it avoids the deterministic view 

of the effects of the medium as presented by McLuhan (1964) and others. Instead, Comic Book Theory 

demands that we look at this engagement on an individual scale to instead consider how the enmeshing 

of user and technology produces unique engagements. As the data bears out, an understanding of the 

use of technology cannot be gained through a consideration of the technology alone, as though 

technology makes certain uses easier and more apparent, the use of these features will ultimately be 

fulfilled by the user in an individual manner. For example, Molly was arguably able to produce more 

content with a dedicated mobile device than she might have been able to on a joint family computer, 

however, her production habits showed no considerable change between the devices. Similarly, 

however, Comic Book Theory in this regard does not place undue attention upon the human alone. 

Indeed, it should be made apparent that the use of the internet obviously cannot be done without these 

devices, each of which come with their own restrictions and challenges. What Comic Book Theory aptly 

allows us to consider however is the nature in which these restrictions are dealt with by the user, and 

the manner in which each user negotiates their own uses of their devices. 
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Beyond this, it is worth contextualising the devices can be tied to specific purpose for users. This again 

came through iƴ aƻƭƭȅΩǎ ŎŀǎŜΣ ŀǎ ǘƘŜ Ƨƻƛƴǘ ŦŀƳƛƭȅ ŎƻƳǇǳǘŜǊ ǿŀǎ ŎƻƴǎƛƎƴŜŘ ƭŀǊƎŜƭȅ ǘƻ ƘƻƳŜǿƻǊƪ ŦƻǊ ƘŜǊΦ 

Similarly, Willow noted that her desktop computer was reserved for playing videogames, and therefore 

she tended not to use the desktop for social media. Given this, this research notes that technology can 

often be found to be bound to the specific context and situation of the user (Chinn & Fairlie, 2010). 

Therefore, ǘƘƛǎ Řŀǘŀ ŦƛƴŘǎ ǘƘŀǘ ǘƘŜǊŜ ƛǎ ŀ ƴŜŜŘ ǘƻ ŎƻƴǎƛŘŜǊ ǘƘŜ ŘƛŦŦŜǊŜƴŎŜ ōŜǘǿŜŜƴ ΨƘŀǾƛƴƎΩ ŀƴŘ ΨƘŀǾƛƴƎ 

ŀŎŎŜǎǎ ǘƻΩ ŘƛŦŦŜǊŜƴǘ ǘŜŎƘƴƻƭƻƎƛŜǎ ƛƴ ǘŜǊƳǎ ƻŦ ŀ ǳǎŜǊΩǎ ŜƴƎŀƎŜƳŜƴǘ ǿƛǘƘ ǘƘŜƳΦ aŜǊŜƭȅ ƴƻǘƛƴƎ ǘƘŜ 

availability of technology (See Lenhart, 2015), is not enough to presume use and engagement. As such, 

this thesis notes that there is a need to account for the fact that different technology can have different 

meaning and contexts to the user, affecting how they engage with it. Again then, in order to understand 

social media use, there is a need to ground the technology in the socio-cultural concerns of the user at a 

given time and location. 

 

A further point in regards to the use of technology for social media consumption became apparent 

through the analysis of the data, namely the notion that the platforms were not presented in a uniform 

manner across technologies. The presentation of a platform was noted as being variable from one 

platform to the next, and in this regard, it was noted that the ǇŀǊǘƛŎƛǇŀƴǘǎΩ engagement with the 

platforms would change based on how the platform was presented, and which features were easily 

accessible and emphasised. This is worth accounting for, especially as the participants noted they 

preferred to use different devices for different platform due to the design. Sally, for example, noted that 

άƛǘΩǎ ŜŀǎƛŜǊ ǘƻ ōǊƻǿǎŜ ƻǘƘŜǊ ǇŜƻǇƭŜΩǎ ǇŀƎŜǎ ƻƴ ȅƻǳǊ ŎƻƳǇǳǘŜǊ ǘƘŀƴ ƛǘ ƛǎ ƻƴ ȅƻǳǊ ǇƘƻƴŜέ. Again, this was 

dependent ǳǇƻƴ ǘƘŜ ǳǎŜǊΦ {ƻ ŦƻǊ bƛƴŀ ŦƻǊ ŜȄŀƳǇƭŜΣ ǘƘŜ ƛtƘƻƴŜ ǿŀǎ ƴƻǘŜŘ ŀǎ ōŜƛƴƎ άeasier that the 

ŀŎǘǳŀƭ ŘŜǎƪǘƻǇ ƭŀȅƻǳǘέΦ Care therefore should be taken when considering platform use, even when 

following one participant, as their usage may vary based upon the technology through which the user is 
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accessing the platforms. Given that the platforms are not universally presented across technology, 

future research may wish to consider that, in order to understand the use of a social media platform, or 

the engagement with specific features, there is a need to considering the devices through which these 

features are accessed. 

 

This thesis holds therefore that it is the enmeshing of the technological devices and the individual users 

through which the engagement with social media emerges. Whilst these participants in some manner 

ƘƛƎƘƭƛƎƘǘ aŎ[ǳƘŀƴΩǎ όмфспύ ǎǳƎƎŜǎǘƛƻƴ ǘƘŀǘ ǘŜŎƘƴƻƭƻƎȅ ǿƛƭƭ ŀŦŦŜŎǘ Ƙƻǿ ǿŜ ŀŎǘ ŀƴŘ ƛƴǘŜǊŀŎǘΣ ƛǘ ǿƻǳƭŘ 

appear that, as highlighted by a number of critics (Marchessault, 2004; Shaw, 1999), this will not happen 

in a uniform manner, and individual variation must be accounted for. As such, it is clear there is a need 

to consider the technology on a user-by-user basis. 

 

6.6. Multiple platforms. 
 

 

The data matches findings from other studies (Carr & Hayes, 2015; Lenhart, 2015), in reflecting that 

young people are currently using multiple platforms for social interaction. All participants made use of 

at least two social media platforms during the study, with some using up to nine different platforms. 

Whilst it is readily apparent that Facebook and Twitter are popular (all participants used Facebook and 

Twitter in some capacity), and that they are currently an integral aspect of social interaction, this 

research highlights that a focus on these two platforms alone is not enough to understand the entirety 

ƻŦ ȅƻǳƴƎ ǇŜƻǇƭŜǎΩ ŘƛǾŜǊǎŜ ŜȄǇŜǊƛŜƴŎŜǎ ƻŦ ǎƻŎƛŀƭ ƳŜŘƛŀΦ ! ƴŜŜŘ ǘƻ ƳƻǾŜ ōŜȅƻƴŘ ŀ ŦƻŎǳǎ ƻƴ ƻƴŜ ƻǊ ǘǿƻ 

platforms is all the more apparent given the growing array of platforms through which users can now 

interact (Zhao et al., 2016), each offering different ways of expressing identity, consuming and 
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producing content, and socially interacting. As such, not only is there a need to consider a broad 

approach towards social media, particularly when considering the social media uses of young people 

(Wartella et al., 2016), it is also clear that there is a need to consider the specificities of these platforms 

in their own right and to examine the diversity of experiences and uses they can offer.  

 

The broad array of platforms and spaces that need to be considered when approaching social media 

research is starkly apparent when considering how the participants defined social media. Even within a 

small sample, the variety of approaches towards social media was readily apparent, with the 

ǇŀǊǘƛŎƛǇŀƴǘǎΩ ŘŜŦƛƴƛǘƛƻƴǎ ƻŦ ǎƻŎƛŀƭ ƳŜŘƛŀ ǊŜŦƭŜŎǘƛƴƎ ǘƘŜ ŘƛǾŜǊǎƛǘȅ ƻŦ ǘƘŜƛǊ ŜȄǇŜǊƛŜƴŎŜǎ ƻƴƭƛƴŜΦ !ǎƪƛƴƎ ǘƘŜ 

participants to define social media therefore revealed an important consideration for future research 

ƛƴǘƻ ǎƻŎƛŀƭ ƳŜŘƛŀΤ ǘƘŀǘ ǘƘŜ ǊŜǎŜŀǊŎƘŜǊΩǎ ŎƻƴŎŜǇǘƛƻƴ ŀƴŘ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ǎƻŎƛŀƭ ƳŜŘƛŀ Ƴŀȅ ƴƻǘ match 

the user, and that a consideration of how participants conceive of social media may aid an 

understanding of their engagements with and through the platforms. It is apparent that there are a 

variety of approaches towards defining social media, and that social media is not understood or used 

uniformly by users. As such, it seems odd that research should attempt to take a uniform approach 

towards social media when collecting data. Doing so risks prioritising a certain approach over other 

equally legitimate understandings of social media. It is suggested therefore that a similar approach, 

placing the definition and scope of social media in the hands of participants, should be taken by future 

research in order to understand what these spaces mean to the participants. Asking the participants to 

define social media allowed this research to consider what social media was to the participants, and 

helped in an understanding of how they conceived of these spaces. As Lefebvre (1991) notes, 

understanding how social spaces are conceived of by the users of that space can help better reveal and 

unpack the practises enacted within those spaces.  
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Interestingly, the data suggests that researchers should be particularly careful when gathering data from 

Facebook alone and generalising from this, as several participants suggested that Facebook was in fact 

noticeably different to other social platforms. In essence, the uniqueness of Facebook made the 

platform an outlier in their social experiences online; it was the exception, not the rule. It was therefore 

engaged with in a different manner from other platforms. As Brian put it:  

άL ƎǳŜǎǎ ǘƘŜȅΩǊŜ ŀƭƭ ƪƛƴŘŀ ǘƘŜ ǎŀƳŜΣ ōǳǘ ŀll other social media feel like (.) community. And if 

ȅƻǳΩǊŜ ƴƻǘ ǘŀƭƪƛƴƎ ƛǘΩǎ Ƨǳǎǘ όΦύ ƛǘΩǎ ǎƴƻƻǇƛƴƎ ǿƛǘƘƻǳǘ ōŜƛƴƎ ǇŀǊǘ ƻŦ ǘƘŀǘ ŎƻƳƳǳƴƛǘȅΦ L ŘƻƴΩǘ ƪƴƻǿΦ Lǘ 

Ƨǳǎǘ ŦŜŜƭǎ όΦύ CŀŎŜōƻƻƪ ƛǎ ŘƛŦŦŜǊŜƴǘέΦ  

Brandon also expresses similar sentiments, noting: 

άL ǘƘƛƴƪ ǘǿƛǘǘŜǊ ŀƴŘ LƴǎǘŀƎǊŀƳΣ L ǘƘƛƴƪΣ ǘƘŜȅΩǊŜ ŀ ƭƻǘ ƳƻǊŜ ǎǇŜŎƛŀƭƛǎŜŘ όΦύ ƛƴ ǘƘŜ ǿŀȅ ǘƘŀǘ ǘƘŜȅ ŀǊŜ 

ŘŜǎƛƎƴŜŘΣ ǿƘŜǊŜŀǎ CŀŎŜōƻƻƪ ŦŜŜƭǎ ŀ ƭƻǘ ƳƻǊŜ ƪƛƴŘ ƻŦ ƎŜƴŜǊƛŎέΦ  

Researchers should therefore show caution when using Facebook as an example of social media. As the 

social experiences of young people online are increasingly diversifying (Zhao et al., 2016), research 

should be cautious about relying too heavily on one platform alone, which whilst popular, appears to be 

a somewhat unique experience. Indeed, Comic Book Theory problematizes any easy generalisation 

about social media from one platform alone, highlighting that no platform should be generalised from as 

users and platforms combine to make a unique performance.  It is apparent therefore that, when 

considering social interaction online, there is a need to consider a broad array of platforms and account 

for the multiple experiences of the users. 

 

6.7. More than content production. 
 

 

All of the participants discussed using a range of various platforms for social interaction online. What 

was most apparent from the discussion of their engagements across this range of platforms was the role 
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that browsing and consumption played for the participants. Browsing was a noticeably popular use of 

the platform. Indeed, for the participants, it constitutes the main use of these platforms for a range of 

reasons, including boredom, news gathering, and awareness of peer activity.  In this regard, the findings 

ƻŦ ǘƘƛǎ ǘƘŜǎƛǎ ǎǳǇǇƻǊǘ ǘƘŜ ŎƭŀƛƳǎ ƻŦ ƳǳƭǘƛǇƭŜ ǊŜŎŜƴǘ ǇŀǇŜǊǎ ό2ƛőŜǾƛŏ Ŝǘ ŀƭΦΣ нлмсΤ [ǳ Ŝǘ ŀƭΦΣ нлмсύ ƛƴ 

highlighting the important role that browsing plays in the consumption of social media by young people. 

This thesis holds that browsing and consumption should not be ignored, and should be accounted for 

when considering the role of social media in social life. 

 

Though for some of the participants the public content they produced was not sizable, the social 

functions these platforms served were tangible and important. It was noted that browsing served a 

social function for the participants. In the case of Molly, for example, browsing was largely her only 

engagement with the platforms. Yet she noted that she followed three separate platforms to keep up to 

date with the various social aspects of her friends that were posted across these three platforms. For 

Molly, browsing enabled her to gain this social knowledge and to feel connected with her peers. This 

raises many issues with regards to how we treat ƻƴƭƛƴŜ ŘŀǘŀΦ Lǘ ƛǎ ǎƻ ǘŜƳǇǘƛƴƎ ŀƴŘ Ŝŀǎȅ ǘƻ ǘŀƪŜ ŀ ΨōƛƎ 

ŘŀǘŀΩ ǾƛŜǿ ǘƻǿŀǊŘǎ ŎƻƭƭŜŎǘƛƴƎ ŀƴŘ ǇǊƻŎŜǎǎƛƴƎ ǎƻŎƛŀƭ ƳŜŘƛŀ Řŀǘŀ ƛƴ ƻǊŘŜǊ ǘƻ ƭƻƻƪ ŦƻǊ ŜƳŜǊƎŜƴǘ ǘǊŜƴŘǎ ƛƴ 

topics and content. However, the data that is often captured through trawling this produced content 

cannot be considered representative of the reality of social media for users (Ngai et al., 2015). Research 

suggests that content production cannot be considered representative of the usage patterns of many 

users, a fact that this research supports. Therefore the aspect that is under analysis in much of the big 

data research appears not only to be a portion of the overall social media reality of users, but 

importantly appears to not even constitute the main aspect of social media engagement. With the 

increased prevalence of mobile technology (Perrin, 2015) and the use of social media for a range of 

social function including news and social consumption (Utz, 2015), it is apparent that in order to 
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understand the action and interaction of social media users, one cannot simply sit at the other side of a 

screen and read their posts. Browsing as such can no longer be ignored from sociological research 

online. More than this, it is apparent that content production should not be over-emphasised and 

considered with undue focus.  

 

Of course, it is important to note that this is not just an issue for large scale qualitative data, but also for 

small-scale, in depth, and ethnographic research online. Kozinets (2010) approach towards 

ΨƴŜǘƴƻƎǊŀǇƘȅΩ Ƙŀǎ ŀ ǇƻǇǳƭŀǊ ƳŜǘƘƻŘ ŦƻǊ observing online communities, and continues to be utilised to 

gather insights into the manner in which social communities form online (See Bartl et al., 2016). Kozinets 

(2010) proposes that to gather the richest data, there is a need to actively seek out those users and 

communities who produce a wealth of content. Whilst this is understandable if one is just viewing the 

community in-situ of the website, it is apparent that this is increasingly proven to be a-typical for social 

media engagement, and that equally rich data that is more representative of the average engagement 

with social media can be gathered from understanding and considering users who do not actively 

produce content. If we are to study social media in its entirety this means studying it is its actualised and 

repetitive mundanity. Whilst produced content is readily apparent and obvious when viewing these 

spaces, research should be able to lose its bias towards this fixation, and begin to unpack the mundane 

and consumptive reality of social media in the lives of users, which, as this data reveals, can be equally 

rich and varied, and can reveal a great deal about social media use and social media users.  
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Chapter 7 - Key Contributions and Conclusion 
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7.1. Research Questions. 
 

This thesis set out to address a number of research questions focused around the identity performance 

of young people using social media: 

1) How are the online identity performances, actions, and interactions of a group of 16-25 year 

olds on online social media platforms co-constructed and negotiated by the interactions 

between the user, the technologies they use to access these sites, and the sites themselves? 

2) What role do the specific media forms and designs of social media play in mediating, and/or 

control identity and action online; are there resistances/strategies against this?  

3) How do individual users understand, manage, and importantly negotiate their identities, their 

interactions, and their actions online given the vary media affordances?  

4) How are these identity performances accessed and maintained online, and how does this 

method of access affect the formation, actions, and interactions of these performances?  

5) How do participants understand, define, and negotiate social media? 

 
 

It is clear from this research that the answer to question 1 is rather nuanced and variable, and can be 

answered through a consideration of both question 2 and 3.  By this I mean that the identity 

performances of young people online were expressed and represented through the use of an array of 

platform-specific design features, and that the participants engaged with these features in a variety of 

manners, inspired and influenced by their particular socio-cultural resources and issues that they bought 

to this platform. To answer question 1 therefore requires an equally nuanced consideration of identity. 

As such, this thesis proposes Comic Book Theory, a framework that considers how myriad platform-
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specific heterogeneous features become enmeshed with a socio-culturally grounded user to produce 

unique and malleable identity performance.  

 

In this regard, the specific media forms and designs guided the identity performances of the users, and 

framed what was possible within these specific platforms. In terms of strategies and resistances to these 

design elements, it was again noted that this was engaged with on a user-by-user, platform-by-platform 

basis, with the boundaries of the identity performances negotiated between the user and the design. 

This meant at times accepting the design of the platforms as unchangeable and de riguer, and other 

ǘƛƳŜǎΣ ǳǘƛƭƛǎƛƴƎ ŦŜŀǘǳǊŜǎ ǘƻ Ƴŀƛƴǘŀƛƴ ƳƻǊŜ ŎƻƴǘǊƻƭ ƻǾŜǊ ǘƘŜ ƛŘŜƴǘƛǘȅ ǘƘǊƻǳƎƘ ŘŜǎƛƎƴΦ ¢ƘŜ ǳǎŜǊΩǎ ƛƴŘƛǾƛŘǳŀƭ 

negotiation of identity with design was ongoing, and was susceptible to change based on shifts in their 

socio-cultural situations and resources. In this manner, to answer questions 2 & 3, the identity 

performances were noted as being always and necessarily bound to the design of the platforms, but also 

realised in an individual manner by socio-culturally grounded users. 

 

It was noted that the effects of the devices used to access these platforms was again variable based 

upon the user and their given needs and situation. Key findings in regards to the technology noted that 

the social media platforms were not consistent across devices, but could largely vary, affecting how the 

user approached and utilised the platforms. It was also noted that the attitudes towards technology 

were not neutral but instead that technology could be assigned specific roles and functions by the user, 

again affecting their engagement with these devices. As such, this research notes that a consideration of 

the use of technology needs to situate the technology and account a variety of uses and purposes that 

may affect how it is engaged with. 

 



- 257 - 

Finally, rather than seeking out a particular type of participant, this research allowed the participants to 

ŜȄǇƭŀƛƴ ǘƘŜ ǊƻƭŜ ǘƘŀǘ ǎƻŎƛŀƭ ƳŜŘƛŀ ǇƭŀȅŜŘ ŦƻǊ ǘƘŜƳΦ ƛǘ ǿŀǎ ƴƻǘŜŘ ǘƘŀǘ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ŘŜŦƛƴƛǘƛƻƴǎ ƻŦ 

social media were broad, in line with the variety of social roles that these platforms played in their lives. 

All participants utilised multiple platforms for a variety of reasons. Importantly, these extended beyond 

peer-to-peer contact alone, and included heavy browsing of social media and variable levels of content 

production. This thesis notes then that any consideration of social media should adopt broad approach 

towards the topic to understand a variety of engagements with the growing array of platforms that 

young people utilise. 

 

7.2. Limitations. 

 
 

This thesis acknowledges a number of limitations with regards to the data collection and analysis 

process, from which there are steps that future research conducted using Comic Book Theory to 

understand social interaction online should consider. The interviews were recorded onto a mobile 

phone for the analysis process. This decision was taken as this was readily available to the researcher 

and, more importantly, was deemed to not be overly intrusive to the participants during the interview 

process. This was apparent during the data collection, as, anecdotally, a number of participants noted 

that they felt considerably at ease with the presence of a mobile phone in the room. However, it was 

apparent when transcribing the interviews that the sound quality of the captured interviews was often 

not ideal, and at times, completely unintelligible. This was largely apparent in the interview held in more 

public locations, with background noise being a noticeable issue in this regard. Ultimately then, this 

appears to be a trade of between keeping the interviews comfortable and less imposing, and gaining 

better sound quality from a more apparent recording device. Hopefully, as technology continues to 

improve, this will become less of an issue.  
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What was more problematic in regards to the use of a phone as a recording device was the loss and 

corruption of data incurred after the initial round of interviews. Due to technological difficulties, all-bar-

one of the first round of interviews with the participants were lost, meaning only 26 out of the 35 total 

conducted interviews could be recovered and transcribed. This was a lesson in the unreliability and 

unpredictability of technology, and though suitable steps were taken to capture and back-up the data, 

ultimately technology is not infallible and issues can still arise with the capturing and transferring of 

data. In future, it is suggested that, where possible, it is safer if data is recorded and stored directly onto 

a suitable cloud-based storage. This was enacted from the second round of interviews onwards, further 

minimising the possibility of future data corruption during transference.  

 

As the data was collected over the course of a year, it became difficult to keep track of all of the 

participants over this period. Over the research period, the participants underwent natural life 

progressions including moving location and gaining a range of responsibilities and obligations that made 

appointing suitable times for data collection difficult. This lead to some participants not being able to 

make meetings over the year and missing a round of interviews. Due to this natural fluctuation in the 

lives of the participants, one participant left early on in the process due to a lack of ongoing availability. 

Of the remaining nine participants a range of sessions were held in line with their availability. This 

ultimately meant I managed to record a total of 34 interviews out of an ideal 45 with the nine 

participants. With the data corruption from the first round of interviews, this was reduced to 26 total 

interviews. This was deemed a suitable amount for analysis, and the data that was produced was 

ultimately useful and rich. Further to this, it was apparent through analysis that collecting the data over 

this extended period of a year helped to track changes in the socio-cultural situation of the participants, 

which lead to the ability for a direct consideration of the socio-culturally bound nature of online 

interaction. Given that identity is malleable, it was important and useful to see these changes in action, 
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and to consider their impact upon the online actions and interactions of the participants. Whilst ideally 

the participants would have been able to complete the full course of interviews, the semi-structured 

nature of the interviews allowed for a consideration of the themes on an ongoing basis with the 

participants, and allowed me to adapt the interviews to meet the given availability of the participants.  

 

A further limitation is apparent with the notion of participant selection. The participants were chosen 

ǘƘǊƻǳƎƘ ΨǎƴƻǿōŀƭƭƛƴƎΩΣ ǿƛǘƘ ǘƘŜ ƛƴƛǘƛŀƭ ǇŀǊǘƛŎƛǇŀƴǘǎ ǊŜŎƻƳƳŜƴŘƛƴƎ ŀƴŘ ŎƻƴǎŎǊƛǇǘƛƴƎ ƻǘƘŜǊ ǇŀǊǘƛŎƛǇŀƴǘǎ 

until the target amount was reached. Ultimately, this led to a sample group that evidently is not 

representative and that reflected a range of relatively affluent middle-class, mainly university-educated, 

and mainly white participants. A wider array of participants would have been useful in order to consider 

an array of socio-cultural influences upon social media engagement. Further to this, the precise findings 

from this group are evidently not generalizable. This was largely to be expected however, and the 

theoretical framework made it apparent that seeking certain types of social media users, such as though 

who overtly produce a wealth of content in the style of Kozinets (2010), could be equally problematic. 

Instead, this research was keen not to limit the type of participants (other than by age range, obviously) 

in order to understand the role that social media played within the lives of a range of participants with a 

range of engagements with social media.  

 

While acknowledging these limitations, I would argue that this research makes a number of 

ŎƻƴǘǊƛōǳǘƛƻƴǎ ǘƻ ǘƘŜƻǊȅ ŀƴŘ ǇǊŀŎǘƛŎŜ ƛƴ ǊŜƭŀǘƛƻƴ ǘƻ ȅƻǳƴƎ ǇŜƻǇƭŜΩǎ ŜȄǇŜǊƛŜƴces and uses of social media. 
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7.3. A new, adaptive framework. 
 

 

Comic Book Theory purposefully provides a framework that it is the flexible and adaptive, and it is noted 

that any engagement studied should be considered unique to that user, at that given time and place. 

The approach therefore positions the engagement on a user-by-user basis, and argues against the 

notion of an easy and generalised statement in regards to social media usage. Given the ability of Comic 

Book Theory to unpack the interplay between user and design, it is suggested that, in future research, 

the framework should be explored from a range of socio-cultural backgrounds, including a consideration 

of users in the global south and users from other age ranges, in order to further explore and test the 

validity of the theoretical framework. Ultimately, the data produced through the sampling was rich 

enough to produce a consideration of the enmeshing of user and design, and this approach helped to 

support the proposal of the theoretical frame. In future, this thesis suggests that their other socio-

cultural background be considered to further explore the relationship between user and design. 

 

This thesis began with the aim of unpacking the manner in which young people are using social media to 

perform identity, particularly focusing upon the role of the platforms in producing specific identity 

performances. Comic Book Theory, detailed and proposed in this thesis, suggests that this is a nuanced 

and complicated matter that is influenced by a number of factors, which need to be taken into account 

to understand the given identity performances, specific to user and platform. It is through Comic Book 

Theory that we are able to unpack the relationship between user and design in a dedicated and nuanced 

manner that accounts for many variable complexities. The theoretical frame allows for a consideration 

of user specificity and platform specificity that ultimately results in malleable identities negotiated 

between materially heterogeneous elements. 

 



- 261 - 

Such an approach is desperately needed at a time when more and more users are present online, and a 

wider array of platforms are being used. This thesis therefore overtly addresses the trend in digital 

sociology towards a focus upon only the most popular platforms, and instead demands that research 

consider that the data being captured on these platforms is intimately linked to the enmeshing of 

specific user with specific design. Further to this, Comic Book Theory suggests that there are more 

manners of engaging with platforms socially than merely producing content, and that social media plays 

may shifting and complicated roles in the social lives of young people. These roles again vary from user 

to user, platform to platform, and technology to technology. It is therefore vital that we not only 

consider the nuances at play between user, design, and technology to create specific identity 

performances, but that we also shift our attention away from the obvious data production to consider 

wider uses of the platform that are equally important to the user, and in some cases, form the bulk of 

their engagements with the platforms.   

 

Comic Book Theory ultimately provides a workable, usable, and transferable frame through which to 

consider and account for design in identity presentation, and through which to consider the role of the 

non-human, without the research becoming lost in an unending web of connections. Whereas ANT and 

similar frames have presented the necessity for a shift towards the consideration of the non-human, 

here Comic Book Theory proposes a workable framework to unpack this and consider to role of the non-

human in a nuanced manner with regards to identity presentation. This importantly is presented in a 

non-deterministic fashion to consider human and non-human enmeshing to create different 

performance. Identity is ultimately malleable and grounded in the specific space in which it emerges. 

The performed identity online then is not purely the result of humans. It is guided by the many 

subtleties and variabilities of design and technology, and equally and is shaped and fulfilled by the user. 
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Comic Book Theory holds that it is these elements enmeshing that produce an identity performance, 

and that are continually re-negotiated as the performance plays out.  

 

Through this purposefully adaptive approach, researchers are encouraged to move beyond the 

consideration of one or two platforms alone, and instead engage with the growing variety of design 

elements available across a growing range of platforms. This is increasingly important in social media 

research if we are to examine the role of social media in the daily lives of users. This evidently involves 

more than just content production, more than just peer-to-peer interaction, and more than just 

Facebook and Twitter. Indeed, it is noted in this research that Facebook can be considered an a-typical 

social media experience, and that focusing upon this platform alone may be mis-representative to the 

diverse online experiences of young people. As such, research needs to move beyond the focus on SNS 

that pervades digital research and acknowledge the complex reality of social experiences online.  

 

Comic Book Research also notes that that there is a need to problematize the notion of an online/offline 

divide. By bringing the work of Goffman online it is evident that a performance of identity is always 

grounded in the socio-cultural reality of the performer. Though there are new spaces, any user who 

approaches these spaces is always bringing their specific needs and resources with them to these 

platforms. Nonetheless, the internet and its specific design offers new challenges and issues, and new 

manners for the offline to manifest itself online. It was noted for example that context collapse was 

increasingly present online, and that users had to deal with separate elements of their offline realities 

overlapping in these online spaces. In such a manner, the offline is always present online, but the design 

features may emphasise certain elements and minimise others, presenting tƘŜ ΨǎƻŎƛŀƭΩ ƛƴ ŀ ǎǇŜŎƛŦƛŎ 

manner. Comic Book Theory offers a framework to unpack this process, and to consider how users react 

to these issues to present suitable identities to the given audiences.  
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In this regard, Comic Book Theory addresses the need for a workable framework through which to 

unpack the many complexities of identity performances online. It is suggested that future research 

continues to test and explore many of the issues raised through this theoretical framework to examine 

how users enmesh with their design to perform identity.  

 

7.4. Comic Book Theory's answer to the complexities of ethics in contemporary online 
research. 

 

 

As we continue to utilise the internet as a space for research, and as the internet keeps shifting, 

evolving, and eluding definition, an increasing number of ethical issues are arising. One of the most 

prominent in recent years has been the re-emergence of the discussion about what data we can and 

should then have access to and be able to view. This is particularly evident in the quickly growing and 

ƛƴŎǊŜŀǎƛƴƎƭȅ ǇǊŜǾŀƭŜƴǘ ǊŜŀƭƳ ƻŦ ΨōƛƎ ŘŀǘŀΩΣ ǿƘŜǊŜ ǘƘŜ ǎǘŀƎƎŜǊƛƴƎƭȅ ƭŀǊƎŜ ǿŜŀƭǘƘ ƻŦ ƴŜǿ ŀƴŘ ŀǊŎƘƛǾŜŘ Řŀǘŀ 

produced daily by millions of users worldwide can be churned and manipulated into useful and insightful 

information about mass trends, public ideas, and public beliefs. But with the increasing reliance upon 

this sort of large-scale data for mass analysis, questions have arisen over the ethical implications of the 

use of this public data (boyd and Crawford, 2011; boyd & Marwick, 2011; Zwitter, 2014). The findings 

from this research equally raise questions for a number of the justifications that the uses of public data 

are predicated upon, in particular highlighting the lack of a clear public/private divide. It would appear 

that this divide between public and private is at best porous and at worst impossible to maintain and an 

ultimately questionable metric for consent.  
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The appeal of public data is largely understandable from a research standpoint. In many ways it is a 

researcƘŜǊΩǎ ŘǊŜŀƳΤ ŀ ǇƭŜǘƘƻǊŀ ƻŦ Ŝŀǎƛƭȅ Ƴƛƴeable data that takes minimal collection and that is 

presented in a consistent and extractable format. The use of public data is also (arguably) largely 

covered ethically in that this data is shared publicly by the producer of the content on platforms that 

often cover the use of data for a range of purposes in the end-user agreements. Users have the option 

ǘƻ ǊŜƳƻǾŜ ǘƘŜƳǎŜƭǾŜǎ ŦǊƻƳ ǇǳōƭƛŎƭȅ ǎƘŀǊƛƴƎ ǘƘŜƛǊ Řŀǘŀ ŀƴŘ Ŏŀƴ ŎƘƻƻǎŜ ǘƻ ΨƭƻŎƪΩ ǘƘŜƛǊ ŀŎŎƻǳƴǘǎ ƛŦ ǘƘŜȅ Řƻ 

not wish to ǎƘŀǊŜ ǘƘŜƛǊ Řŀǘŀ ǇǳōƭƛŎƭȅ όYǊŀƳŜǊ Ŝǘ ŀƭΦΣ нлмпύΦ aŀƴȅ ΨōƛƎ ŘŀǘŀΩ ǊŜǎŜŀǊŎƘŜǊǎ ǘƘŜǊŜŦƻǊŜ ŀǊƎǳŜ 

that there are readily available opt-in security measures, that the data is largely public by choice, and 

that open access and treatment of data to for a data-rich environment can be a positive for research 

(Fairfield & Shtein, 2014; Lewis & Westlund, 2015).  

 

However, the argument against assuming that publicly sharing data is fair-game for researchers is rather 

obvious. Firstly, there is no informed consent for the use of the data for research purposes. This is an 

ƛǎǎǳŜ ǘƘŀǘ Ƙŀǎ ōŜŜƴ ǊŀƛǎŜŘ ƛƴ ŀ ǊŀǘƘŜǊ ǇǳōƭƛŎ ƳŀƴƴŜǊ ŀŦǘŜǊ YǊŀƳŜǊ Ŝǘ ŀƭΩǎ όнлмпύ ǇŀǇŜǊ ǿŀǎ ǊŜƭŜŀǎŜŘ ƛƴ 

which they manipulated the Facebook feeds of 700,000 users without direct informed consent. This was 

widely criticised by researchers who highlighted that the lack of informed consent was troubling (see 

DǊƛƳƳŜƭƳŀƴƴΣ нлмпύΦ IƻǿŜǾŜǊΣ YǊŀƳŜǊ Ŝǘ ŀƭ όнлмпύ ŀǊƎǳŜ ǘƘŀǘ ǘƘŜȅ ǿŜǊŜ ŎƻǾŜǊŜŘ ōȅ CŀŎŜōƻƻƪΩǎ ŜƴŘ 

user agreement which allows them to change and access useǊǎΩ ŘŀǘŀΦ ¢ƘƻǳƎƘ ǘƘƛǎ ƛǎ ƻŦ ŎƻǳǊǎŜ ǘŜŎƘƴƛŎŀƭƭȅ 

true, larger questions arise about the ethical treatment of participants who did not consent directly to 

ƘŀǾƛƴƎ ǘƘŜƛǊ ŎƻƴǘŜƴǘ ƳŀƴƛǇǳƭŀǘŜŘΦ LƴŘŜŜŘΣ ƛƴ ǘŜǊƳǎ ƻŦ ΨōƛƎ ŘŀǘŀΩ ŎƻƭƭŜŎǘƛƻƴΣ ǘƘƻǳƎƘ ǘƘŜ Řŀǘŀ ƛǎ ǘƘŜǊŜ ŀƴd 

is public for anyone to read this of course does not automatically mean that researchers should use it 

without making people aware that their data is being taken and used for research purposes. Some argue 

that users should not only be provided with the option to opt-out of sharing data publicly, but, given the 

ƛƴŎǊŜŀǎƛƴƎ ǊƛǎŜ ƛƴ ΨōƛƎ ŘŀǘŀΩ ƴƻǘ ƻƴƭȅ ŦƻǊ ǊŜǎŜŀǊŎƘ ōǳǘ ƛƴŎǊŜŀǎƛƴƎƭȅ ŦƻǊ ŀŘǾŜǊǘƛǎƛƴƎΣ ǘƘŀǘ ǘƘŜȅ ǎƘƻǳƭŘ ŀƭǎƻ ōŜ 
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able to explicitly opt-out of that data being used for purposes other than social interaction. Here we get 

ƛƴǘƻ ŀ ŘƛǎŎǳǎǎƛƻƴ ƻƴ ΨŎƻƻƪƛŜǎΩ ǿƘƛŎƘ ǿŜ ǿƛƭƭ ǎƛŘŜ-step for the purpose of this rather short discussion, but 

needless to say, informed consent on such a large scale is often impossible and impractical. boyd and 

Crawford sum up this notioƴΣ ŀǎƪƛƴƎ ǉǳŜǎǘƛƻƴǎ ƻŦ ŀ ΨōƛƎ ŘŀǘŀΩ ŀǇǇǊƻŀŎƘ ǘƻǿŀǊŘǎ ǘƘŜ ŀŎŎŜǎǎ ƻŦ ƻƴƭƛƴŜ 

information: 

άǎƘƻǳƭŘ ǎƻƳŜƻƴŜ ōŜ ƛƴŎƭǳŘŜŘ ŀǎ ŀ ǇŀǊǘ ƻŦ ŀ ƭŀǊƎŜ ŀƎƎǊŜƎŀǘŜ ƻŦ ŘŀǘŀΚ ²Ƙŀǘ ƛŦ ǎƻƳŜƻƴŜΩǎ ΨǇǳōƭƛŎΩ 

blog post is taken out of context and analyzed in a way that the author never imagined? What 

does it mean for someone to be spotlighted or to be analyzed without knowing it? Who is 

responsible for making certain that individuals and communities are not hurt by the research 

process? What does consent look like? It may be unreasonable to ask researchers to obtain 

consent from every person who posts a tweet, but it is unethical for researchers to justify their 

actions as ethical simply because the data is accessible. Just because content is publicly 

ŀŎŎŜǎǎƛōƭŜ ŘƻŜǎƴΩǘ ƳŜŀƴ ǘƘŀǘ ƛǘ ǿŀǎ ƳŜŀƴǘ ǘƻ ōŜ ŎƻƴǎǳƳŜŘ ōȅ Ƨǳǎǘ ŀƴȅƻƴŜέ (boyd & Crawford, 

2011, 11) 

 

The above objection to the use of public data does hint at a larger issue; namely that researchers 

ǎƘƻǳƭŘƴΩǘ ŀǎǎǳƳŜ ǘƘŀǘ ŀƭƭ ΨǇǳōƭƛŎǎΩ ŀǊŜ ŜǉǳŀƭΦ LŦ ŀ ǳǎŜǊ ǎƘŀǊŜǎ ǎƻƳŜǘƘƛƴƎ ǇǳōƭƛŎƭȅ ǘƘŜȅ understandably 

may not feel that this alone means that it will be largely seen and accessed. It may be meant for a 

ǎǇŜŎƛŦƛŎ ƎǊƻǳǇ ƻŦ ǇŜƻǇƭŜΤ ŀ ΨǎǇŜŎƛŦƛŎ ǇǳōƭƛŎΩ ό5ȅŜǊΣ нлмсύΦ   CŀƴŘƻƳǎ ƘƛƎƘƭƛƎƘǘ ƛƴ ǇŀǊǘ ǘƘƛǎ ƛǎǎǳŜ ƻŦ ŀ 

specific public. Though they are open to view publicly, the use of specific hashtags highlights their target 

audience to be particular members of an interest group, or people interested in certain events such as 

Eurovision (Highfield et al., 2013). In the same way, some of the participants of this study noted that 

ǘƘŜȅ ŦŜƭǘ ǘƘŀǘ ƴƻǘ ŀƭƭ ΨǇǳōƭƛŎǎΩ ŀǊŜ ŜǉǳŀƭΦ {ƻƳŜ ŦƻǊ ŜȄŀƳǇƭŜ ƴƻǘŜŘ ǘƘŀǘ ōŜƛƴƎ ǇǳōƭƛŎ ƻƴ ¢ǿƛǘǘŜǊ ǿŀǎ ƭŜǎǎ 
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problematic than being public on other platforms, as they felt the fast-moving nature of Twitter meant 

their data was soon forgotten and replaced with newer content. This echoes the concerns raised by 

Dwyer et al (2007) who noted that specific platforms fostered different attitudes towards what data was 

shared and how publicly it was shared. They noted that Facebook users expressed greater trust in the 

platform than MySpace users did in MySpace, and were therefore far more willing to share data publicly 

on Facebook that they were on MySpace. Similar results were found in this data, but importantly, not 

only was this a platform-to-platform issue, but largely varied from user-to-user in line with Comic Book 

Theory, with different users brining different extratextual and intertextual resources to the platforms to 

approach them in line with their individual needs. 

 

There are also potential issues with the assumption that publicly shared data is public by choice. Public 

is for many people a default for participating in social media (boyd & Crawford, 2011). For example, 

studies have examined attitudes towards privacy settings on social media and have found a number of 

complex approaches towards what data is shared publicly (boyd & Hargittai, 2010). Research has shown 

that privacy settings are often sacrificed online in order to interact successfully and present identity 

successfully. For example, Young and Quan-Hasse (2009) note that students with public profiles have 

larger networks and interact with more people. Others have similarly noted variable levels of disconnect 

ōŜǘǿŜŜƴ ǘƘŜ ǳǎŜǊǎΩ ŘŜǎƛǊŜǎ ǘƻ ǇǊƻǘŜŎǘ ǘƘŜƛǊ ǇǊƛǾŀŎȅ ŀƴŘ ǘƘŜƛǊ ŘŜǎƛǊŜ ǘƻ share data publicly that make the 

collection of public data questionable (Acquisti & Gross, 2006; Stutzman, 2006). As such, the awareness 

of the public-ness of data may not be consistent for all users, and it cannot be assumed that just 

because we can access the data that this data was intended for public use and consumption.  
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This bears out in the analysis of the data from this thesis, which notes that privacy is often negotiated 

between user and design, and that the boundaries of the performance are negotiated in this regard, 

with participants noticeably accepting trade-offs in the level of their privacy in order to participate in 

these spaces. The findings from this data reveal complicated relationships with public data. Participants 

appear to walk the line between a need to be public and a desire to control their data and image. Comic 

Book Theory suggests that the boundaries of this are negotiated in an individual manner, and the 

findings suggest that some participants felt they had to doctor their content whilst others merely noted 

ǘƘŜȅ ǎŀŎǊƛŦƛŎŜ ǇǊƛǾŀŎȅ ŦƻǊ ΨōŜǘǘŜǊΩ ǎƻŎƛŀƭ ƛƴǘŜǊŀŎǘƛƻƴǎ ƻƴ ǎƛǘŜǎ ǎǳŎƘ ŀǎ ¢ǿƛǘǘŜǊΦ ¢ƘŜȅ ƛŘŜŀƭƭȅ ǿŀƴǘ ǘƻ ŀŎǘ ŀǎ ŀ 

gatekeeper and keep their profiles locked and private, but in order to fully gain everything they can out 

of social media they suggest that their hand is forced; they need to be public. For the participants, the 

decision to opt-out of public interaction was not so much an opt-out of having their data read as it was 

opt-out of the full experience of social communication online. The participants talked about how they 

maintained control in some ways via blocking and reporting, but as they wanted to participate in the 

ǎƻŎƛŀƭ ǎǇƘŜǊŜ ǘƘŜȅ ŦŜƭǘ ǘƘŜȅ ƘŀŘ ƴƻ ǊŜŀƭ ǿŀȅ ƻŦ ƳŀƛƴǘŀƛƴƛƴƎ ŎƻƴǘǊƻƭ ƻǾŜǊ ΨƭǳǊƪƛƴƎΩ ŀƴŘ ƻǾŜǊ ǊŜǎŜŀǊŎƘŜǊǎ 

using their data without interacting with them. For the participants, to go private was also to severely 

limit social interaction and to limit people finding them. To go private was to lessen their social impact. 

 

In order for public and private to be dichotomous they ought to be exclusive and exhaustive categories. 

But for participants in this research it was neither; it was a false dichotomy. that should not be upheld 

by researchers, or relied upon without due ethical consideration. Instead, public and private were 

viewed on a scale, with everyone in existence seeing the post at one end and nobody at the other. This 

scale also seems to inform the content, timbre, and wording of their posts as well; some things that they 

thought would have larger reach were worded differently. They discussed how posts for wider unknown 

audiences were, depending on the participant, more considered or tapered so as not to give too much 
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personal information, or so as to appeal to a larger-than-usual audience. Whereas posts to their more 

ΨǎǇŜŎƛŦƛŎ ǇǳōƭƛŎǎΩ ŀƴŘ ǘƻ ǎƳŀƭƭŜǊ ǎŎŀƭŜ ŀǳŘƛŜƴŎŜǎ ŎƻǳƭŘ Ŏƻƴǘŀƛƴ ƳƻǊŜ ǇŜǊǎƻƴŀƭ ƛƴŦƻǊƳŀǘƛƻƴΣ ǎǘǊƻƴƎŜǊ 

opinions, and subjects tapered to the perception of that audience. 

 

This is echoed in many ways by the spate of researchers who have struggled to gain access to otherwise 

public websites in order to conduct research and who have noticed that styles of interaction have 

ŎƘŀƴƎŜŘ ƻƴŎŜ ǘƘŜƛǊ ǇǊŜǎŜƴŎŜ ŀǎ ŀ ǊŜǎŜŀǊŎƘŜǊ ƛǎ ŀƴƴƻǳƴŎŜŘΦ [Ŝ.ŜǎŎƻ όнллпύ ŘƛǎŎǳǎǎŜŘ ƛƴ ƘŜǊ ǎǘǳŘȅ ƻŦ ΨŦŀǘ 

ǇƻǎƛǘƛǾŜΩ ŘƛǎŎǳǎǎƛƻƴ ƎǊƻǳǇǎ Ƙƻǿ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎ ŦŜƭǘ ǎǇƛŜŘ ǳǇƻƴ ōȅ ƘŜǊ ΨƭǳǊƪƛƴƎΩ ǿƛǘƘƻǳǘ ŀŎǘƛǾŜƭȅ 

engaging with them, and that her presence was generally better received when she added content and 

discussion to the group. Similarly, Chen et al (2004) acknowledged that researcher might ƴŜŜŘ ǘƻ ΨƭǳǊƪΩ 

at first on some sites to gain enough knowledge before participation, but that collecting data without 

express permission and without announcing a presence on forums and listservs was simply not 

ŀŎŎŜǇǘŀōƭŜΦ ¢ƘŜȅ ǎǘŀǘŜ ǘƘŀǘ άƳŀƴȅ ƭƛǎǘ ƻǿƴŜǊǎ and newsgroup members deeply resent the presence of 

ǊŜǎŜŀǊŎƘŜǊǎ ŀƴŘ ƧƻǳǊƴŀƭƛǎǘǎ ƛƴ ǘƘŜƛǊ ƎǊƻǳǇǎέ ό/ƘŜƴ Ŝǘ ŀƭΦ нллпΣ мрфύΦ ²ƘŜƴ ǘƘŜ ǊŜǎŜŀǊŎƘŜǊǎ ŀǘǘŜƳǇǘŜŘ ǘƻ 

gain access to these communities, they were often faced with adversity from users who on the whole 

felt that, yes their conversations were public, but not by default for researchers or for the public writ 

large. 

 

There is no easy fix for this problem as it stands, and it becomes a trade-off for practicality. Informed 

ŎƻƴǎŜƴǘ ƻƴ ǘƘŜ ǎŎŀƭŜ ǘƘŀǘ ƳǳŎƘ ƻŦ ΨōƛƎ ŘŀǘŀΩ ƛǎ ŎƻƴŘǳŎǘŜŘ ǳǇƻƴ ƛǎ ƭŀǊƎŜƭȅ ƛƳǇǊŀŎǘƛŎŀƭΦ IƻǿŜǾŜǊΣ 

ǊŜǎŜŀǊŎƘŜǊǎ ǳǎƛƴƎ ΨōƛƎ ŘŀǘŀΩ ǇŜǊƘŀǇǎ ǎƘƻǳƭŘ ŎƻƴǎƛŘŜǊ ōŜƛƴƎ ƳƻǊŜ ǘǊŀƴǎǇŀǊŜƴǘ ŀƴŘ ƳƻǊŜ ǎŜƴǎƛǘƛǾŜ ǘƻ ǘƘŜ 

unclear divide between public and private. It is worth keeping in mind that, in many ways, the 

ƛƴŘŜȄŀōƛƭƛǘȅ ƻŦ Řŀǘŀ ǊŜǉǳƛǊŜŘ ōȅ ƳǳŎƘ ƻŦ ΨōƛƎ ŘŀǘŀΩ ǎǘǊƛǇǎ ŀǿŀȅ ŀǘ ǘƘƛǎ ŘƛǾƛŘŜ ŀǎ ǿŜƭƭ ŀǎ ǇƻǘŜƴǘƛŀƭƭȅ ǘƘŜ 
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context and intent of the original message, boiling the complex interactions down into a cold and 

abstract set of statements. Here we begin to delve into the murky and decades old discussion over the 

merits of qualitative and quantitative methodology which often threatens to derail so many of these 

ŎƻƴǾŜǊǎŀǘƛƻƴǎ ŀƴŘ ǘƘŀǘ ŀƎŀƛƴ ǿŜ ǿƛƭƭ ǎƛŘŜǎǘŜǇΦ aŀƴȅ ΨōƛƎ ŘŀǘŀΩ ǊŜǎŜŀǊŎƘŜǊǎ ŎƻƴǘƛƴǳŜ ǘƻ ŘƛǎŎǳǎǎ ŀƴŘ 

debate how to deal with and account for context in the data they analyse.   

 

Rather than assuming that public interaction is a singular category, researchers should be careful to 

acknowledge the many nuances at play in public interactions. Public should not be thought of as a catch-

all category, but instead researchers should acknowledge that there is, as Waskul and Douglass (1996) 

Ǉǳǘ ƛǘ ǘǿƻ ŘŜŎŀŘŜǎ ŀƎƻΣ ǎǳŎƘ ŀ ǘƘƛƴƎ ŀǎ ōŜƛƴƎ ΨǇǳōƭƛŎƭȅ ǇǊƛǾŀǘŜΩΦ ¢ƘŜ ƛƴǘŜǊŀŎǘƛƻƴǎ Ƴŀȅ ōŜ ǇǳōƭƛŎƭȅ 

accessible but the participants may view these interactions as less public, possibly even as private. The 

ǎŀƳŜ Ƴŀȅ ōŜ ǘǊǳŜ ƻŦ ŀǊŎƘƛǾŀƭ Řŀǘŀ ǘƘŀǘ ǎŜŜƳǎ ǘƻ ōŜ ƳƻǊŜ ǇǊŜǾŀƭŜƴǘ ǘƘŜǎŜ Řŀȅǎ ƛƴ ΨōƛƎ ŘŀǘŀΩ ǎǘǳŘƛŜǎΦ ¢ƘŜ 

ǿŀǊƴƛƴƎ ŦƻǊ ΨōƛƎ ŘŀǘŀΩ ǘƘŜƴ ǎŜŜƳǎ ǘƻ ōŜ ǎǳƳƳŜŘ ǳǇ ƴŜŀǘƭȅ ƛƴ ǘƘŜ ǿƻǊŘǎ ƻŦ wƻōŜǊǘǎΣ Smith, and Pollock 

όнллпΣ мсмύΣ ǿƘƻ ǎǘŀǘŜ ǘƘŀǘ άǊŜǎŜŀǊŎƘŜǊǎ Řƻ ƴƻǘ ƘŀǾŜ ǘƘŜ ǊƛƎƘǘ ǘƻ ŘŜŦƛƴŜ ǎǇŀŎŜǎ ŀǎ ǇǳōƭƛŎ ƻǊ ǇǊƛǾŀǘŜ ǘƻ 

meet their own research needs. Rather, account should be taken of the size and nature of the online 

forum and the intrusiveness of tƘŜ ǎǘǳŘȅέΦ {ƛƳƛƭŀǊƭȅΣ this research suggests that the assumption of public 

and private should not be made with a consideration of what these mean to the participants, and how 

these boundaries have been reached on a person-by-person, platform-by-platform basis. 

 

Essentially then, keeping this discussion very much in mind during the data collection process, this 

research did not collect public data from social media platforms directly. This is in part a practical 

matter. Given that this research did not focus upon one or two platforms, but instead sought to 

ǳƴŘŜǊǎǘŀƴŘ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘǎΩ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ǎƻŎƛŀƭ ƳŜŘƛŀΣ ŀƴŘ ǘƻ ŘƛǎŎǳǎǎ ǘƘŜƛǊ ǳǎŜ ƻŦ ŀ ǿƛŘŜ ŀƴŘ ōǊƻŀŘ 
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range of sites, it would be impractical and in some cases, impossible to access all of the social media 

platforms that the participant was using. Some sites such as Yik Yak for example are anonymised and 

location based. Other sites and platforms are similarly location bound, and can include sensitive 

information despite being public, including data platforms such as Grindr and Tinder. In essence, this 

ǿƻǳƭŘ ƳŜŀƴ ǘƘŀǘ L ŎƻǳƭŘ ƴƻǘ ǊŜŀǎƻƴŀōƭȅ Ŧƻƭƭƻǿ ŀƴŘ ƻōǎŜǊǾŜ ǘƘŜ ǇŀǊǘƛŎƛǇŀƴǘΩǎ ƧƻǳǊƴŜȅ ŀƴŘ ƴŀǊǊŀǘƛǾŜ 

construction on these platforms in person as I may not be in the same geographical location, and I could 

not reasonably know which posts the participant has sent and which have been sent by others. Similarly, 

as I own an Android phone, some platforms that are Apple exclusive would not be easily accessed. As 

such, and given the fact that my participants had a large range of platforms and sites between them, 

reasonably observing and capturing data from these sites over the research period would have been 

problematic and often impossible.  

 

Similarly, observation was not deemed a tenable process as the participants did not access the 

platforms for prolonged period, meaning any observation would not be naturalistic. Nonetheless during 

ǘƘŜ Řŀǘŀ ŎƻƭƭŜŎǘƛƻƴ ǇǊƻŎŜǎǎΣ ǳǎƛƴƎ ǘƘŜ ŀǳƎƳŜƴǘŜŘ ƻōǎŜǊǾŀǘƛƻƴ ǇǊƻŎŜǎǎ ƻŦ ΨǾŜǊōŀƭ ǇǊƻǘƻŎƻƭǎΩ ό¸ƻǳƴƎΣ 

2013), this study did view the public profiles of the participants. Crucially however, this was very much 

with the consent of the participants, who were in control of which data I saw during this process. They 

were given the option of not showing me their public profiles, and it was emphasised that there would 

be no repercussions if they did not want to show me the platforms. As such, the participants were in 

control of what data I saw, and how I saw it. As this was a guided discussion and viewing of and about 

their social media accounts, they were encouraged to take control of the protocols, guiding me through 

their profiles to aspects of the site they found interesting or noteworthy. This process therefore allowed 

me access to the public profiles of the participants, whilst affording them explicit consent and control 

over what data I had access to with the direct knowledge that this data was being used for the purpose 
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of research upon which they had been fully briefed. Given this, the observations were instead changed 

ǘƻ ŀ ΨƎǳƛŘŜŘ ǘƻǳǊΩ ƻŦ ǘƘŜƛr social media platforms and their interaction with technology.  

 

This approach of direct agency and control for the participants over their own data, along with my 

access to said data with the express and overt aim of collection for research purposes, helped to provide 

protection for the participants, their data, and their privacy. This helps meet Corbin and Morse (2003) 

ǎǳƎƎŜǎǘƛƻƴ ǘƘŀǘ ƛƴǘŜǊǾƛŜǿ ǊŜǎŜŀǊŎƘ ƛǎ ǘƻ ōŜ άŎƻƴŘǳŎǘŜŘ ǿƛǘƘ ǎŜƴǎƛǘƛǾƛǘȅ ŀƴŘ ƎǳƛŘŜŘ ōȅ ŜǘƘƛŎǎέ ό/ƻǊōƛƴ ϧ 

Morse, 2003, 335). Here the sensitivity towards the ǇŀǊǘƛŎƛǇŀƴǘǎΩ data and privacy is tantamount, and 

any compromise is not largely antithetical to the aims of the research. As such the awareness of the 

need to protect the data and rights to privacy of the participants becomes beneficial to both the 

researcher and the participants.  

 

The approach taken in this research as such purposefully sidesteps this discussion of what data we 

should have access to, presenting a third tenable option. Rather than discussing the data produced by 

participants, this research positions the experiences and thoughts of the participants in regards to social 

media as being of key importance. In essence, the data produced is less important than the thoughts 

and machinations of the participants in the production and consumption of this data. This is especially 

pertinent as data production online and especially in social media has been suggested to be an a-typical 

usage (Barnes, 2013; Bright et al., 2014), in comparison to the consumption of data, which appears to be 

more common, and just as worthy of attention as produced posts and updates. Rather than collecting 

potentially a-typical uses of social media through online content and data alone, this research was able 

to unpack the uses of social media beyond purely data consumption to understand the role of social 

media in everyday life, and gave voice to the thoughts and perceptions of the users of social media. 
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Finally then, this thesis wishes to conclude by referring back to the words of Larkin, written in 2008, who 

ƴƻǘŜŘ ǘƘŀǘ άǿƘŀǘ ƳŜŘƛŀ ŀǊŜ ƴŜŜŘǎ ǘƻ ōŜ ƛƴǘŜǊǊƻƎŀǘŜŘΣ ƴƻǘ ǇǊŜǎǳƳŜŘέ ό[ŀǊƪƛƴΣ нллуΥоύΦ /ƻƳƛŎ .ƻƻƪ 

Theory holds this to be true, especially in an age when they are increasingly present in the lives of young 

people. This interrogation is vital to understand the role of the platforms in the social interactions of 

young people. Through Comic Book Theory, this much needed interrogation can be conducted, in a 

manner that allows for the deftness needed in addressing the growing array of experiences online.  
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