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Abstract
A long debated subject involving the usage of computer mediated communication, or CMC as communication scholars refer to it as,

is its impact on social interaction in face-to-face scenarios. With the added anonymity, less realistic, and seemingly inconsequential 

social interactions that take place between users on any form of computer mediated communication, a problem arises with the users 

interactions in an offline social connection, whether it be between someone whom they communicate online with or not. Utilizing 

content analyses, survey reports, literature reviews, and firsthand accounts by professional communication scholars, the researcher 

has come to several different conclusions that will be discussed in this report. This research paper delves into the interactions 

between individuals online, focuses on the differences in social interaction between individuals who do not utilize computer 

mediated communication and those who do, and looks into individuals who do use CMC and how their face-to-face social 

interactions are affected.



     With the ever-growing industry of technological communication and the boom of the Internet, computer mediated 

communication is becoming more and more popular around the entire world. There is not a single country in the entire world that 

has not had at least some sort of exposure to computer mediated communication, and been affected in some sense. The Internet has 

provided a new and sustainable source of economic, cultural, and social growth to countries not only in the core nations, but in the 

semi-periphery and the periphery as well. But, not everything about the adoption of the Internet and forms of computer mediated 

communication has been socially beneficial. With the inherent difficulties that the Internet and the ease of instantaneous global 

communication have procured, several social issues involving the social interactions of computer mediated communication users 

have arisen. The Internet, which at its very core is made as a method of computer mediated communication, but in so doing, it has 

wounded the ability of users to interact on a face-to-face basis due to the inconsequential feeling that the Internet provides as a 

venue for communication.

     To delve deeper into the idea of computer mediated communication, firstly it must be strictly defined. According to McQuail (200

5), Computer-mediated communication is defined as “any communicative transaction that occurs through the use of two or more 

networked computers” (p. 277). This definition is accurate, but must be elaborated upon for a more accurate portrayal of today’s 

usage of computer-mediated communication. With the influx of new communication technology and the increasingly vague lines 

between what is a computer and what is not, social interactions are constantly being affected by computer-mediated 

communication. Social-networking Sites, texting, multimedia messaging, instant messaging, VOIP, interactive forums, e-mail, 



video chat, and online video games are all methods of computer-mediated communication that will be discussed and considered as 

an extended inclusion under computer-mediated communication. 

The goal of this research is to discover whether or not a relationship does exist between computer-mediated communication and an 

affliction on the social interactions that take place in a face-to-face scenario offline. It is the researcher’s opinion that not only does 

a relationship between the two exist, but it is a very prominent one. The researcher believes that an excessive usage of computer-

mediated communication will lead to strained physical relationships with individuals in the offline community, hyper-personal 

relationships with other users of computer-mediated communication, and a lowered level of communication apprehension. 

Communication apprehension was first developed as a tool to measure public speaking anxiety, but in the past 50 years it has 

become one of the most researched constructs in the field of communication (McCroskey, 2009, p. 151). Communication 

apprehension measures how comfortable or uncomfortable a particular individual is when communicating with another individual 

or group of individuals. An appropriated level of communication apprehension will be an accurate measurement of how 

comfortable a user is communicating in a face-to-face situation when having an extended history of using computer-mediated 

communication (151-153). 

The significance of this research has become increasingly apparent over the past years due to the exponential growth of number of 

users utilizing the different methods of computer-mediated communication. According to the International Telecommunication 

Union, approximately one-third of the total world’s population was considered to have an “online presence” in 2011 (p. 4). With 

the Internet globally expanding and doubling its impact around the globe in the past five years, this research will become much 

more prominent in the communication field. The greatest issue with the impact of computer-mediated communication and its 

affliction on the social interactions in offline situations is that the level of personality within conversation, level of trust between 

people, and the reality of offline interactions will begin to fade. With the amount of data that is being transferred between users in 



online, computer-mediated media, the ability of those users to communicate face-to-face will suffer. 

The socio-psychological impact of computer-mediated communication shows that users generally take their socially constructed 

identity by how they portray themselves online. A perfect example of this is a study conducted by Kim Junghyun and Roselyn Jong-

Eun in 2011. They surveyed, interviewed, and studied groups of college and high school students attempting to find a correlation 

between the number of “friends” they had on Facebook and the level of social support they felt from those online friends (p. 359-361

. They defined “friends” as a “subset of peers who engage in mutual companionship, support, and intimacy” (360). The researchers, 

interestingly enough, discovered that in the end Facebook users who had a larger number of “friends” had a higher level of 

perceived well-being than those with fewer friends. Through the interpretation of the Uses and Gratifications theory, these 

individuals perceive their self-worth higher due to having an increased number of online “friends”. Oddly enough though, another 

finding of this study was that the individuals who had a higher number of “friends” had a lower frequency of perceived social 

support from their “friends” involved in computer-mediated communication. This is a major issue plaguing computer-mediated 

communication, because the interactions that take place online make the user feel less involved than if it were a real face-to-face 

social interaction. 

Another key study that led the researcher to developing the particular hypothesis that was adopted was a psycho-sociological study 

conducted by Yohyung Shin and Kyojik Song in 2011 (p. 126-139). The two researchers decided to put their heads together and 

decide if there was a difference in communication effectiveness between groups that utilized computer-mediated communication to 

accomplish specific tasks, as well as having to participate in face-to-face communication to deal with the social aspects of the tasks.

 Their findings were quite interesting. Within the 42 groups of individuals that were selected, the groups utilizing a greater amount 

of computer-mediated communication were more oriented towards accomplishing the given task more efficiently than the groups 

utilizing more time spent in face-to-face communication (129). Conversely, the groups that spent more time communicating face-to-



face were much more socially cohesive and supportive. This study shows that the social aspect of computer-mediated 

communication is lacking, and cannot replace the social-support system that exists in pure face-to-face interactivity (130). This past 

research is imperative in the understanding of the subject of computer-mediated communication, because it clearly shows that 

computer-mediated communication is not completely flawed, but rather it offers benefits as well. But, for the sake of the 

researcher’s hypotheses, the fact remains that the groups which spent less time centralized around computer-mediated 

communication forms were much more socially cohesive. This leads to the initial hypothesis being supported by stating that the 

impact of computer-mediated communication on the groups impacted their offline social communication negatively.

     These two studies were major points of data for the researcher to draw upon when adopting and investigating the hypothesis and 

research question. With both of the studies, the authors were completely unbiased due to them being socio-psychological studies per

formed in professional journals, which add to the coherence of the researcher’s hypothesis. The studies both showed different 

aspects of computer-mediated communication and displayed different aspects of the usage and portrayal of computer-mediated 

communication’s impact on the offline social interaction of individuals. The raw data portrayed in these two past studies coincided 

with the researchers own study, as well as the content analysis of competitive gamers utilizing computer-mediated communication 

to converse during competitive gaming events. Through the content analysis, it was shown that a particular group of competitive 

gamers that lived together tended to use friendly and socially-cohesive language much more frequently than teams participating 

solely through computer-mediated communication forms via the Internet. 

     Through the application of the content analysis and the surveys filled out by average college students, the researcher was allowed

to partake in first-hand experience of realizing that computer-mediated communication is not something that can simply be nailed 

down as being socially constructive or destructive, but rather it can be both depending on how the user mandates it. If a particular 

user over-indulges in computer-mediated communication and neglects to centralize themselves in real face-to-face interaction, they 



will become a social “outlier” and have difficulty communicating offline. According to Lu Shuang-shuang (2010), “[computer-

mediated communication] violates the traditional politeness principles” (p. 92) and then readapts the principles in order to sustain a 

conversation over online synchronous communication forms like instant messaging or video chat. Synchronous computer-mediated 

communication is the act of communicating in “real-time” where one user is aware of when the other is receiving or sending a 

message (94). Asynchronous computer-mediated communication, with forms like e-mail, allows users to respond at their own pace, 

and does not generally notify the sender that their message has been received. In this study it is proven that computer-mediated 

communication does function to aid online communication and adapt to it, but it also shows that individuals participating in 

computer-mediated communication misrepresent the traditional politeness principles, which are key in maintaining healthy offline 

social relationships. 

     The adaptation of the average Internet user to forms of computer mediated communication has become incredibly radical, due to 

the increasing popularity of Social Networking sites, Massively Multiplayer Online Games, and instant messaging. Social 

networking sites are a huge part of this online community that is constantly growing and becoming less used to communicating 

through actual offline social interaction. Social networking sites all share three common principles in order to be considered a 

“network”. Firstly, the ability exists to “construct a public or semi-public profile within a bounded system.” Secondly, the ability 

exists to “articulate a list of other users with whom they share a connection.” Finally, the ability exists “to view and traverse those 

connections.”(Hunt, Krishnan, & Atkin, 2012, p. 187)  According to Geoffrey Fowler, a writer for the Wall Street Journal (2012), Fac

ebook, an incredibly popular social networking site, surpassed 1 billion active users, (Sengupta, 2012, p. 1) in which half of whom 

access the social networking site through their mobile devices. This is incredibly substantial because even if one out of every ten 

users of this particular mode of computer-mediated communication begin to disengage from the reality of offline social interaction 

and disregard the traditional politeness principles in their face-to-face communication, the impact will cause a deterioration of 



social acceptability standards.  

     The surveys that were dispensed, collected, and analyzed by the researcher displayed very similar results to what was discovered 

by the previous analysis by other studies. With eighty-seven individuals surveyed, very interesting assumptions were drawn after it 

was all said and done. With the vast majority, 94% saying that they regularly utilize at least two or more forms of computer-

mediated communication in any given day of the week. 74% of individuals surveyed said that they use four or more methods of 

computer-mediated communication, and 14% admitted to being hopelessly addicted to social networking sites. These numbers 

really show that the majority of individuals surveyed have an obvious affinity for utilizing computer-mediated communication as 

frequently as possible, with over half admitting that they regularly text message while in class. Not only would they text in class 

though, but close to the same percentage would text, take a call, or Facebook while on an intimate one on one date. This shows a 

very clear breakdown in the traditional politeness principles that should be shown to any particular individual based off of respect. W

ith the ease of access that computer-mediated communication now offers, it is no far reach to say that American citizens are very 

infrequently less than five feet away from one or more media of computer-mediated communication. This is a scary thought 

considering the idea that it is a definite possibility that an excessive usage of computer-mediated communication can disrupt, 

displace, or discourage the frequency or depth of face-to-face social interaction. 

     A large portion of the individuals that were surveyed, approximately sixty percent, admitted that the usage of computer-

mediated communication in their everyday lives affected the way that they behaved in offline social interactions. Another surprising

detail emerged when several members who were surveyed admitted to using “text-lingo”, like LOL, LMFAO, BTW, and BRB, in 

actual everyday face-to-face verbal communication. This is an extreme example of the way that computer-mediated communication 

affects the social interactions of individuals while they are offline. It does not take a social psychologist to describe that what an 

individual practices while in one scenario, he/she performs similarly in another. In this instance the individual is practicing the 



etiquette that may be considered appropriate while communicating with someone via the Internet, but not in a typical, real-time 

face to face communicative method. The steady and constant acceptance of these types of behaviors encourages the weakening of so

cial interaction, as well as encourages the usage of computer-mediated communication as an alternative. 

     In conclusion, the researcher has accepted both hypotheses through the impact of past similar studies, the findings in conducted 

field research and surveys, and through an immersive content analysis. It has been shown that individuals participating heavily in 

computer-mediated communication tend to stray away from traditional social norms as far as communication goes, which leads to 

a disconnect from the reality of face-to-face interaction. With the adoption of computer-mediated communication, the world is 

becoming less about interacting with someone, and more about interacting with something. The impact that follows these 

allegations is that the world may eventually become a place where there is absolutely no face-to-face interaction. Another 

possibility is that the global community will accept computer-mediated communication as a key player in communication and 

allow it to change the traditional politeness principles and manipulate them into creating a different norm. Either way, computer-

mediated communication is a double edged sword. Through providing a venue for individuals to communicate synchronously or 

asynchronously across great distances, computer-mediated communication has allowed humanity to pave a new highway to a 

greater societal change. Whether that is a highway packed with spiteful miscreants, or one lined with friendly pedestrians, that is 

completely up to us. 
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