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ABSTRACT

In parallel to the near-ubiquity of social and mobile media in the modern
communication technology ecology, college courses focused on mass media and
communication technology have adapted to include discussion of the role that these
technologies play on human thoughts, feelings, and behaviors towards each other.
However, the brunt of these discussion seem to frame CMC (computer-mediated
communication) as a necessary evil – technologies not fully capable of authentic
and meaningful human communication, but nonetheless increasing prevalent in
society. Which such concerns might be warranted, educators are cautioned against
adopting such a myopic “loss frame” approach in that it assumes that (a) CMC
interactions are inherently inferior to FtF ones and (b) side-steps important research
showing the relative benefits (and detriments) of CMC. In his presentation, Dr. Nick
Bowman (West Virginia University) will discuss relevant theory and emerging
research on both points, with an end goal of demonstrating the pedagogical utility of
focusing on a functional (rather than normative) approach to discussing the
interpersonal and social uses and effects of CMC.





HISTORICAL MORAL PANICS 

Bowman (2016a)



UPDATE 1: WHAT IS SOCIAL MEDIA? 

• Computer

• Mediated

• Communication 

CMC research tends to focus on how channels 
mediate the human communication process. 

Sender

Receiver

IT’S NOT YOU, IT’S ME

Not u. 

its me.

=(

Message
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Keitzmann et al (2011)



UPDATE 1: WHAT IS SOCIAL MEDIA? 

• It’s demanding, if nothing else.

– Cognitively demanding

– Behaviorally demanding

– Affectively demanding

– Socially demanding? 

Bowman (2016b)



UPDATE 2: MASS/INTERPERSONAL

Mass COMM

• Large audience (> 50?)

• Anonymous source

• Complex + multiple goals

• mediated

Interpersonal COMM

• Intimate audience

• Personal source

• Clear(?) goal

• (usually) non-mediated



UPDATE 2: MASS/INTERPERSONAL
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We can delink “mass” and “personal” 

forms of communication, and newer 

technologies this delinking more 

apparent.  

O’Sullivan (2005)



UPDATE 2: THE MEDIA EQUATION
Users respond to technology 

as if it were human 

(Reeves & Nass, 1995)



UPDATE 2: THE MEDIA EQUATION
…and it’s true, in fact 

there is ample 

evidence that we can 

develop completely 

social experience 

with technology!

Object Me Symbiote Other

Banks & Bowman (2015)



UPDATE 3: DISPLACING CONVOS
Technology has 

displaced authentic 

human-human 

interaction in favor of 

constant mediation



UPDATE 3: DISPLACING CONVOS
Technologies can also 

increase:

social presence

self presence

physical presence 

143

Westerman & Skalski (2000)



UPDATE 3: DISPLACING CONVOS

• Students even use social media to foster and 

engage with online learning communities

Bowman & Ackaoglu (2015)



UPDATE 3: DISPLACING CONVOS

Social media might even 

enable communication 

that overcomes FtF

constraints .. But, is this 

always a good thing? 

http://www.theswedishbed.com/2010/03/25/who-is-hiding-behind-videogames-avatars/
http://www.theswedishbed.com/2010/03/25/who-is-hiding-behind-videogames-avatars/


MODERN MORAL PANIC?

• Technology abstinence is 

growing practice
Peers Exp. Media Fam. Edu

CMC Good 4.22 4.04 3.56 2.51 2.45

Bad 2.86 3.09 3.41 3.25 3.35

FtF Good 4.02 4.38 2.64 4.48 4.28

Bad All low (1.75 – 2.87) 

Westerman, Bowman & Daniel (2015, NCA)



CONCLUSIONS





FOR MORE INFORMATION

Nicholas.Bowman@mail.wvu.edu

@bowmanspartan

Skype: nicholasdbowman
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Shameless plug: Many of these 

themes form the base of our newest 

textbook (Kendall-Hunt). Jes’ Sayin’ …

mailto:Nicholas.Bowman@mail.wvu.edu
https://www.kendallhunt.com/westerman/
https://www.kendallhunt.com/westerman/
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