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affordances Treem, J. W., & Leonardi, P. M. (2013). Social media use
in organizations: Exploring the affordances of visibility,
editability, persistence, and association. Annals of the
International Communication Association, 36(1), 143-
189.
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its influences
. Reynolds, L., Smith, M.E., Birnholtz, J.P., & Hancock, J.T.
[~ RLH] (2013). Butler lies from both sides:
Actions and perceptions of unavailability messaging in
texting. Proceedings of the ACM
conference on Computer-Supported Cooperative Work
(CSCW 2013)
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interpersonal divide. New Media & Society, 20(3), 1161-
Masspersonal 1180.
communication on live
streaming John C. Tang, Funda Kivran-Swaine, Kori Inkpen, and
Nancy Van House. 2017. Perspectives on Live Streaming:
Apps, Users, and Research. In Companion of the 2017
ACM Conference on Computer Supported Cooperative
Work and Social Computing (CSCW ’17 Companion).
Association for Computing Machinery, New York, NY,
USA, 123-126.
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networks Behavior on Evaluations of Individuals on Facebook: Are
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EZE_#3ZH] Communication Research 34, 28
Christakis, N.A., & Fowler, J.H. (2011). Connected: How
your friends’ friends’ friends affect
everything you feel, think, and do. New York: Little
Brown. Chapter 6 : Politically Connected.
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Distributed
collaborative Kiesler, S., & Cummings, J. (2002). What do we know
relationships about proximity in work groups? A legacy of research on
physical distance.
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https://towardsdatascience.com/fairness-metrics-wont-
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GO. Mobile Media & Communication, 5(1), 15-19.
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Augmented experiences in cultural spaces through social
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Heritage. (A&HCI indexed)

Buchanan, G. R. (2010, June). The fused library:
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Yuan, C. W., Hanrahan, B.V., Lee, S., Rosson, M. B., &
Carroll, J. M. (2017, online first). | didn’t know that you
knew | knew: Investigating collaborative shopping
between people with visual impairment and people with
vision. Proceedings of the ACM on Human Computer
Interaction

Hung, M.-W., Yuan, C. W,, Chen, Y.-H., Bi, N., Lee, W.-C,,
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