
How Twitch.tv is providing a safe space for individuals 
from all walks of life and creates opportunities for new 

inclusive forms of communication for all. 
 
 
Abstract 
 
The aim of this paper is to discuss the ways in which streaming services, specifically Twitch.tv, have 
been able to provide unique experiences to its communities. Twitch.tv has been beneficial to those 
who may have social or physical limitations as well as a safe space for individuals of different sexual 
orientations and political affiliations. It will also demonstrate the way Twitch has created communities 
based around shared interests and has formed new type of communities, as well as creating an all-
inclusive environment globally that have also given rise to a new form of political communication with 
a global reach, spreading awareness not only restricted to one country. 
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The rise of video games and the digital world has opened new pathways for those involved in the 
online community. Online communities can be used as a way for the imagination to be stretched to 
allow people to be removed from the present moment and live in a virtual world, streaming services 
like Twitch.tv, YouTube and Facebook Gaming are platforms for this form of escapism (Calleja, 2010). 
Streaming services like Twitch.tv have allowed a variety of personalities and people to thrive and find 
a sense of place and a way to gain confidence, including those who might not be able to otherwise in 
the real world, these people include those with disabilities (physical or mental). It has been found to 
be a platform for those wishing to seek people of similar beliefs and interests and communicate 
across the globe where this was not possible before. Twitch.tv while primarily a gaming streaming 
service is not just specifically focused on this area, but instead covers a wide range of interests from 
art, music, science, to fitness and ‘Just Chatting’. 
 
Anxiety or more specifically social anxiety is a mental health condition, it revolves around the fear of 
being watched and judged by others whether strangers or peers. It can affect day to day life including 
work, school, social anxiety can also be associated with difficulty in making and maintaining 
friendships (National Institute of Mental Health, 2021). Autism Spectrum Disorder (ASD) is also similar 
in that it affects communication, behavior, and interaction with other people (National Institute of 
Mental Health, 2021).  
 
These definitions demonstrate that these conditions are heavily associated with difficulties in 
communication and creating lasting friendships in person, due to a wide range of scenarios. Twitch.tv 
and for that matter other forms of online communication can be utilized to circumvent these 
difficulties. With the rise of the internet, it has opened new pathways for anonymity while also allowing 
people a voice. There have been studies undertaken that prove people with conditions like ASD and 
Social Anxiety indeed experience a higher rate and quality of friendships online rather than in person 
and as a result experience lower levels of loneliness (Sundberg, 2018). Twitch.tv can create a place 
for people with these conditions to belong, it is incredibly difficult to feel lonely when navigating 
Twitch.tv, where communication is at your fingertips, through multiple channels and topics. The 
anonymity of Twitch.tv allows people with social anxiety and ASD to be more open and at liberty to 
share their experiences, lack of face-to-face communication also reduces social anxiety (Martončik, & 
Lokša, 2016). Because of the variety of channels and creators using Twitch.tv, there is an abundance 
of channels where people with ASD and Social Anxiety can find other people with the same 
experiences and talk to these people and form long lasting friendships through shared interests 
(Johnson, 2018). A simple search within Twitch.tv will show a large quantity of channels focused on 
ASD or Social Anxiety. 
Twitch.tv has not only shown to be beneficial to those with Mental Health Issues, but as well as those 
with a physical disability or impairment. Gaming is traditionally not associated with those with a 
disability or, if it is, it is always thought of with the association with difficulty or limited to what can be 
played. Gaming can assist those with disabilities forget what they cannot do in the real world as there 
are no limitations in an online world, the use of Twitch.tv can help with social interaction and can 



impower people to see past their disabilities (Hawken, 2019). While people with physical disabilities 
can sometimes have difficulties with physical interaction in person, Twitch.tv has created a place for 
people with these disabilities to make a living. It allows them to engage on a new level with a wide 
range of people globally and take part in an affluent social life that could be more challenging in real 
life with these health conditions (Johnson, 2019). Twitch.tv has made it very clear in the past for its 
desire to be more inclusive, it allows people with disabilities to overcome and gain access to 
community via the internet they might not otherwise have, streaming on Twitch.tv has given a 
pathway for digital entrepreneurship through live streaming for people to make a living from the 
comfort of their own home and their own chosen working conditions, this includes those with physical 
and mental disabilities (Johnson, 2019). Twitch.tv has also provided many opportunities for creators 
especially those with physical or mental disabilities a way to reach positive online communities, as 
well to discuss mental and physical health with people globally. Twitch.tv has utilized their platform to 
create a ‘Just chatting’ category on their platform which covers a wide range of sub genres including 
charity streams as well as mental health. A simple search in these categories show many videos of 
people either with mental or physical disabilities taking part. 

 
 
Twitch.tv has proven to be a way in which people can reduce loneliness and a way to increase social 
support and widen their social circle (Martončik, & Lokša, 2016). Twitch.tv does this by transcending 
distances (Jackson, Bailey, & Foucault Welles, 2018), you could talk to anyone globally from any walk 
of life, the only restriction is an internet connection. Because of Twitch. tv’s variety and ever-
expanding website there is a channel or category for everyone including ‘Just Chatting’, Art, Music, 
Science and Games (Twitch.tv, 2021), at any time a person could jump in a channel and interact with 
each other. Thousands of people use Twitch.tv daily to connect and interact with their favourite 
creators as well as other people in the community. There are many people in the world of today 
joining online communities whether it be via video games or platforms like Twitch.tv, it can provide a 
sense of community and belonging for people who otherwise feel alienated in everyday life (Williams, 
Ducheneaut, Xiong, Zhang, Yee, & Nickell, 2006). Using Twitch.tv can bring people together with 
shared interests or believes and build new friendships while also maintaining pre-existing 
relationships (Sundberg, 2018). Twitch.tv market themselves as a place “Where millions of people 
come together live every day to chat, interact, and make their own entertainment together” (Twitch.tv, 
2021, para. 1). Because of this focus Twitch.tv is at the forefront for live streaming services, people 
flock to Twitch.tv to interact and become part of a range of communities, no other streaming service 
currently in the market today has as big of a community as Twitch.tv. There have been many studies 
conducting focusing on Twitch.tv and the benefits from this service for people and their social lives, 
these studies have shown that through Twitch.tv there has been an increase in togetherness with 
friends, more opportunities for friendships to be formed and a decline in feelings of loneliness 
(Martončik, & Lokša, 2016). There have been studies to show that these connections and 
communities that have been created have had a positive impact on the streamers or the creators as 
well as those who watch (Johnson, 2019). These positive experiences can include new friendships, 
new interests, as well as a new form of communication, this communication does not always focus on 
video games or on any specific topic, but it can also include the ordinary experiences from everyone’s 
day to day lives (Jackson, Bailey, & Foucault Welles, 2018). 
 
 
The gaming community has always been perceived as full of people who lack social skills or full of 
introverts, when this could not be further from truth, while yes there is a large portion of the 
community that are introverts or people who struggle in social situations, it is also full of extroverts 
and people who thrive off social interaction in real life. This gaming environment has provided a space 
for players with anxiety in which they can form friendships and relationships which they might not 
otherwise be able to do in the ‘real world’ (Martončik, & Lokša, 2016). Video games allow the 
imagination to run free, letting people escape from their present moment and enter different worlds 
with no limitations (Calleja, 2010), the only thing holding a person back is the imagination itself, and 
an internet connection. There are so many video games released today that there is always 
something for anyone with any interest to play, from Sci-Fi, Action, to Horror and Family games. 
Within some of these games especially Massive Multiplayer Online Roleplaying Games (MMORPGs) 
there are many social interactions and friendships formed, some of which are equal to relationships 
created in the real world (Martončik, & Lokša, 2016), these relationships also cross over occasionally 
into the real world. With the rise of consumption of video games and the amount of people flocking to 
join online communities, this has given platforms like Twitch.tv the ability to offer careers which 



involve a wide range of pathways. While streaming via Twitch.tv is one of these main career pathways 
there are also opportunities for sponsorship deals, training and coaching new streaming and 
broadcasting, these pathways result in the creation of digital celebrities (Johnson, 2019). The ability to 
turn a Twitch.tv stream into a career is open for everyone through Twitch.tv’s ‘Affliate’ and ‘Partner’ 
program, while there are requirements for these before you can progress, everybody has the same 
chance for success (Twitch.tv, 2017).  
 
 
Twitch.tv has recently given voice towards political movement. Politicians have started to stream more 
and more with a goal to reach younger voters, this was especially brought to light during the 2020 
Covid-19 pandemic (Inverse, 2020).  New York Congresswoman Alexandria Ocasio-Cortez is one of 
these politicians moving slowly towards Twitch.tv, during a three-and-a-half-hour stream, (which 
included multiple digital celebrities) Ocasio-Cortez achieved over 430,000 viewers, this stream is 
ranked third among all Twitch.tv concurrent viewer number history (Inverse, 2020).  These streams 
not only reach the country directly involved but has a global reach and allows communication and 
interaction on a global scale regarding political issues which has never been seen before. Without the 
existence of Twitch.tv this political outreach would not have otherwise been possible, these political 
streams on Twitch.tv have allowed people with limited access to TV or newspapers to join in and have 
their voice heard and communicate with people like congresswoman Ocasio-Cortez. Political 
advertising has always tried to narrow a focus to particular groups during election times, because of 
Twitch.tv the advertising now has the ability to reach the younger generation who are new to voting or 
who will soon to be able to vote (Wired, 2021). Another way Twitch.tv has opened communication to 
be all inclusive is through their ‘tag’ system, streams can be tagged as first-person shooter, chatting, 
etc… but there is also LGBTQIA+ tags to signify people who not only identify as a non-binary gender, 
but also allies and those wishing to signify their stream and chat is a safe space for those who do 
identify with a non-binary gender (Jackson, Bailey, & Foucault Welles, 2018). Twitch.tv has used this 
as a way for LGBTQIA+ people to normalize their identities to observers and a way to create 
connections with other LGBTQIA+ people globally (Jackson, Bailey, & Foucault Welles, 2018). 
 
 
Twitch.tv, has been able to create an all-inclusive environment on their platform, it creates unique 
experiences to its communities, especially for those who may have social or physical limitations.  
Twitch.tv have used their platform to create a sense of place for all people and allows people to 
communicate on a global scale that might not otherwise happen due to physical/mental or spatial 
limitations. Twitch has allowed communities to be created based around shared interests, and popular 
personalities, it has also opened new ways for potential career pathways to be formed for those with 
physical disabilities by monetising their streams and content. As Twitch.tv has branched off from a 
pure game streaming platform it has become a successful platform for creating communities for all 
people from all walks of life. 
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