
How the social media has critically changed 

our communication. 

Introduction 

The emergence of the internet had changed the way we communicate with each 

other. Nowadays, most of our conversation with our friends had turned digitally due to 

the technology advancement (Baym et al., 2007). Before the emergence of social media, 

there were only people with power and wealth will stand a chance to voice out their 

opinions to the public. The emergence of social media platforms had changed our 

communication. Social media allows the users to achieve freedom of expression. There 

are many social media platforms had been created and been widely used throughout the 

years. Social media platforms like Facebook, Instagram, Twitter, and YouTube are playing 

important roles in our daily communication. Social media platforms are made to connect 

people around the world regardless distance. According to Boyd and Ellison (2007), the 

communities such as pages and groups within the social media platforms can either be 

public or semipublic to their users. Besides, those communities being created within the 

social media platforms allow the users to share and search for information of particular 

topics. For example, there are many gaming groups or pages were made and benefits 

the gaming community. Recently, the people were being brought together by the social 

media platforms and being connected. Different ideas from different perspectives are 

being shared among the internet. Therefore, there will be two sides which are agree or 

disagree appeared on the internet community. This conference paper will be discussing 

about how the social media critically changed our communication. 

 

Discussions 

Social media platforms had enhanced our communication by allowing us to stay 

connected with each other regardless of distance. As long as we are connected to the 

internet, we are allowed to connect to our friends or families who are far away from us. 



Many companies are using social media as their platforms for advertising or as a 

communication tool to interact with clients especially those who are not in the same area 

as they are (Dijkmans, Kerkhof, & Beukeboom, 2015). Therefore, social media platforms 

had become the most powerful marketing tools for big companies to find their target 

audiences. However, social media can be destructive if not being handled carefully.  

 

In the end of 2019, the COVID-19 pandemic started to cross around the world 

and caused many people started to afraid to have face to face conversation even with 

masks on. In 18 March 2020, the Malaysia government had implemented Movement 

Control Order (MCO) in order to control the spreading of COVID-19 (Sukumaran, 2020). 

The government forced most of the companies or shops to be closed for a while 

including all the schools and universities. Therefore, many businesses are having trouble 

with their economics. Students are not allowed to have any classes and school activities. 

Social media started to play an important role during the pandemic. With the 

characteristic of social media which allow the users to connect with each other regardless 

of distance, many schools and universities started to use social media platforms for 

educational purposes. The students do not have to go to physical classes but only attend 

online classes from home. Besides, the usage of social media had significantly increased 

due to COVID-19 pandemic (Pacheco, 2020). However, on the other sides, there were 

people who disagreed with the government’s implementation of MCO due to their lost 

businesses. The government tried to shorten the duration of MCO but the number of 

COVID-19 positive cases keep rising. Therefore, in the year 2021, Malaysia government 

had only implemented MCO to certain states in Malaysia which consist of higher COVID-

19 positive cases. 

Social media had changed the marketing communication in this digital era. 

Nowadays, companies are being encouraged to use social media platforms as their 

marketing tools to promote brand image, equity, and awareness in order to increase 

purchase intention of consumers especially during COVID-19 pandemic. Platforms such 



as Facebook, Instagram, YouTube, and other social media platforms allow their users to 

pay for their advertisement services. However, Facebook had given all its users freedom 

of expression. Therefore, the users are freely to give feedbacks and share the ads to their 

friends (Dehghani & Tumer, 2015). Different comments from different perspectives will 

be made by the audiences which either will be positive or negative. Therefore, companies 

are being encouraged to put more efforts on making their advertisements being 

appropriate to the majority of the audiences (Smock et al., 2011). Social media can help 

a company to reach larger audiences and capture specific target groups of consumers 

but it also can destroy a company if they do not being careful to handle their social media.  

 

Besides, social media not only can be used for advertising but also can be used 

as feedback tools for companies. Social media platforms allow the users to interact with 

companies’ official accounts through commenting on their posts and personal 

messaging (Smock et al., 2011). Therefore, social media created an opportunity for both 

sides, companies and consumers to know each other well. The consumers are able to 

complaint or compliment on the products and the companies can get to know what their 

weaknesses and strengths of their brands and products. The companies are given 

opportunity to improve themselves. In the April of 2019, Paramount Pictures and Sega 

had officially work together and launched their first trailer of Sonic the Hedgehog movie 

on media. The audiences were shocked by the ‘creepy’ design of the character “Sonic” 

within the trailer (Lee, 2020). The voices from the audiences were being louder and went 

viral within few days after the trailer was launched. Therefore, on 3rd May 2019, the 

director himself had tweeted and announced that the character “Sonic” will be redesign 

due to negative critics from the netizens (Fowler, 2019). Social media had given the 

companies opportunity to improve their brands and products based on the feedbacks 

made by the consumers online. Meanwhile, social media also given the consumers an 

opportunity to get involve in the process of production of a company.  

 



Apart from that, social media also contributed to non-profit organizations by 

promoting their charity campaigns. Most of the social media platforms like Facebook, 

Twitter, and Instagram are free to use. According to Ibrisevic (2020), there were over 2 

billion of active users each month on Facebook and nearly 800 million of monthly users 

on Instagram. Many non-profit organizations do not have enough funds to promote 

themselves on traditional media like televisions or newspapers (Haddad, 2020). Therefore, 

social media becomes the best tool for non-profit organizations for promoting 

themselves and their programs. Social media allows the non-profit organizations to raise 

awareness toward their program, recruit volunteers and even gain the attentions from 

the influencers. The most effective way for non-profit organizations to gain awareness 

on social media is to link their social media account with internet influencers who have 

big number of followers (Nageswarakurukkal et al., 2019). The internet influencers can 

help to increase the awareness and the credibility of non-profit organizations. The 

followers of the internet influencers will also become the supporters for those non-profit 

organizations.  

 

Social media also benefits gaming community by increasing the social interaction 

between gamers and offer them a new way of living. Video games had grown 

expeditiously since 1990s and the gaming community are growing too. The gaming 

communities from single player offline games to massive multiplayer online games on 

different gaming consoles are gaining the benefits from social media platforms. Platforms 

such as Discord, TeamSpeak, and Twitch had increased the social interactions between 

video game players (Bankov, 2019). Many gamers are using those platforms to interact 

with each other to have fun together and discussing about their strategies on multiplayer 

games. Social media platforms had become a social hub for most of the gamers. 

According to Curry (2021), the statistic found that the monthly active users on Discord 

had grown to 140 million in 2021 started with 10 million monthly active users in 2017. 

The social media united the gamers around the world together. When any gamer feels 



lonely and boring, they can use social media platforms to find other gamers who play 

similar games and play together.  

 

Besides, social media platforms such as Facebook, Twitch, and YouTube had 

allowed the users to gain profits by live broadcasting their gameplay online. The people 

who broadcast their gameplay online are being called as live game streamer. Nowadays, 

live game streaming had become a common phenomenon in gaming community. There 

are many live game streamers such as Shroud, Disguised Toast, Pokimane, and Tyler1 

are from Twitch and they become the internet influencers with millions of followers. 

Research found that one of the factors which drive millions of gamers to watch those 

streamers is the characteristic of those platforms allow the users to have direct interaction 

with live streamer (Lessel et al., 2017). The live streamers gain the profits by the 

subscriptions and donations from their viewers. Therefore, social media not only increase 

the social interaction between gamers but also offered a new way to make a living for 

gamers. 

  

 Social media also has changed the way we watch sports, and it provides great 

opportunity for eSports to grow bigger. The eSports which defined as a form of sport 

that carried out by human and facilitated by electronic devices, it is a new kind of sport 

emerged in the digital era and it had over 70 million of viewers participated in 2013 

(Hamari & Sjöblom, 2016). Social media plays as essential role in eSports industry. Social 

media platforms such as Twitch, YouTube and Facebook are being used by video game 

companies to live stream their eSports events. League of Legends is one of the most 

popular competitive online games who had their official annual tournament called 

League of Legends World Championship held by Riot Games. In 2020 during the final of 

League of Legends World Championship, they had reached 3.8 million of unique viewers 

around the world (Dixon, 2020). Social media unites the people from gaming community 

to discuss and share their opinions on eSports.  



Conclusion 

As conclusion, social media in fact have changed the way we communicate and 

benefit the society. People who live apart from their families and friends are able to stay 

in touch with them on social media. Social media help people to save their times and 

money to communicate with each other. Besides, social media allows the education 

institutions such as schools and universities to perform online classes during COVID-19 

pandemic. Social media also given a great opportunity for companies to run online 

businesses on big platforms. Facebook, YouTube, Instagram, and others allow the 

companies to run advertisements and help them to reach wider audiences or specific 

consumer groups. Apart from that, social media also act as feedback tool for consumers 

to review brands and products. Companies and consumers are given opportunity to 

know each other through social media platforms. Companies are able to improve their 

brands and products based on the consumers’ feedbacks and critics online. Social media 

also benefit the non-profit organizations by allowing them to raise awareness of 

themselves without funds. Social media also benefits the gaming community by 

enhancing the social interaction between online gamers and it had created a live game 

streaming phenomenon within gaming community. Apart from that, social media also 

provides platforms for eSport industry to grow bigger. Social media had changed the 

way we watch sports, and it unites people together to discuss. Social media had changed 

how we communicate compare to before the emergence of internet. Hence, social media 

becomes one of the most important parts of our lives.  

 

References 

Bankov, B. (2019, October). Information аnd Communication Technologies in Business аnd 

Education [Paper Presentation]. The Impact of Social Media on Video Game 

Communities and the Gaming Industry, Varna. 

https://www.researchgate.net/publication/337144821_The_Impact_of_Social_Media_on_Video_Game

_Communities_and_the_Gaming_Industry 

 

https://www.researchgate.net/publication/337144821_The_Impact_of_Social_Media_on_Video_Game_Communities_and_the_Gaming_Industry
https://www.researchgate.net/publication/337144821_The_Impact_of_Social_Media_on_Video_Game_Communities_and_the_Gaming_Industry


Baym, N. K., Zhang, Y. B., Kunkel, A., Ledbetter, A., & Lin, M. C. (2007). Relational quality 

and media use in interpersonal relationships. New Media & Society, 9(5), 735-752. 

https://doi.org/10.1177%2F1461444807080339 

 

Boyd, D. M., & Ellison, N. B. (2007). Social Network Sites: Definition, History, and 

Scholarship. Journal of Computer-Mediated Communication, 13(1), 210-230. 

https://doi.org/10.1111/j.1083-6101.2007.00393.x 

 

Curry, D. (2021, March 22). Discord Revenue and Usage Statistics (2021). Business of Apps. 

https://www.businessofapps.com/data/discord-statistics/ 

 

Dehghani, M., & Tumer, M. (2015). A research on effectiveness of Facebook advertising on 

enhancing purchase intention of consumers. Computers in Human Behavior, 49, 597-

600. https://doi.org/10.1016/j.chb.2015.03.051. 

Dijkmans, C., Kerkhof, P., & Beukeboom, C. J. (2015). A stage to engage: Social media use 

and corporate reputation. Tourism Management, 47, 58-67. 

https://doi.org/10.1016/j.tourman.2014.09.005 

 

Dixon, E. (2020, November 5). 2020 LoL World Championship draws 3.8m peak viewers. 

SportsPro. https://www.sportspromedia.com/news/league-of-legends-world-championship-2020-

final-audience-viewing-

figures#:~:text=Esports%20tournament%20racks%20up%20139m,up%20from%20last%20year's%201

37m.&text=The%202020%20League%20of%20Legends,year's%20high%20of%203.9%20million. 

 

Habbad, F. B. (2020, October 9). The Importance of Social Media to Nonprofits. NonProfit 

PRO. https://www.nonprofitpro.com/post/the-importance-of-social-media-to-nonprofits/ 

 

Hamari, J., & Sjöblom, M. (2016). What is eSports and why do people watch it? Internet 

Research, 27(2), 211-232. https://www-emerald-

com.dbgw.lis.curtin.edu.au/insight/content/doi/10.1108/IntR-04-2016-0085/full/pdf?title=what-is-

esports-and-why-do-people-watch-it 

 

Ibrisevic, I. (2018, July 13). 7 Nonprofit Social Media Trends Taking Over 2019. Donorbox. 

https://donorbox.org/nonprofit-blog/7-nonprofit-social-media-trends-taking-over-2018/ 

 

https://doi.org/10.1177%2F1461444807080339
https://doi.org/10.1111/j.1083-6101.2007.00393.x
https://www.businessofapps.com/data/discord-statistics/
https://doi.org/10.1016/j.chb.2015.03.051
https://doi.org/10.1016/j.tourman.2014.09.005
https://www.sportspromedia.com/news/league-of-legends-world-championship-2020-final-audience-viewing-figures#:~:text=Esports%20tournament%20racks%20up%20139m,up%20from%20last%20year's%20137m.&text=The%202020%20League%20of%20Legends,year's%20high%20of%203.9%20million
https://www.sportspromedia.com/news/league-of-legends-world-championship-2020-final-audience-viewing-figures#:~:text=Esports%20tournament%20racks%20up%20139m,up%20from%20last%20year's%20137m.&text=The%202020%20League%20of%20Legends,year's%20high%20of%203.9%20million
https://www.sportspromedia.com/news/league-of-legends-world-championship-2020-final-audience-viewing-figures#:~:text=Esports%20tournament%20racks%20up%20139m,up%20from%20last%20year's%20137m.&text=The%202020%20League%20of%20Legends,year's%20high%20of%203.9%20million
https://www.sportspromedia.com/news/league-of-legends-world-championship-2020-final-audience-viewing-figures#:~:text=Esports%20tournament%20racks%20up%20139m,up%20from%20last%20year's%20137m.&text=The%202020%20League%20of%20Legends,year's%20high%20of%203.9%20million
https://www.nonprofitpro.com/post/the-importance-of-social-media-to-nonprofits/
https://www-emerald-com.dbgw.lis.curtin.edu.au/insight/content/doi/10.1108/IntR-04-2016-0085/full/pdf?title=what-is-esports-and-why-do-people-watch-it
https://www-emerald-com.dbgw.lis.curtin.edu.au/insight/content/doi/10.1108/IntR-04-2016-0085/full/pdf?title=what-is-esports-and-why-do-people-watch-it
https://www-emerald-com.dbgw.lis.curtin.edu.au/insight/content/doi/10.1108/IntR-04-2016-0085/full/pdf?title=what-is-esports-and-why-do-people-watch-it
https://donorbox.org/nonprofit-blog/7-nonprofit-social-media-trends-taking-over-2018/


Lee, C. (2020, February 14). Beyond the Creepy Teeth: How Sonic the Hedgehog Saved Itself. 

Vulture. https://www.vulture.com/2020/02/the-sonic-the-hedgehog-controversy-and-redesign-

explained.html 

 

Lessel, P., Vielhauer, A., & Krüger, A. (2017). In Proceedings of the 2017 CHI Conference on 

Human Factors in Computing Systems [Paper Presentation]. Expanding Video Game 

Live-Streams with Enhanced Communication Channels: A Case Study, USA. https://doi-

org.dbgw.lis.curtin.edu.au/10.1145/3025453.3025708 

 

Nageswarakurukkal, K., Gonçalves, P., & Moshtari, M. (2019). Improving Fundraising 

Efficiency in Small and Medium Sized Non-profit Organizations Using Online 

Solutions. Journal of Nonprofit & Public Sector Marketing, 32(3), 286-311. 

https://doi.org/10.1080/10495142.2019.1589627 

 

Pacheco, E. (2020, September 22). COVID-19's Impact on Social Media Usage. The Brandon 

Agency. https://www.thebrandonagency.com/blog/covid-19s-impact-on-social-media-usage/ 

 

Smock, A. D., Ellison, N. B., Lampe, C., & Wohn, D. Y. (2011). Facebook as a toolkit: A uses 

and gratification approach to unbundling feature use. Computers in Human Behavior, 

27(6), 2322–2329. https://www.sciencedirect.com/science/article/abs/pii/S074756321100149X 

 

Sukumaran, T. (2020, March 16). Coronavirus: Malaysia in partial lockdown from March 18 

to limit outbreak. South China Morning Post. https://www.scmp.com/week-asia/health-

environment/article/3075456/coronavirus-malaysias-prime-minister-muhyiddin-yassin 

 

https://www.vulture.com/2020/02/the-sonic-the-hedgehog-controversy-and-redesign-explained.html
https://www.vulture.com/2020/02/the-sonic-the-hedgehog-controversy-and-redesign-explained.html
https://doi-org.dbgw.lis.curtin.edu.au/10.1145/3025453.3025708
https://doi-org.dbgw.lis.curtin.edu.au/10.1145/3025453.3025708
https://doi.org/10.1080/10495142.2019.1589627
https://www.thebrandonagency.com/blog/covid-19s-impact-on-social-media-usage/
https://www.sciencedirect.com/science/article/abs/pii/S074756321100149X
https://www.scmp.com/week-asia/health-environment/article/3075456/coronavirus-malaysias-prime-minister-muhyiddin-yassin
https://www.scmp.com/week-asia/health-environment/article/3075456/coronavirus-malaysias-prime-minister-muhyiddin-yassin

