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Twitch.tv is a social media platform which originally marketed itself specifically for 

gamers but has more recently gained recognition as appealing to aspiring live 

streamers of all interests. Social media platforms have the tendency to strive to 

individualize their users and make them stand out from others. Twitch is different 

than other social media sites like Facebook and Twitter because its emphasis is 

on building communities and bringing together people who share common 

interests. Twitch’s success is recent years has had a great influence on video 

games and media culture, and it continues to be a leader in community-based 

streaming services. This thesis will look at the innovations in online technologies 

and language that have come as a result of Twitch as well as the significance of 

the culture and communities that have formed on the platform.
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Introduction

As media scholar Christina Ortner has argued, we have lived through the 

first three phases of social media history and are currently living in the fourth 

phase: 1. the era of online communication before social media (instant 

messenger, discussion boards, chat rooms, etc.), 2. The emergence of new chat 

services (podcasts, blogs, wiki pages), 3. social media platforms become 

developed for the world wide web, and, finally, 4. modern social media platforms 

and their corresponding apps allowing for instant communication from almost 

anywhere at anytime (372). Among these modern social media platforms are a 

variety of sites dedicated primarily to video services including video streaming 

and video uploading. Of these video-based social media platforms is the live 

streaming website Twitch.tv. A follow-up to the successful live-streaming platform 

Justin.tv, Twitch was created to give video game players a place to live-stream 

their gameplay while allowing their audiences to watch them in real time as well 

as participate in conversation with them via Twitch’s chat bar (Cook). While 

Justin.tv was designed to feature any type of content, cooking, fitness, fashion, 

etc., Twitch was originally intended to be exclusively for gamers of all experience 

and skill levels as well as for those who enjoy games but don’t necessarily play 

them (Cook). Twitch has brought together these separate groups, those who play 

games and those who watch games, by giving them their own unique space to
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engage with one another, much in the same way people engage with each other 

through watching sports, films, or television.

Online communities are unlike groups that are created offline. They are 

formed by people from across the world and they are constantly active because 

the internet is always being used from somewhere in the world. Online 

communities go through phases as new members join, old members leave, and 

member participation changes over time (Evans 100). Because of this instability 

and unpredictability, communities, both online and offline, are dynamic and 

always changing (103). In the same way online communities experience change 

over time, technology is also constantly going through changes with software 

updates and new advancements coming out every year in order to satisfy 

existing consumers while also bringing in new consumers. Technology 

producer’s desire to have their products reach their customers means that 

communities of people can have a great influence on these new innovations 

because of the power of multiple voices asking these producers for the same 

things. The collective audience of Twitch has influenced platform updates, video 

game production, new emotes, and the evolution of the language used on the 

platform.

Content creators with large followings have helped platforms like Twitch 

establish itself as a leader among the sea of social media services available to 

internet users. The big names on sites like Twitch or the Google-owned company
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YouTube drive traffic to the websites in the form of both new and existing 

viewers. The top streamer on Twitch, Ninja, alone brings in an average of over 

35,000 viewers per day (TwitchMetrics). Heavily viewed streamers like Ninja are 

undeniably important for the overall popularity of the platform. However, by only 

focusing on the creators themselves, as data analysis websites such as 

TwitchMetrics do, the crucial lifelines of Twitch.tv are being ignored. As with all 

social media websites, the crucial lifelines of Twitch are the groups of people who 

have come together on the platform to share their interests with one another. In 

the case of Twitch, people are most often coming together to share their interest 

in video games, as Sky La Rell Anderson explains,

In more ways than one...game viewership is not just about watching 

games being played. It is about watching something with other people, 

not unlike what draws audiences together to watch films in cinemas or a 

live broadcast of a professional sporting match on TV. Streamers do not 

just play games; they play games for an audience of viewers and fellow 

gaming enthusiasts (Anderson).

As Anderson says, streamers and audiences are coming together on Twitch to 

share in a social experience with one another. While streamers could certainly 

broadcast their gameplay without any audience members viewing them, it would 

not have nearly the same impact as viewership does because group viewing 

opens the door for discussion and communication about the content. This active
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viewership occurring on Twitch cannot happen without a collective group of 

people.

Rather than looking at the success and work of individual Twitch 

streamers, this essay will study the significance of the collective by looking at 

some of the communities that have formed on the different channels on Twitch 

and the ways in which users interact with each other and with the streamer of 

these channels. The social dynamics of the communities that have developed on 

Twitch differ from the social dynamics on other social media websites because 

the participants in these communities have a shared interest in the content 

they’re watching, and they are able to develop their own unique ways of 

communicating with one another over a period of time. Existing work on 

subcultures, transmedia and convergence, and internet language supports the 

overall idea that communities and user interactions on Twitch are what make the 

platform so unique and worthy of a deeper scholarly analysis.

The discussion on subcultures in this essay will look at how communities 

on Twitch form themselves and come to identify with the content they are 

consuming. This section will also analyze how Twitch users are utilizing the tools 

and resources available to them on Twitch in a way which best suits their needs 

and further links them to their chosen communities. Looking at studies done 

about subcultures in comparison to Twitch shows that clearly identified 

communities are forming within the channels on the platform in ways that
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distinguish themselves from other communities by having their own style of 

communicating with each other including the use of channel-specific words, 

phrases, and emotes. The section on transmedia and convergence will look at 

recent changes in media, especially in the video game industry, that have 

occurred due to Twitch users utilizing existing media in a way which allows these 

users to communicate with one another effectively as well as encourage the 

production of new forms of media. This section will also look at both user 

participation on Twitch as well as the collective intelligence that occurs between 

viewer and streamer interactions. User participation in the chat bar is a core 

element on Twitch because it creates conversation within a stream thus making 

the stream more dynamic and engaging. Collective intelligence is a form of 

communication that occurs between chat participants and streamers, and it 

shows how collective thinking can answer questions and overcome obstacles. 

Finally, this essay will look at language on Twitch and analyze the unique way 

Twitch users communicate with one another within the chat bar on every Twitch 

broadcast. Language used on Twitch is unlike language used on other social 

media platforms because of the nature of the chat bar as well as the tools 

available to users in chat, and this distinct form of communication occurring on 

Twitch further distinguishes the platform from other online social spaces. These 

three sections will focus on the power of the collective on Twitch and how the 

social dynamics of these groups of people function on the platform.
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By looking at certain channels on Twitch and studying the interactions 

that are taking place within these particular channel’s chats, this essay argues 

that the true success of Twitch is not measured in the views generated by its top 

streamers but rather in the quality of communication occurring between the 

streamer-viewer and viewer-viewer relationships. While these communities are 

certainly being formed around individual streamers, the streamers themselves 

are not the only reason for viewers to continue to return to a certain channel. The 

users interacting within a channel’s community build relationships with one 

another over time by bonding over shared values of entertainment and humor. 

Some of these communities bond over their shared interests in a certain game 

that a streamer often plays, while other communities may bond over a shared 

sense of ironic humor used by a streamer. In any case, the unique values shared 

by the viewers of any one channel are what separates that channel’s community 

from a different channel’s community, and these shared values become clear 

through active participation in the chat bar of a stream. In order to fully 

understand the social dynamics occurring on Twitch, it is helpful to have some 

sort of familiarity with the platform.

Twitch.tv

Before delving into both the existing theoretical work as well as an 

analysis of Twitch, it is necessary to explain the primary features of Twitch.tv and 

the history behind the platform as well as similar websites which came before it
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that have influenced the development of many of Twitch’s features. Audiences 

had been watching video game playthroughs, also known as “Let’s Play...” on 

YouTube for years before Twitch really made its mark in the gaming community, 

with some of the biggest names on YouTube Gacksepticeye, VanossGaming, 

Markiplier, etc.) focusing their content mainly on video game playthroughs 

(Klepek). The top YouTuber for several years, PewDiePie, also gained his 

popularity through his start on YouTube doing playthroughs of horror games 

(Hernandez). However, what wasn’t being offered in the early years of YouTube, 

was an option for creators to stream live. That feature wasn’t available for most 

channels until 2013, but creators with less than 100 subscribers weren’t allowed 

to stream live until nearly a year after the feature’s release (Pires).

In its short history, Twitch has seen a whirlwind of success in the online 

gaming community. Twitch’s popularity had a strong influence on YouTube to 

make YouTube’s live streaming service available to all of their creators (Dredge). 

In September 2015, a month after YouTube Gaming’s initial release, mobile app 

and mobile content specialist Stuart Dredge made this observation of the two 

platforms:

For most of this category’s history, YouTube and Twitch have not been in 

direct competition: YouTube’s gaming focus was on videos shot, edited 

and uploaded to its service, while Twitch’s was on live streams of 

gameplay and chat. In the space of the last month, though, that has
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changed. First, YouTube launched its YouTube Gaming app, with its 

emphasis on live streams as well as recorded videos accompanied by 

new features for channels streaming gameplay live on the service 

(Dredge).

YouTube Gaming was eventually added to the main YouTube website in 2018 in 

order to reach a larger audience (Dredge).

While YouTube Live has found its own success, it’s still nowhere near that 

of Twitch. StreamElements, the top overlay platform for Twitch streamers, and 

Stream Hatchet, an analytics company for streaming platforms, reported that in 

2018, YouTube Live users viewed 2.31 billion hours of video whereas Twitch 

users viewed a staggering 9.36 billion hours (Yosilewitz). Although YouTube and 

Twitch have similarities in that their main source of content is user-created 

videos, Twitch has developed features, such as its chat bar, in which users post 

live comments while the video content is simultaneously being produced live, that 

give the platform its own unique look and give users an experience they won’t 

find on other websites.

The videos being broadcast on Twitch are divided into categories by the 

platform. Users can find these categories under the “Browse” tab where, by 

default, they are organized based on the number of viewers currently watching 

streams within each category. The majority of these categories are game titles, 

but in recent years Twitch has included a new category: Just Chatting, commonly
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referred to as IRL (in real life). This category is more closely related to Justin.tv, 

where the content was not only gaming-specific. For example, Twitch streamer 

Bahjeera often films his daily workout routines while talking to his viewers about 

what exercises he’s doing, and he broadcasts these videos under the Just 

Chatting category. If a Twitch user were to browse through the Just Chatting 

category while Bahjeera is live broadcasting, they would be able to see his 

stream among all the other streamers who are currently broadcasting within the 

category.

While Just Chatting has become one of the most popular streaming 

categories on Twitch, gameplay videos remain the number one source of content 

for Twitch. The forms of communication that Twitch offers, both through its chat 

features as well as the very nature of the platform itself being a way in which real 

people are speaking to one another in real-time, gives video games a newfound 

sense of community. For a medium that has traditionally been designed to 

encourage a more individual experience, video games have found new life on 

Twitch by being a centerpiece for discussion and communication. Sky LaRell 

Anderson observes this shift in the gaming community on Twitch, “In a mass 

medium most often considered inhuman, robotic, or purely digital such as 

videogaming, Twitch.tv has foregrounded the human element, and doing so has 

distinguished it from other streaming services” (Anderson). The “human 

element,” as Anderson calls it, is developed through the interactions that are
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taking place between Twitch users. These users are coming together in a shared 

space to watch the gameplay together.

There are two types of Twitch users: streamers and viewers. Viewers can 

be further broken down into followers and subscribers. Streamers are the 

Twitch’s main content creators; they create videos and broadcast them on the 

platform. Followers are those with a Twitch account who have pressed the heart- 

shaped button atop a specific channel’s page. This gives them easier access to 

that channel by having it featured on their homepage. Followers do not provide 

any monetary compensation to the streamer, but they increase the popularity of 

that streamer’s channel, thus making it easier for that channel to reach a wider 

audience. Subscribers are similar to followers in that they must have a Twitch 

account and they have chosen to have easier access to a specific channel by 

pressing a button on that channel’s page. However, unlike followers, subscribers 

commit to paying that channel a monthly fee. As of 2019, the cost for a user to 

subscribe to a channel is either $4.99, $9.99, or $24.99, depending on if that user 

chooses to be a tier 1,2, or 3 subscriber, and this fee is to be paid every month 

until the subscription is cancelled. Because Twitch is a subsidiary of Amazon, 

Amazon Prime members also get one free tier 1 subscription to any channel of 

their choosing. Additional benefits of being a subscriber include exclusive 

emotes, small images which are meant to convey a specific meaning or emotion, 

unique to the channel to be used in chat, as well as the ability to engage in
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subscriber-only chats whenever the streamer decides to engage that feature. 

Being a follower or subscriber is a way of identifying oneself with a particular 

streamer and thus identifying oneself within the culture and community of both 

the streamer’s channel and the category under which their content is produced.
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Figure 1: 
Asmongold Stream Layout

Streamers can customize the look of their streams by using third party 

services to create their own overlay, but most follow a typical style which includes 

2 main features: the content they are streaming taking up the majority of screen 

space and a smaller picture-in-picture video which shows the streamer 

themselves which is most often put in a corner of the screen. The layout of a 

typical Twitch stream can be seen in figure 1, which shows a stream created by 

Twitch partner Asmongold. The major elements of his stream include: 1. his
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screen name above the video window, 2. Buttons that allow viewers to follow or 

subscribe to his channel, 3. The picture-in-picture window which shows his 

personal video feed, 4. The chat bar where viewers can participate in discussion, 

and 5. The content he is streaming, which in this case is his gameplay of World 

ofWarcraft. The game title can be seen at the bottom of the screen where it is 

listed as a category. Categories help to separate groups with different interests. 

Those interested in battle royale games will gear towards categories with that 

type of content, such as PlayerUnknown’s Battleground (PUBG), while those 

interested in simulation and lifestyle games may more interested in categories 

like The Sims 4. This is where multiple communities and subcultures begin to 

form on Twitch.

Subcultures and Community 

Twitch users mimic non-online groups by dividing themselves through 

different categories and channels on the platform in order to create different 

communities and subcultures. A subculture is a group of people who have 

developed their own culture or beliefs that separates them from the existing 

culture they were originally a part of (Hebdige). For example, San Francisco is a 

large enough area that it can be seen as having its own culture, but within that 

city are smaller groups, such as hipsters or skaters, who have their own ways of 

expressing themselves that separates them from the larger culture around them. 

Twitch as a whole has its own culture and within it are smaller subcultures
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separated by categories. Within the broader subcultures created by categories 

are even smaller subcultures separated by channels. players are different 

than Sims 4 players because of the different gameplay skills they are using and 

the audiences watching them have very different interests. One audience is 

seeking out “battle royale” and first-person shooting styles of gameplay 

associated with PUBG whereas the other audience is looking for a life simulation 

game like Sims 4. However, both groups still exist within the live-streaming 

gameplay culture of Twitch and the even larger culture of game enthusiasts.

Dick Hebdige discusses the subcultures that emerged among youth in 

postwar Britain including rockers, punk, skinheads, mods, and Teddy boys in his 

book Subculture: The Meaning of Style. These subcultures were defined by their 

styles which can be distinguished by their clothing, hairstyles, make-up, music, 

and even drug use. Hebdige argues that when looking at these groups of people, 

it is vital to examine their relationship to the social, political, and economical 

issues taking place at the time. He believed these subcultures were formed as 

the youth’s resistance to dominant ideologies in society. So, if wearing suits and 

being clean shaven was the acceptable norm for men in society, then the punks 

resisted against this by having ragged clothing and wild hairstyles. However, 

Hebdige argues that these subcultures are destined for failure due to the 

inevitable commodification of their styles. By making the defining features of their



14

styles available for purchase, it renders their subcultures as a normal part of 

society therefore making them seem harmless to existing dominant ideology.

This concept of style can also be seen within the subcultures that exist on 

Twitch. Gamers in the past have been falsely type-cast as one of two things: 

young boys who express their rage through violent and graphic games or middle- 

aged, overweight slackers with Dorito stains on their clothes and mediocre social 

skills (PaaBen 421). This stereotype of the average gamer has created a 

negative image of video game players and enthusiasts. However, if there’s 

anything to be learned from the many 

different streamers on Twitch, it is that 

gamers are not limited to these negative 

stereotypes. Famed streamer 

DrDisrespect, also referred to as just 

Doc, sports a thick black mustache, 

which he has nicknamed “Slick Daddy,” 

red lensed Google prototype scopes sunglasses, a black mullet wig, and a 

tactical vest (Figure 2). What is unique about his style is that it is designed to 

create the personality of the DrDisrepect character rather than the actual person 

behind the glasses, whose real name is Herschel "Guy" Beahm. Doc’s gaming 

style is different than that of other popular streamers as well because it is not the 

style one would see when watching a professional gamer. Professional gamers

Figure 2: 
DrDisrespect
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and eSports competitors typically appear and act as themselves rather than as a 

character. Their attire is more often than not provided by their sponsors and 

incorporates the sponsors’ logos. DrDisrespect’s style does not fit into this 

professional gamer mold. Both his style of appearance as well as his style of 

entertaining his audience are intentionally ironic and purposefully mock the 

traditionally accepted styles used by professional gamers. In this way, 

DrDisrespect’s styles go against the accepted norms of the gaming community 

much in the same way postwar youth in Britain used their styles to go against 

societal norms. Because DrDisrespect’s style does not reflect that of a 

professional gamer, he is able to focus more on the entertainment value of his 

channel.

DrDisrespect's style leans more on the side of entertaining as opposed to 

professionalism because his actions, words, and appearance are so 

exaggerated, and this is the same for his mannerisms while streaming. For 

example, he can often be seen looking directly into the camera for long periods 

of time while flaring his nostrils and curling his lips in order to show the intensity 

and anger he is feeling. His subscribers who actively participate in chat have 

adopted this exaggerated way of speaking through their chat comments. The 

chat participants on DrDisrespect’s channel have created a subculture within his 

streams that is unlike any other on Twitch. Doc’s style of streaming is 

distinguishable enough that he has created his own culture where others can join



16

in. While Doc may have created his style on his own, the people who watch his 

content are the reason his style has become so well-known across Twitch. This 

will be touched on more in a later section of this essay. Subcultures on Twitch 

develop around the streamer’s style which is open to evolve over time and with 

each new video they create. While Hebdige’s work on subcultures focuses on the 

smaller demographic of Britain’s youth in the 19th century, Michel De Certeau’s 

work on subcultures looks at society on a much larger scale.

The work of French Scholar Michel De Certeau on cultural studies and 

subculture differs from Hebdige’s in that it has a more global outlook that applies 

to all people all the time. As opposed to Hebdige whose ideas look only at the 

styles of youth in Britain, De Certeau’s work looks more at societies as a whole. 

De Certeau studies the way people within social institutions function 

unconsciously within their everyday lives, hence the title of his work Practice

of Everyday Life. In particular, De Certeau’s analysis of the terms "strategy” and 

“tactics” is especially interesting when looking at the way people within a society, 

like the society that exists on Twitch, function in their own unique ways.

According to De Certeau, strategies are, “actions which...elaborate 

theoretical places...capable of articulating an ensemble of physical places in 

which forces are distributed” (De Certeau 38). In other words, strategies are the 

rules or spaces for a society set by those with a sort of ruling power (38). Tactics 

are the ways in which people within that society utilize these rules and spaces in
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ways that give them the most benefit (37). De Certeau states that a tactic must 

“play on and with a terrain imposed on it and organized by the law of a foreign 

power” (37). Essentially, tactics are limited by the rules and spaces they are 

created within (37). For example, a city’s government may name roads, create 

new roads, or destroy old ones. Citizens of the city do not have the ultimate 

power to make a final decision on this matter. These are the strategies imposed 

on the space. Those traveling within the city may utilize these roads in whatever 

way best suits them, taking shortcuts, stopping to look through business 

windows, or just turning left and right onto different roads until arriving at their 

destination. These are the tactics employed by those living with the space. Those 

living within the city will soon learn the fastest route to their job or favorite 

restaurant. This is because tactics are always being reevaluated and altered; 

they are in a constant state of evolution as the person evaluates their 

environment, makes out a plan of action in their mind, acts out according to that 

plan, and then goes back to evaluating the environment with an updated state of 

awareness (38). The employment of tactics in spaces is being performed by 

everyone all of the time. This constant system of assessment and action results 

in new innovations, like Google Maps, to help people cut down on the time 

needed to survey an environment so they can jump right into the action stage. 

Anyone can consult Google Maps to find the fastest route and then utilize the 

tools within the website to alter that route in order to avoid things like highways,
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tolls, or traffic. Google Maps itself is not a tactic, but the ways in which people 

use these tools available on the website are. Of course, Google Maps is not the 

only online space in which tactics are being used.

By De Certeau’s definition of strategies and tactics, websites on the 

internet run by large companies, such as Google, could be seen as strategies. 

Accessibility to websites is granted by those who wield a power over the 

technology. Given the versatility of websites and all of their possible uses and 

functions, tactics being employed by the users of these websites vary. Web 

browsers give their users the ability to bookmark a website and make folders for 

organization, but how the user chooses to label and organizes those bookmarks 

is a tactic for utilizing the internet in an efficient way. Twitch is a space on the 

internet where strategies have been incorporated into the platform itself by the 

platform’s developers, and the users are the ones imposing tactics within the 

space in order to get the most out of the space.

Streamers may not have control over the pricing of subscriptions, the rules 

laid out in the Terms of Service, or the technical functions on Twitch, but they can 

create their own custom content and emotes in order to encourage newcomers to 

pay the set fees and subscribe to their channel. Emotes are images that can be 

used in chat to signify a certain emotion, meaning, or word. While Twitch offers a 

variety of emotes to be used in chat by any chat participant, streamers can also 

choose to create their own emotes and add them to their channel, and these
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emotes can only be used by their subscribers. Streamers can also set their chats 

to subscriber-only which disallows followers and other non-subscribed viewers

from engaging in the chat. This is a tactic which has been used by 

DrDisrespect. DrDisrespect has also created several of his own 

custom emotes which are only available to his subscribers,

Figure 3: including doctorWARCRY (figure 3). Using this or any other
doctorWARCRY

custom emote in Doc’s chat is a tactic being used by 

subscribers to influence the mood of the chat. The doctorWARCRY emote is 

used by subscribers when Doc is engaging in intense or exciting gameplay. 

Therefore, a subscriber can use doctorWARCRY in the chat as a tactic to mimic 

his intensity and bring it into the conversation. This allows them to connect with 

what is happening on screen without having to explain what they’re feeling. 

However, subscribers merely utilizing Doc’s emotes in chat does not change the 

chat settings for his channel, and Doc creating his custom emotes does not 

change the pricing of subscriptions for his channel. Twitch users cannot change 

the function of the tools on Twitch simply by using them. This is because, as De 

Certeau explains, tactics do not change the rules of strategies. De Certeau says, 

"The actual order of things is precisely what “popular” tactics turn to their own 

ends, without any illusion that it will change any time soon” (26). In other words, 

tactics can go against or undermine existing structures, but they cannot eradicate 

them. Twitch Even though using tactics within a channel may not change the
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rules of it, communities are still being formed on channels as new and old 

viewers continue to come back to view the channel’s content.

As a channel grows by gaining new followers and maintaining old ones, a 

community around that channel begins to form. Each community is different from 

others because they develop based around the personality of the streamer and 

personality of others participating in the chat (Hamilton 1319). Audiences and 

chat topics reflect the streamer:

calm streamers attract calm
4 25 09 kaockarel: father where is mother?

4 25 20 jaecurbeio_avocado: DAD IS BACK 

audiences, immature streamers 4 25 21 noraboldog: dad we just talked about sex

attract offensive audiences (1319). 4:25 21 streamEiements: y a  n e e d  j e s u s  

, . ,  4 25 28 Whiskeylzzy: help us papa, send jesusFigure 4 shows a sequence of
Figure 4: JennaJulien Chat

comments in the chat bar for a

stream produced by JennaJulien, owned by streaming duo Jenna Mourey, better 

known as Jenna Marbles, and Julien Solomita. Mourey and Solomita, both 

having successful YouTube channels before starting their Twitch channel, are 

often referred to in their Twitch chats as “Mom” and “Dad” and their viewers are 

referred to as their children. The social dynamics that occur on JennaJulien’s 

chats are similar to the social dynamics of a family where the viewers are 

purposefully immature in order to be scolded by their mom and dad. This social 

dynamic is something that is essentially just understood and accepted by 

frequent viewers of JennaJulien’s channel because it is always occurring in the
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chat. The family social dynamic is only effective because JennaJulien’s viewers 

have shared characteristics including a shared sense of humor as well as a 

shared interest in the type of content the streaming duo produces. These shared 

characteristics are evident through the language used in the chat exchange in 

figure 4.

The comment in figure 4 posted at 4:25:21 is a common phrase used by 

Mourey and Solomita, “YA NEED JESUS,” followed by an emote of their angry 

dog. This comment was posted automatically by the StreamEiements account. 

StreamEiements allows channel owners to post automated comments based 

either on a timer or based on trigger words being used in the chat. This 

automated comment is most likely in response to the comment posted directly 

above it which mentions sex. StreamEiements’ comment mimics Mourey and 

Solomita’s tendency to mockingly scold their viewers for inappropriate behavior 

or language. This exchange shows how the personality of the viewers engaging 

in the chat reflect the personality of the streaming duo. This is important to note 

because the StreamEiements comment would not be relevant without the context 

of the community dynamic that has formed around the JennaJulien channel, and 

that community dynamic has only developed through frequent communication 

between the streamers and their viewers. Although these Twitch users are 

communicating within the confines of a specific channel, they each have their 

own unique identity in their online space.
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All Twitch users have their own individual online identity. However, when a 

Twitch user becomes part of a streamer’s community, their online identity 

changes and becomes part of a collective identity with the other members of that 

community (Evans 100). Their online identity changes because they have 

created an association between themselves and the new group, the channel’s 

community, that has its own set of values and beliefs. As Amanda Evans 

explains, the identities of those within a community are unstable and always 

changing (101). Evans states, “communities are dependent upon the instability 

and dynamic nature of identity...The signs of a community are constructed as 

visible identities and attach themselves to cultural texts” (101). In the case of 

Twitch, the cultural text would be the channel itself and every stream that takes 

place on it, and the visible identities are coming from the community created 

between a streamer and their viewers.

There are issues within a community dynamic, both in online communities 

and offline communities, as Evans explains, because of the false sense of 

equality that participants have (100). These issues stem from the lack of equality 

among community members. Communities are imagined to be equal because 

there is an assumption of “comradeship,” but all communities have inequalities 

and exploitations of their members (100). Members of any community can be 

ranked by importance and significance. The members of a channel’s community 

ranked lowest to highest would go something like: non-followers, followers,
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subscribers, and streamer. This ranking system is based on power and 

limitations within a channel. The streamer, although supported by the money 

paid by subscribers, is of course ranked at the top because he or she is making 

the ultimate decision of what type of content is being created and when it is 

created. Subscribers are ranked next because they have access to subscriber- 

only content like custom emotes. Followers are below subscribers because they 

don’t have access to subscriber-only content, but they are still able to participate 

in chat as long as it is not subscriber-only. Non-followers are users who watch 

streams but do not follow the channel and therefore do not contribute to the 

growth of the channel which is why they rank the lowest.

In the case of DrDisrespect’s viewers, this ranking system is pretty clear. 

After taking a break from late 2017 to early 2018, DrDisrespect limited his chats 

to subscriber-only comments (Alexander). His subscribers now not only out-rank 

followers but they are also the only voices being heard aside from Doc himself. 

This is important because while Doc certainly has a community within his 

channel, not every member of that community is being heard. This changes the 

ranking of Doc’s community where Doc is still ranked the highest as the streamer 

and his subscribers still rank second, but followers and non-followers now rank 

more closely because neither group is contributing to the growth of the chat. 

Applying limitations to the voices being heard in a community certainly changes 

the power dynamics of the group, and Twitch offering streamer’s the ability to
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have subscriber-only chats means that Twitch enables unequal power dynamics 

within a channel. However, regardless of the imbalance in the power dynamics of 

a Twitch channel, there are still definite communities, or subcultures, forming and 

evolving every day. As these online subcultures evolve, the technology the 

subcultures exist on is evolving as well. Evolving technology also means that 

media is evolving and the ways in which consumers are accessing that media is 

happening in new ways.

Media Convergence 

We are living in the convergence era of media. Professor and media 

scholar Henry Jenkins introduced his ideas of media convergence, participatory 

culture, and collective intelligence in his 2006 book Convergence Culture: Where 

Old and New Media Collide. This book highlights the importance of the mass 

public in shaping this new era of media. The way we consume media now has 

only changed because the collective of consumers has influenced that change; it 

could not have been achieved by one single person. In addition to viewing 

patterns, convergence is also influenced by cultural shifts among consumers and 

even economic shifts. Consumers are no longer limited to housewives watching 

television during the day, children watching it in the afternoon, and husbands 

watching it in the evening. The culture of media consumption has shifted to the 

point where people of all ages and backgrounds expect access to their own
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specific type of media wherever and whenever they want it. This has had a great 

influence on Jenkins’ concept of convergence.

Jenkins defines media convergence as, “the flow of content across 

multiple media platforms, the cooperation between multiple media industries, and 

the migratory behavior of media audiences who will go almost anywhere in 

search of the kinds of entertainment experiences they want” (Jenkins 2). The 

concept of media convergence, based on Jenkins’ definition, is the most basic 

foundation of Twitch because Twitch was designed to offer those seeking video 

game related content a space where they could watch gameplay and comment 

on it. The way streamers create their content also speaks to Jenkins’ definition of 

media convergence. Streamers play a game on a console or computer, utilize 

some type of screen capture software, record themselves on some type of 

camera, connect their gameplay capture and camera recordings through a third- 

party website, and broadcast their content to Twitch, all the while being viewed 

by their audience through their own device of choice. Gaming-specific content 

and the use of multiple forms of media certainly relates Twitch to Jenkins’ 

definition of media convergence, but Twitch also relates to another aspect of this 

new era of media convergence where companies are finding new ways to 

advertise their products to their target audiences rather than through traditional 

forms of advertisements like television commercials. Because of this, Twitch has 

had a direct impact on the gaming industry itself, as noted by T.L. Taylor:
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Though deeply innovative, all this creative activity is not taking place 

entirely outside existing media industries. Game companies, suddenly 

attuned to the potential of broadcast to get their products in front of 

gamers and build interest in their brands, are experimenting with live 

streaming as a form of marketing and promotion. From hosting launch 

events to developer chats, a number of companies are utilizing the 

space as a new form of PR and support (Taylor 9).

According to Taylor, live streaming gives game companies a new and effective 

way to reach their audiences.

Twitch allows the gaming industry to have a direct connection to their 

consumers with little effort because their target audiences are all in the same 

online space at all hours of the day. For example, Electronic Arts, the company 

responsible for popular game series like Sims, FIFA, and Battlefield, has their 

own Twitch channel called EA. EA’s channel frequently broadcasts press 

conferences related to their games so their audience on Twitch can stay up to 

date on their current products. Twitch gives companies like Electronic Arts a new 

way to advertise their products to their consumers while also allowing them to 

give more in-depth information about their products than they could otherwise 

give in a television commercial.

Not only does Twitch open the door for new forms of marketing, they have 

also transformed the way game producers are designing their games. The 

production company Proletariat has developed games like StreamLegends and
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Streamline that are specifically intended to be streamed on Twitch. 

StreamLegends is a Twitch Extension designed to be used exclusively on Twitch. 

Streamers can add the extension to their channel which allows their viewers to 

interact with their gameplay. Viewers can then interact with the streamer by 

creating their own character in the extension and joining the streamer’s guild. 

Unlike StreamLegends, Streamline is not a Twitch extension and therefore does 

not have to be played exclusively on Twitch, but the features within the game 

work best when being streamed on the platform. When the game is being 

streamed on Twitch, viewers can post commands in the chat which have an 

effect in the game. Those playing as viewers can be added to the broadcaster’s 

in-game party, or they can place bets on players of their choice by entering 

certain commands in chat. Even though Streamline is not entirely dependent on 

Twitch, the game was still designed to work best in conjunction with the platform. 

The creation of games like Streamline also speaks to another core attribute of 

Twitch, which is the participatory culture that has developed on the platform.

Twitch streamers and viewers are constantly exemplifying the ideas 

presented in Jenkins’ definition of participatory culture. Jenkins sums up 

participatory culture by saying, “rather than talking about media producers and 

consumers as occupying separate roles, we might now see them as participants 

who interact with each other according to a new set of rules that none of us fully 

understands” (3). In other words, media producers and media consumers are no
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longer two separate groups performing different roles in the world of media 

without having direct interactions; the roles of media consumers have shifted 

where they are not only interacting with media producers but also creating their 

own content. This content production 

comes in different forms and, in the case 

of Twitch especially, can include 

comments posted alongside existing 

media. Content on Twitch is not just the 

streamer’s broadcast; Twtich’s content

6 33 koalatea_sea_fork_master: Iplay 
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6 36 Q & O  T3en1estTr0ut: Iplay 

6 38 Q  beckymanra: how are you titty

6 40 dlr!23abc: Iplay

6 40 Ntcolee_1912: Iplay

641 peppermintcherrychannel: Iplay

6 41 Q  beckymania. Iplay

6 44 mambin22: Iplay

6 46 Q w a ffe :  Iplay

646 phoenixgriffin75: Iplay

6 46 kirsten31508: Iplay

6 46 Q  $  xxkathrynnxx: Iplay

6 46 JJJ Sammyhearts312: Iplay

Figure 5: 
iHasCupquake Chat

also includes viewer’s comments. The 

design features and tools available on 

Twitch allow for the participation of 

audience members in streams by 

making the chat bar easily accessible on 

every stream. Commentators in chat

are making themselves part of the stream by communicating with the streamer 

and generating their response. Marbles is an extension on Twitch that allows 

viewers to play with the streamer simply by participating in chat. The concept of 

the extension is relatively simple, viewers comment “Iplay” in the chat and they 

are then assigned a marble which rolls through a track chosen by the streamer. 

Figure 5 shows viewers commenting “Iplay” in the chat bar of Twitch partner
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iHasCupquake’s stream, which allows them to participate in the game. At the end 

of the game, iHasCupquake’s viewers were able to vote on the quality of the 

game track. Both the participation in the game and in the voting poll are ways in 

which viewers are able to become a part of the stream. They are contributing to 

the content because every time they type “Iplay,” the content of the game 

changes. This shows how games like Marbles allow viewers to go beyond just 

watching content by giving them the chance to interact with what they’re 

watching and in some cases even alter it. Media scholars like William Hamilton 

have argued that this viewer participation is an important feature within Twitch 

communities because it speaks to these community’s values of being together 

and sharing activities.

Hamilton notes the significance of participation within communities on 

Twitch in his work Streaming on Twitch:

Many Twitch streams are what we consider to be participatory 

communities, characterized by openness as well as the means for and 

encouragement of members to engage in shared activities. The primary 

activity stream participants engage in is sociability, defined by George 

Simmel as a playful experience of social association characterized by 

the ‘sheer pleasure of being together* [23] (Hamilton 1315).

The idea of there being a “pleasure of being together,” as Hamilton suggests, is 

something that rings true across all streams, both big and small. This can be 

seen in streams like iHasCupquake’s where viewers are actively engaging in



30

chat in order to participate with others in the game of Marbles. If viewers were 

not interested in playing together in the game, then they would not post 

comments saying “Iplay” in the chat. However, as much pleasure as viewers may 

find in participating in a large stream like iHasCupquake’s, the pleasure of mixed 

company is, as Hamilton notes, actually stronger in streams where there are 

fewer people engaging in social activity than in larger streams where there are 

thousands of people watching. Hamilton discusses the change in the quality of 

conversation that happens as a channel grows, stating that it “transforms from a 

meaningful medium of discussion into an illegible waterfall of text” (1321). This 

may be because the focus of larger streams is different than that of smaller 

streams.

Hamilton argues that conversation is the key element of smaller streams 

whereas the main focus for massive streams is the streamer itself (1321). 

Hamilton compares writing a comment in chat on a massive stream to someone 

yelling out at a sporting event in a large stadium: their impact is small and 

unheard by most, but they didn’t go to the event to be heard they went to be 

entertained (1321). The value of that entertainment is not much different than 

what is experienced by watching a football game because the value is more so 

coming from watching the content itself rather than interacting with the content or 

interacting with others who are watching it. On the flipside, writing a comment in 

the chat box of a stream where there are fewer people means that your comment
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is more likely to be seen and acknowledged by both other viewers and the 

streamer themselves. This is partly because the chat is not auto-scrolling as 

quickly as it is when there is a flood of comments coming in from a large number 

of people. It is easier to read and reply to fewer comments than an excessive 

amount of comments, so back and forth communication is easier on smaller 

channels on Twitch.

Often, the communication that is taking place on Twitch falls under what 

Jenkins defines as collective intelligence. Jenkins’ definition of collective 

intelligence is relatively simple. He summarizes the concept as this: “None of us 

can know everything; each of us knows something; and we can put the pieces 

together if we pool our resources and combine our skills” (Jenkins 4). In other 

words, collective intelligence is knowledge which is shared between multiple 

people due to the fact that no single person can know everything there is to know 

about a topic. The collective intelligence that takes place on Twitch occurs 

between streamers and their audiences. Streamers can go to their chat for 

additional information about the media they’re streaming. Some may need help 

getting past a difficult part in a game and then go to chat for advice from those 

who have already beat it. In one particular example, the Twitch streamer Mizkif 

has an ongoing series where he watches episodes of South Park with his 

viewers. In one of these broadcasts, Mizkif asked his audience, “okay chat, out of 

these episodes, what ones have we not seen yet? I know we watched the World
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of Warcraft one before, but honestly, I’d be down to watch it again. Or we can 

watch something else as long as it’s not TOS. So like what other ones are not 

TOS?” “TOS,” as Mizkif mentions, refers to Twitch’s Terms of Service, which 

state what type of content is not 

permitted on the platform. Mizkif is 

asking his chat to notify him if an 

episode of South Park is TOS because if 

the content of the episode violates TOS 

and he streams it on his channel, then 

Mizkif may face repercussions from 

Twitch. The users in chat responded 

with potential video titles that are safe 

from violating TOS. Their responses can 

be seen in figure 6 where users 

AmericanDiaper and BestAtNothing 

offer the episode titled “Sarcastaball” as 

a safe viewing option. While this may 

seem like a simple exchange, there is certainly collective intelligence occurring. 

Without the knowledge provided by the users in chat, Mizkif could have 

unintentionally violated Twitch’s Terms of Service. The knowledge that the 

viewers have about the particular episode saves Mizkif from getting penalized for
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Figure 6: Mizkif Chat
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showing inappropriate content. This is an example of how collective intelligence 

on Twitch in a way that is not seen on many other social media platforms. Media 

convergence and participatory culture, like collective intelligence, are also 

happening on Twitch in ways that are not seen on other websites.

Media convergence, participatory culture, and collective intelligence are of 

course present on other social media platforms. However, Twitch combines 

these concepts in a way that is not seen on other websites. The level of media 

convergence happening on Twitch is incredibly extensive. Twitch requires a 

combination of many types of technologies for recording, broadcasting, and 

viewing which speaks to the technological aspects of convergence happening on 

the platform. Looking beyond technology, Twitch also offers a more well-defined 

type of content for viewers looking for gaming-specific videos. Video-based social 

media platforms like YouTube may offer gaming-related content, but certainly not 

to the extent that Twitch offers their users. Specializing in gaming content allows 

Twitch users to truly have a unique space to view the type of content they want. 

As with media convergence, participatory culture and collective intelligence are 

also present on other social media platforms, but Twitch’s chat allows for a more 

immersive participatory experience for both consumers and media producers. 

Because Twitch videos are streamed live, unlike most video platforms which offer 

primarily pre-recorded content, viewers are able to engage in real-time with other 

viewers as the content is being made. This means that their questions and
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comments can be addressed in real-time. This immediacy also means that 

Twitch users are able to engage in collective intelligence in real-time which 

means their knowledge can be used immediately rather than be used later. In 

addition to the unique ways Twitch users engage in practices related to media 

convergence, participatory culture, and collective intelligence, Twitch users also 

communicate with each other in chat by using language that is unique to Twitch.

Language and Emotes 

P. Tagg looks at communication, identity, and language in his book The 

Language of Social Media: Identity and Community on the Internet. Specifically, 

Tagg argues that communication shrinks perceived distances between people, 

and technology shrinks those perceived distances even more. Tagg states that 

“globalization changes our social and cultural relations; and communications 

technologies are a major driver behind such change” (2). As Tagg points out, 

communication technologies allow people to create communities with others who 

are not within their geographical area. Twitch is a perfect example of a 

communication technology that allows people to connect over great distances, 

but Twitch takes it even further by having live content being streamed at all times 

thus making it possible to communicate with anyone from anywhere in real-time. 

A stream happening in the United States can be viewed by anyone from 

anywhere that Twitch is available. Because of time changes across the world, 

streaming during the day in one geographical area of the world and streaming
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late at night in that same space can potentially bring in an entirely new viewer 

base. This relates to Tagg’s argument because it shows how Twitch is able to 

connect people on a global level no matter who they are or where they come 

from. Regardless of who is watching a stream, the language used in chat spaces 

is usually a good reflection of the streamer and the language they are using in 

their stream.

DrDisrespect, as touched on earlier, is a one of a kind character on Twitch 

with a unique way of speaking which has caught on with his loyal subscribers.

His catchphrase, “Violence. Speed. Momentum,” speaks to his character’s desire 

to be the most dominating force in the gaming industry because he primarily 

plays games like PUBG and Fortnite which combine high levels of game violence 

with fast gameplay. He is purposefully arrogant and fiercely competitive in 

games, often having over the top reactions to losing. This is something that has 

transferred into the way his viewers speak in chat.

One major difference between commentators in the chat and streamers is 

that you cannot see the commentators; their style must be evident through the 

language they use in chat. DrDisrespect’s subscriber base (previously referred to 

as the “Slick Daddy Club" but more recently changed to the “Champions Club”) 

uses emotes and variations of common phrases used by Doc in order to match 

his style. During one of his streams, DrDisrespect paused in-between playing
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games in order to address the camera directly and read out comments left by 

donators. One of these comments reads,

Hey Doc, I have multiple degrees in vocal music performance, and in my 

professional opinion, your voice is amazing. Your timbre is violent, your 

tack has great speed, and your vibrato has wonderful momentum. You 

are truly a once in a generation virtuoso (ParallelFifth, 1:54:13).

The comment poster, ParallelFifth, used the three elements of Doc’s catchphrase 

in a way that mimics Doc’s ironic type of ego-boosting humor. This shows how 

Doc’s subscribers are able to communicate in a way that is unique to Doc’s 

personal style of communication during his streams.

After DrDisrespect read 15554 0  theredshephard ©DrDisrespect ROSES

ARE RED. VIOLENCE AND SPEED. DOC
this comment aloud to his m a k e s  a ll  h is  e n e m ie s  b l e e d  ^

stream, a number of users in Figure 7:
DrDisrepect Chat

chat began commenting and

using Doc’s custom emotes to match the poetic and arrogant style of that 

comment (Figure 7). The chat comment in figure 7 shows how the poster, 

theredshephard, is also familiar enough with Doc’s catchphrase to use the three 

simple words in their own unique way. This is merely one example of how a 

subscriber who clearly has a knowledge of Doc’s catchphrase is able to use that 

phrase in their own way while still being related to Doc’s style. This repetition and 

mimicry unites Doc’s viewers as their own community because they have 

adopted their own way of communicating in. This is important because it gives
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Doc’s viewers their own way of communicating with one another that may only 

make sense to them, almost like sharing an “inside joke,” whereas viewers who 

do not watch Doc’s content may not understand what his viewers are talking 

about.

While Doc’s viewers have developed their own sort of language amongst 

one another, language across the rest of Twitch varies by stream, as is 

discussed in a study conducted by Jedrzei Olejniczak. Media and linguistics 

scholar Olejniczak looks specifically at language and communication on Twitch in 

his essay A Linguistic Study of Language Variety Used On Twitch. Tv: Descriptive 

and Corpus-Based Approaches. Olejniczak collected data from smaller and 

extremely large streams ranging from 1,000 active viewers all the way to 150,000 

active viewers in order to study the dynamics of the participants in chat. The 

larger streams in the study are typically reserved for eSports broadcasts or the 

small group of celebrity streamers at the top of the Twitch heap (Olejniczak 330). 

Olejniczak notes the importance of the chat feature in streams with large 

audiences, “this kind of situational context is truly unique: potentially hundreds of 

thousands of humans from different backgrounds engage in communication and 

attempt to simultaneously convey their attitudes and thoughts” (330). He notes 

that the larger the stream was, the shorter the chat messages were and the less 

personalized they became (332). The chat messages in the larger streams were 

also more often repetitions of previous messages than original messages (332).
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messages than original messages (332). Olejniczak found that people were 

posting basically the same thing over and over again. Many of these repeated 

messages were emotes. He argues that emotes are more heavily used and 

copied in these larger chats because they represent emotion in a fast and 

concise way (333). Instead of having to type out what you feel, you just use an 

emote to stand in for it. The use of emotes in chat, both large chats and small 

chats, is a defining feature of Twitch. Twitch’s emotes have allowed Twitch users 

to develop a language of their own that is rarely used outside of spaces 

dedicated to gamers.

If there is one defining word for the language of Twitch, it is this:

“emote.” Emote is the shortened version of the word emoticons which, as stated

earlier, are small images that are used in chat to signify a certain meaning or

emotion. In order to use an emote in chat, a user can either

click on it from an existing list of images or they can type in

its code. The code for an emote is simply the name given to it

at the time of its creation. The most commonly used emotes Figure 8:
Kappa

are of the faces of popular streamers (StreamEiements).

One of the most popular emotes on Twitch is “Kappa” (Figure 8), a black and 

white photo of Josh DeSeno, a former Justin.tv employee tasked with setting up 

a chat client. Several Justin.tv employees had created emotes from their own 

pictures and chose what to name them. The Kappa emote is used to suggest
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sarcasm either in conjunction with a phrase written in chat or in response to what 

is occurring on the stream. Figure 9 shows the use of the Kappa emote in the 

chat bar of one of Twitch streamer xQcOW’s streams. Twitch user TheWerePyro 

posted, “You are probably one of the best streamers on Twitch even though you 

are completely oblivious 90% of the time” (TheWerePyro, 3:57:43). This sarcastic 

comment was responded to with the Kappa emote by two separate Twitch users, 

choonchoonmaru and mobilecrackers. While the meaning of the Kappa emote is 

clear among Twitch users, how the emote gained its meaning remains unclear.

Contemplating the beginning of the sarcastic undertones of Kappa, 

Goldenberg writes, “maybe it’s because Twitchers started to understand the 

origins of the Kappa name. Or maybe it’s because, in that famous photo, DeSeno 

has a subtle smirk on his face — or ‘just a feigned smile,’ as he describes it.” The

3 57 43 TheWerePyro: You are probably one of the origins of the Kappa name are
best streamers on Twitch even though you
are completely oblivious 90% of the time ,. . , . , ,_ _  '"ST"? linked to the Kappa character in

3:57 43 3m ege!lean: K g  I HEARD THAT

3:57 44 ^  ratongang 9233 c o d  Japanese mythology, where the

3 57 44 FireDDP: ru n  Kappa is a turtle-like creature that is
3:57.56 JJjJ choonchoonmaru: @ Pyro

*  known for being a trickster
3:57:59 mobilecrackers:

(Goldenberg). Whether it’s the smirk
Figure 9:

xQcOW chat on DeSeno’s face in the emote or

the mythological origins of the name, the reason the Kappa emote was able to 

secure its meaning as sarcastic is because of its repeated use by Twitch users.
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sarcastic contexts. The context of the social exchanges in which Kappa gets 

posted is what gives the emote its meaning. This is important to note because 

that meaning could not have been attained without users posting the emote in 

chats over and over again within these contexts.

The excessive posting of Kappa in chats has certainly helped Kappa earn 

its spot as one of the top emotes on Twitch, but more and more emotes are 

being created by Twitch users every day thus expanding the language used on 

Twitch. The expansion of emote language on Twitch would not be possible 

without so many Twitch users not only creating new emotes but also sharing 

them in chat and giving them meaning by posting them within certain contexts. 

The way Twitch users communicate in chat, whether they use emotes or not, is 

unlike how users of other social media platforms communicate. One major 

reason for this difference is the live aspect of the chat bar. Not only are chat 

participants responding to each other in real-time, the channel’s streamer is also 

responding to chat comments in real-time. This allows Twitch users to build 

communities and relationships during every stream. As long as chat is available 

on Twitch streams, Twitch viewers will continue to build communities and learn 

new ways to communicate with each other. In this way, as well as the many other 

ways as mentioned throughout this essay, the language of the collective user 

base on Twitch is constantly evolving with the platform.



41

Conclusion

Twitch.tv is similar to other video-based social media platforms, such as 

YouTube, yet still remarkably unique in the functions it offers its users. Of these 

functions, is the chat bar which allows Twitch users to participate in the content 

they are watching as the content is being produced. This essay sought to argue 

that the communities and relationships being established on Twitch are more so 

the core element of the platform as opposed to the number of views being 

generated on the site. The purpose of this argument is to draw attention to the 

unique forms of communication taking place on the Twitch platform between 

streamers and viewers that can only occur in a group setting. These unique 

forms of communication include: viewers mimicking the styles and personalities 

of the streamers in chat comments, new ways for media producers to connect 

with their consumers, live commentary being created in conjunction with live 

videos, and the use of emotes in place of words. By looking at existing scholarly 

work done on subcultures, transmedia and convergence, and language on the 

internet, this essay has explained why Twitch is a unique space where the 

platform’s many users are communicating in ways that are not being done on 

other social media websites.

Users who communicate in the chat of a particular channel are able to 

create their own subcultures or communities where their styles of communication 

are unlike any other communities on the platform. The type of communication
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that occurs on Twitch has also influenced new innovations and products within 

media, specifically the gaming industry. This has contributed to the evolution of 

transmedia on the internet and within the gaming industry. User communication 

on Twitch has also resulted in a new sort of internet language where emotes are 

used in place of written emotions. All of these achievements would not be 

possible without the consistent use of the Twitch platform by its viewers and 

streamers. Through its continued success, Twitch.tv continues to make waves in 

how media content is being thought of and produced.
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