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SPECIAL ISSUE ON LIVE VIDEOS IN SOCIAL MEDIA

Live videos are becoming more and more popular within the social media domain, either in form of 
standalone live streaming platforms (e.g., Periscope, Twitch or YouNow) or as live-video features 
embedded in other services (e.g., on Facebook or Instagram). Even though a quick search for “live 
videos” and “social media” in the scientific database Scopus yields only 39 results (as of August 
2019), the volume of the research on this topic is also getting bigger – just under different key words. 
A search for “live streaming” and “social media” already leads to 74 scientific works since 2011. If 
we extend the search to the underlying technology (or activity) of “live streaming,” we find a total 
of 1,766 research outputs (however, some of them dealing with the P2P technology). All in all, the 
topical spectrum of research on live streaming or live videos is very broad and fits perfectly into the 
scope of this journal, as it concerns internet-based social interaction technology, the human-computer 
interaction, and information system evaluation.

What makes the live streaming services so special? Unlike on the “traditional” social media 
platforms, the inter-user communication on live streaming platforms occurs synchronously (the 
streamers and the viewers communicate in real-time with no time delay) (Scheibe, Fietkiewicz, & 
Stock, 2016), which in turn leads to a very differentiated social interaction and user engagement. When 
we compare live streaming to traditional mass media, the viewers motivation has a stronger social 
and community basis (Hilvert-Bruce, Neill, Sjöblom, & Hamari, 2018). Live streaming also seems 
to generate a special kind of social interactions as, e.g., in China there is a rising trend of viewers 
giving tips or virtual gifts to the streamers as rewards (Lee, Yen, Chiu, King, & Fu, 2018). Despite 
the feature of virtual gifts, many live streaming platforms are characterized by implementation of 
different gamification elements, which are supposed to motivate the users to continue the usage of 
the service (Scheibe & Zimmer, 2019).

Why is live streaming a current research topic? The Internet users view more live content than 
ever before (Cheng, Chang, & Chen, 2019). There are more than 200 different (social) live streaming 
services, most of them originating in China (Lu, Xia, Heo, & Wigdor, 2018). All in all, we can 
distinguish between general live streaming services without any topical restrictions (e.g., Periscope) 
and topic-specific ones (e.g., Twitch for e-sports (Sjöblom & Hamari, 2017; Sjöblom, Törhönen, 
Hamari, & Maces, 2017), Taobao for e-commerce, or Picarto for art) (Fietkiewicz & Stock, 2019). 
For the users, streams can become “virtual third places, in which informal communities emerge, 
socialize, and participate” (Hamilton, Garretson, & Kerne, 2014, p. 1315). Finally, despite the new 
inter-user interaction possibilities, streaming platforms (especially in the e-sports domain) can provide 
an additional source of income. “Streamers can profit, up to and including a full-time living ‘wage’ 
for those at the highest levels” (Johnson, 2019, p. 506).
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This special issue consolidates three scientific works about live streaming in the context of 
human-computer interaction and information system evaluation. In the first contribution, Jie Cai and 
Donghee Yvette Wohn address an important aspect of quality and content control on live streaming 
platforms. Based on their claim that “online spaces need moderation […] because of the negativity 
that persists regardless of platform,” they investigate the existing moderation tools used on one of 
the most popular live streaming platforms—Twitch. Furthermore, the authors elaborate on possible 
improvements and moderation tools in the future, which is a highly relevant insight for the platform 
providers and developers.

The second contribution by Katrin Scheibe and Franziska Zimmer concerns the implementation 
of gamification elements on social live streaming platforms with particular attention given to gender-
dependent differences. Implementation of gamification elements like badges or leaderboard has the 
goal to engage the users and motivate them to repeatedly use the information system. The authors 
of this study answer the questions of how users of different genders perceive live streaming services 
(taking the platform YouNow as an example), whether one of the genders is more prone to spending 
money on such platforms (e.g., for virtual gifts for the streamers), and finally, which gender is more 
motivated by gamification elements. The results have not only implications for further human-computer 
interaction research, but also for practitioners like developers and marketers.

The final contribution by Johanna M. Askeridis and Aylin Ilhan is an information system 
evaluation of a popular “real-time mobile broadcasting app” V LIVE. This application did not get 
much attention by the research community yet, which makes this the first empirical information 
system evaluation of V LIVE. The particularity of this application, compared to YouNow and 
Twitch investigated in the other two studies, is that it is a global platform connecting K-pop (Korean 
Pop) fans with their Korean idols. The authors investigated which factors lead the users to accept 
this information system, focusing on the perceived service quality. Their methodology is based on 
established evaluation models like TAM or UTAUT, consolidated in a holistic Information Service 
Evaluation model by Schumann and Stock (2014). The results give new insights into the live streaming 
domain, since they do not regard e-sports platforms or other general live streaming platforms, which 
were already exhaustively researched.
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