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ABSTRACT1
Discussions of online social technologies focus on their negatives in relation to wellbeing,
prioritizing offline relationships and reduced screen time. However, many communities depend on
Permission to make digital or hard copies of part or all of this work for personal or classroom use is granted without fee
provided that copies are not made or distributed for profit or commercial advantage and that copies bear this notice and
the full citation on the first page. Copyrights for third-party components of this work must be honored. For all other uses,
contact the Owner/Author.
CSCW '19 Companion, November 9–13, 2019, Austin, TX, USA
© 2019 Copyright is held by the owner/author(s).
ACM ISBN 978-1-4503-6692-2/19/11.
https://doi.org/10.1145/3311957.3359442

KEYWORDS
marginalized populations; social media;
social platforms; LGBTQ+; wellbeing;
mental health; social support; disability;
chronic illness; socioeconomic status

online social technologies for building community, gaining social support, and even exploring
identity. This makes the use of these technologies crucial for the wellbeing of these communities.
Numerous CSCW-related disciplines examine marginalized people’s use of social technology and
its relationship to wellbeing. Yet opportunities to converse across domains and engage in thinking
around these topics are scarce. We aim to bring together health, design, communication, HCI, STS,
and a spectrum of diversity science researchers to discuss what digital wellbeing looks like for
marginalized populations, share the state of knowledge in respective fields, and identify
opportunities for leveraging social technologies for wellbeing across these communities. We will
engage in exercises intended to foster mutual understanding, identify commonalities between
areas of inquiry, and bridge gaps between research areas. Our goal is to stimulate interdisciplinary
collaboration, with the hope of advancing a research agenda regarding digital wellbeing for
marginalized populations.
INTRODUCTION & TOPICS
Recently, there has been pushback against the role that social technologies, play in people’s
everyday lives. Companies such as Apple and Google have released suites of tools largely focused
on giving users an accurate sense of the amount of time that they spend on different apps [15],
with an eye towards allowing users to make informed decisions about how to limit their time on
their devices. This follows years of scholarship focusing on the negatives of social technologies in
terms of attention, connection, and addiction [4, 6, 32]. This push aims to curb some of the
documented negative impacts of technology overuse [4, 15, 16, 24, 31]. However, it can often turn
to advocating the reduced use or abandonment of these technologies [15, 24, 31, 32], despite the
fact that, for marginalized communities specifically, these technologies are often essential [7, 9, 10,
14, 19]. In this workshop, we intend to problematize the current narrative of pursuing digital
wellbeing through limitation of social technologies by considering the unintended consequences of
this approach for marginalized populations and better understand how social technologies can be
used to support marginalized groups.
Online social technology plays a distinct role for many marginalized communities that can be
different from the role it typically plays for dominant groups. The LGBTQ+ community serves as a
prime example. As offline LGBTQ+ community spaces have disappeared, LGBTQ+ people
increasingly turn to online spaces for important information around their own identity
development, safe sex practices that are not taught in schools, and social support they may not
have access to in their offline lives [5, 7, 12, 13].. Compared to heterosexual and cisgender youth,
LGBTQ+ youth spend more time online and are more likely to have close, supportive online
friendships (50% vs 19%), including with other LGBTQ+ people [9], bringing into question using
screen time as the primary metric for digital wellbeing.
This wellbeing of social technologies is not limited to the LGBTQ+ community. For children
with autism, online spaces such as Minecraft can play a foundational role in allowing a space to
play comfortably in a safe environment and build relationships with other people with similar life
experiences [27]. Similarly, for people, and especially children, experiencing chronic illnesses,
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having access to online communities via social platforms can be one of the few reliable ways they
can find others to share the emotional burden of chronic illness with [22]. Online platforms are
also a crucial way of maintaining a sense of normalcy through connections with friends and loved
ones while moving in and out of treatment [19]. This potential for connection also boosts
wellbeing, and even traditional health metrics, for low-socioeconomic status populations. For
example, in predominantly racial minority neighborhoods, social sharing of healthy eating
moments can evoke a feeling of hope [11], empowering community members to collectively take
control of the health disparities in their neighborhoods. Similarly, social sharing can increase
comfort and help provide a feeling of safety when exercising in low-income neighborhoods where
fitness resources are limited and crime rates are high [28]. Overall, online social technologies play
an instrumental role in the lives of people from many different marginalized groups, roles that are
not well-served by offline counterparts. Focuses on decreasing screen time or overall usage as a
way to promote digital wellbeing may actually disproportionately harm already marginalized
groups who rely on social technologies for important support and resources.
At the same time, these marginalized groups may be vulnerable to some of the current worries
about online social technologies generally and may in fact have additional concerns about how
these technologies impact wellbeing. Consider the case of LGBTQ+ youth: though online spaces
are a key site of social support and education, they also can enable fixation on validation through
“likes”, unhealthy relationships with body image, sexualization of innocent images [2], and
potentially risky behaviors than their offline counterparts [14]. Though these behaviors are
motivated by the desire to seek friendships and romantic relationships, they also have the
potential to compromise these youth’s safety and well-being. For instance, one study found the
majority of gay/bisexual adolescent boys had used online sexual networking apps intended for
adult men [20]. Others have shown that youth out online are more likely to experience bullying
[9]. Similarly, autistic youth often find themselves the target of online harassment and bullying.
Many of the built-in safety measures for these and other people with disabilities tend to take away
functionality of the system, with a result of infantilizing the user with disability [23]. We must also
consider issues of access, adoption, and adherence to wellbeing technologies, in order to avoid
further marginalizing disadvantaged populations [33]. To define and support wellbeing for
marginalized people via social technologies, we must explore both the unique positives and unique
negatives these technologies present for such groups.
This workshop aims to draw out and focus on the tension between the value and drawbacks of
social technologies regarding the wellbeing of marginalized populations. Building off the expertise
of the organizing team in working with different marginalized populations, we will catalyze a
broader discussion to identify opportunities for learning across disciplines and domains. A key goal
is to establish points of solidarity and commonality across marginalized groups. From this basis,
we will develop a research agenda for future work, identify useful collaboration opportunities
across contexts, and ultimately, produce an article about future directions for this research area.
Starting themes for discussion include:
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Promises and pitfalls of social technology for connection and identity. Social
technologies introduce questions around self-presentation and attention, as marginalized
communities, in addition to facing structural discrimination, are also often stigmatized by larger
society. This common experience of stigmatization can lead to heightened concerns around context
collapse when disclosing and presenting marginalized identity, especially on algorithmically-driven
social platforms which can be difficult to navigate [21]. Key topics in this area include best
practices for creating and moderating spaces for these groups to foster connection, parental
awareness and monitoring among young users, ensuring maximum inclusion while balancing the
need for safety and boundaries, tensions between self-identification with minoritized groups and
opening oneself up to victimization, implications for online privacy, and concerns about managing
the disclosure of and claiming a marginalized identity.
Social technology for informational/instrumental needs. Many marginalized populations
use online spaces as resources for important health and wellbeing information (e.g., information on
safe sex practices, availability of low-cost clinics, access to job resources) [14, 20, 22, 28]. However,
disinformation and misinformation remain highly salient concerns for all online information [1].
For example, online anti-vaccination campaigns have exacerbated people’s fear of autism [8, 17,
30]. Key topics in this area include how to ensure that social technologies are delivering useful,
correct, and relevant information, how to combat socially-spread misinformation, and how to
ensure that sharing information does not expose marginalized individuals to the potential for
further harm.
Designing for marginalized communities. Often, marginalized groups are using tools and
platforms designed for a set of theoretical users who are rarely part of a marginalized group [3,
25]. While online social technologies have proven useful for marginalized groups overall, recent
work has shown how these systems also contain problems that directly result from this lack of
attention to marginalized groups during development [18, 25, 26, 29]. social media. This creates a
situation where a social platform may be both psychologically helpful and harmful, such as a site
that is physically accessible, but socially exclusive when autistic gamers are harassed out of virtual
spaces [27] Key topics in this area include defining guidelines that help designers support
wellbeing for a broad set of marginalized identities, what design tools would be useful for us to
better move towards digital wellbeing that works well for marginalized populations, and how
online spaces and technologies designed for marginalized groups may differ from the platforms
that exist today.
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