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Social Networking – What is it?

“Life without a friend is death without a witness.” – Spanish Proverb



Social Networking
• What is Social Networking?

– Social networking is the process of connecting entities together based on their 
social bonds or ties.

– A social network is a social structure made of nodes (which are generally 
individuals or organizations) that are tied by one or more specific types of 
interdependency, such as values, visions, idea, financial exchange, friends, 
kinship, dislike, conflict, trade,

– Social networks can grow and propagate naturally based upon our natural 
social evolution or they can grow artificially by first connecting to other people 
and then building social bonds with them.

– According to Albert-Laszlo Barabasi, cocktail parties, terrorist cells, ancient 
bacteria, and international conglomerates are all networks. A network is nothing 
more than a collection of objects connected to each other in some fashion. 
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Post-Internet Era Interpersonal
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Virtual Communities and their growth



Virtual Social Networks (VSN)
• Over the last decade, the adjective “virtual” has become a commonplace 

descriptor of social forms where people do not have to live, meet, or work 
face to face in order to create goods and services or maintain significant 
social relationships.

• We have new social forms, such as virtual corporations, virtual 
organizations, virtual communities, virtual libraries, and virtual classrooms, 
etc.

• There is a profound impact of information technology and its rapid adoption 
by individuals, groups, organizations, and communities which has given rise 
to the proliferation of “virtual societies.”

• A community of individuals sharing common interests, ideas, and feelings 
over the Internet or other collaborative networks comprises a VSN.



• The earliest online social networks were the Bulletin Board Systems of the 
1980s that let users post public messages, send and receive private 
messages, play games, and exchange software.

• The notion of social networking first formally appeared on the Internet in the 
late 1990s, with services like FireFly, eGroups/OneList, ICQ - which allowed 
groups of people to coordinate certain kinds of interaction. 

• Since 2003 social networks became mainstream with the advent of 
Friendster. 

• Shortly thereafter, there was a wave of social networks services like Tribe, 
Orkut, LinkedIn and Spoke which allowed users to better organize and 
expand their recreational and business networks.





VSN – what do they help you do?
• Social networking sites provide teens and young adults with a virtual environment where they 

share stories, pictures, videos, and participate in chat rooms with friends and acquaintances.

• By providing information about yourself using blogs, chat rooms, email, or instant messaging, you 
can communicate either within a limited community, or with the world at large.

• People chat. They argue. They exchange property, ideas, and gossip.

• They plan, make friends, even fall in love. 

• They do everything people do when they get together face-to-face but, by using computers, they 
do it separated in space and time.

• Electronic interactions in which people don’t know others make new kinds of communities 
possible.



Types of Social Networking Sites

– General sites geared toward teens

– Schools and colleges

– Cultures (e.g., Asian, European, etc.)

– Business

– Music and videos

– Sports (e.g., Cricket, Racing, Football, etc.)



Classifying the VSNs

Wiki software:
Social Text, Wikia, JotSpot (acquired by Google), 
Twiki

Enterprise social network software:
IBM, Connectbeam, Haystack/Credo

Tagging, social bookmarking and folksonomy
tools:
43things, del.icio.us

Biographic analysis & people search:
Zoominfo, Spokesoftware, Jigsaw, LinkedIn

Event and meeting facilitation:
Meetup, Evite, Cvent

Blog software:
RSS

Business-focused social network services:
LinkedIn, OpenBC/Xing, Ecademy, Ryze, ZeroDegrees

Job referral networks:
Accolo, Jobster, H3.com

Blog software, RSS, and services companies:
Six Apart, Technorati, Urchin, Feedburner, 
Newsgator, Pheedo

Social network analysis & knowledge 
management:
Tacit, Entopia

Contact data management:
GoodContacts, Plaxo

Relationship capital management software:
Contact Network, Spoke Software, VisiblePath, 
Interface
Software, Leverage Software

Real-time communications:
AIM, Chat, VoIP, SMS, ICQ, Skype, IRC, Net2Phone

The Enterprise The Individual 





Driving forces…

• Peer pressure / friend recommended

• To meet fellow students / workers

• To meet new people of similar / varied interests

• Birthday reminders

• Communication with past / new high school friends

• To have fun and share pictures

• Learn about other kinds of communities and people



Today, social networks are enormously popular. 

The benefits can be seen at the multiplier level - people mentor 
each other through the formation of communities; and they network 
and inspire each other by example and input. 

Virtual Social networks protect people from the vastness of 
cyberspace and offer tools to find each other, organize and share 
information, or just keep in touch with friends.





Facts …

• To Keep in touch with family and friends (75%)

• Being "nosey" - 62%

• Express my opinions and views (55%)

• Meet people with similar interests (49%)

• Specific reason, documenting trip to wedding, etc (13%)

• It's a good way to date (7%)

• 70% social networking activity occurs in the evening, 37% of 
participants visit daily and 41% visit a few times per week.





Pros and cons of Virtual Communities



The internet…

• The Internet is more versatile than any other interactive medium
available to us today. It enables us to communicate with friends or 
with total strangers, with individuals or with large groups, using our 
real names or remaining totally anonymous. 

• The Internet is not simply a medium, like the telephone or mail 
system – it is also a place, a virtual community where people meet, 
engage in discourse, become friends, fall in love, and develop all of 
the relationships that are developed in physical communities. 

• Yet, the very characteristics that make the Internet community 
unique – physical distance and the potential for anonymity – are the 
greatest obstacles to its success. 



Positive Aspects of VSN

• Easier to have a social life

• Freedom of expression

• Easy method to keep in touch with old friends and meet new ones

• Page is a personal reflection of the person

• Create groups (shared interest, study, etc.)

• Advertise campus events, jobs, discuss profession, etc.



Negative Aspects of VSN
• Internet stalking/harassing

• Security/safety

• Internet privacy

• Identity theft (Sensitive data exposed)

• Inefficient use of time/procrastination

• Potential future problems with profile content (employers, post-graduate program, professors)

• Class distraction

• E-mail spamming

• Facebook shares member information with 3rd party vendors (Privacy Policy)

• Inefficient use of time – coursework is not completed



Facts and Figures



Other facts and Figures
• As of 2005, there were more than 300 known social networking sites.

Source: wikipedia.org

• One in five child Internet users has received unwanted sexual solicitations 
and only one in four has told his or her parents.

• One in 17 children reported being threatened or harassed while using the 
Internet.

Source: U.S. Department of Justice

• About 45,000,000 American children ages 10 to 17 are currently estimated 
to be online, spending hours everyday at their computers. 

• 60 percent of teens have received email or instant messages from perfect 
strangers and 63 percent of those teens responded.

• At any given time, there are 3.4 million chat room users.



System Structure



System, Entities and Variables

Gen 1 Environment Infrastructure Economic Education

VSN

Social interaction

Time spent with 
family

Mental health

Physical activity

Social skills

Maturity level

Time spent on VSN

Time spent with 
friends

Personal security on 
VSN

Mutual cooperation

Social values

Tolerance levels of 
individuals
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Social interaction

Time spent with 
family

Mental health

Physical activity

Social skills

Maturity level

Time spent on VSN

Time spent with 
friends

Personal security on 
VSN

Mutual cooperation

Social values

Tolerance levels of 
individuals

Trust between 
members on VSN

Gen 2

Exposure to 
nature

Pollution

Awareness

Electronic 
waste

Internet Access

No. of people 
leaving VSN

No. of people 
joining VSN

No of hours 
spent on 
academics

Assignments 
finished on 
time



Simulation



System Status Graph



Conclusions

• It seems like even though commerce, entertainment, and 
information resources all shift onto the Internet, and people’s lives 
also move on-line – people, in turn, will prefer spending less time 
interacting within their virtual communities and move more towards 
physical social communities in the near future.

• We must respect the importance of social relationships. The touch of 
a keyboard will never take the place of a strong handshake, a hug, 
or body language.



Thank you…


