
EXPLORING ENVIRONMENTAL 
IMPACTS, ON SOCIAL CREATIVITY, IN 

VIRTUAL COMMUNITIES 

A Netnography in Reddit Communities 

 
MASTER´S THESIS 

Erhvervsøkonomi og Psykologi/Business Administration and Psychology 

Pages/Characters: 79/181.289 

 

 

JULIA IDA MARIE HARTMANN 

Student Number: 106967 

 

 

Supervisor: Borislav Uzelac, PhD 

 

 

 

Copenhagen, 17th September 2018 



1 
 

TABLE OF CONTENTS 

DANSK RESUMÉ AF AFHANDLINGEN ................................................................................. 3 

1 INTRODUCTION .......................................................................................................... 4 

2 THEORETICAL DEVELOPMENT: SOCIAL CREATIVITY AND VIRTUAL COMMUNITIES .. 6 

2.1 Social Creativity ................................................................................................... 6 

2.1.1 Definitions of creativity ............................................................................... 7 

2.1.2 Towards a social psychology of creativity – and beyond .......................... 10 

2.1.3 Collaborative creative processes ............................................................... 13 

2.1.4 Variables of the social environment and their influence on group creativity

 15 

2.2 Virtual Communities ......................................................................................... 21 

2.2.1 Defining Virtual Communities ................................................................... 21 

2.2.2 Sense of Virtual Community (SOVC) .......................................................... 23 

2.2.3 Unique characteristics shaping the environment in virtual communities 25 

2.2.4 Motivation and Knowledge-Sharing in Virtual Communities .................... 28 

2.2.5 The consumers creative potential ............................................................. 30 

2.3 Summary and research question ...................................................................... 33 

3 METHODOLOGY ....................................................................................................... 37 

3.1 Research Strategy and Sampling Technique ..................................................... 37 

3.2 Data Collection in Netnography ........................................................................ 39 

3.3 Data Analysis in Digital Netnography ............................................................... 41 

4 ANALYSIS .................................................................................................................. 44 

4.1 Technical preconditions shape the community environment .......................... 44 

4.2 Social activities and psychological dynamics in the community climate ......... 51 

4.3 Evolution and commercialization of the Bulletjournal-System ............................. 58 



2 
 

4.4 Different manifestations of creativity in the communities .............................. 63 

4.5 Summary and answer to research question ..................................................... 69 

5 DISCUSSION .............................................................................................................. 72 

5.1 General Discussion of the empirical results against the literature .................. 72 

5.2 Conclusion .............................................................................................................. 77 

6 REFERENCES ............................................................................................................. 80 

7 APPENDIX 1 .............................................................................................................. 88 

Statistics on communication patterns ......................................................................... 88 

Screenshots of Community Rules ................................................................................ 92 

Screenshots 3-7: Coverpages from both communities ............................................... 93 

Screenshots 8-12: Pictures of Habit Trackers .............................................................. 95 

Screenshots 13-16: Pictures of Mood Trackers ........................................................... 98 

 

 

 

 

 

 

 

 

 

 

 

 

 



3 
 

DANSK RESUMÉ AF AFHANDLINGEN 

Denne kandidatafhandling udforsker social kreativitet i virtuelle samfund på hjemmesiden 

Reddit. Fokus er på, hvordan de virtuelle omgivelser ændrer samspillet mellem 

medlemmerne, og hvilken social og psykologisk dynamik der er involveret. I modsætning til 

undersøgelser af kreative grupper eller teams er fokuspunktet at få og forstå interaktionerne 

i større samfund, hvor al kommunikation foregår offentligt.  Desuden er målet at udforske 

emnet ud fra medlemmernes synsvinkel i stedet for en ledelsesmæssig eller organisatorisk, 

som mange nyere studier har gjort. Afhandlingens formål er at besvare følgende spørgsmål:  

Hvordan påvirker miljøforholdene, og den socio-psykologiske dynamik, i virtuelle 

samfund, den kreative interaktion mellem medlemmerne? 

For at opnå dette vedtages en netnografisk tilgang. Data fra to relaterede samfund, på 

hjemmesiden Reddit, blev indsamlet og interaktionerne i samfundene observeret i flere 

måneder. Hovedresultaterne er som følger. 

- Samfundene anvender de samme tekniske funktioner forskelligt, hvilket er et udtryk 

for de overordnede motiver til at poste, som dominerer i dette samfund 

- Tekniske funktioner i miljøet kan understøtte et fokus på det indhold samfundet 

skaber, i stedet for personen 

- To funktioner i det fysiske miljø kan være modstridende og udtrykke et billede, som 

ikke deles af de fleste aktive bidragsydere 

- Kommercialiseringen af konsument skabte trends har positive og negative 

konsekvenser for social kreativitet 

- Tillid og støttende adfærd førte til en "open innovation" mentalitet, der fremmer 

social kreativitet i det virtuelle samfund 

- Konflikt, der fremkaldes af manglende overensstemmelse mellem forskellige 

motiver, kan føre til ændringer i samfundet der fremmer kreativitet 

 

Afhandlingen konkluderer, at virtuelle samfund er dynamiske, hvor forandring og udvikling, 

på flere niveauer, foregår hurtigt. Det fysiske, så vel som den sociale omgivelse, har 

indflydelse på medlemmernes interaktioner og den resulterende skabelse af produkter. 

Netnography metoden er velegnet til at undersøge interaktionen mellem det fysiske og det 

sociale miljø. Kombinationen af den store datamængde med problemformuleringens åbne 

beskaffenhed, var en udfordring. Metoden er tidskrævende og forlanger engagement såvel 

som en grundig refleksion af den indsamlede data og de resulterende interpretationer. Flere 

emner, til yderligere forskning, foreslås.  
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1 INTRODUCTION 

The importance of innovation for the modern organization arises from the dynamics it 

operates in. Nowadays, most bigger companies do not only compete with the players in 

their local market, but most often with all the players in our widely globalized economies. 

Former developing countries such as China and India offer the same products, with 

similar quality, for half the prize. Having a product which sells today might be out-of-date 

tomorrow as the product life cycles are getting shorter and shorter. New technologies, 

while also being drivers of innovation, disrupt and displace business models which have 

been around for centuries, securing growth and employment. Innovation, hence, is not 

only important for organizations, it is equally important for society. Social innovations 

are needed to cope with the problem, that technology is making many professions 

redundant. Globally, innovations are needed to solve pressing environmental problems, 

such as finding alternatives for non-renewable resources and solutions for waste 

management. The pressure of finding innovative solutions is omnipresent. 

Innovation is mostly understood as producer-innovation in contrast to user-innovation 

(Hienerth, von Hippel & Jensen, 2014). The main difference is, that producer-innovators 

innovate to sell to users while user-innovators innovate for their own use. User 

innovators can be organizations, which have departments where professionals innovate 

for further use in the main operation.  But user-innovators can also be consumers (von 

Hippel, Ogawa, de Jong, 2011). What characterizes consumer innovators, is a high degree 

of creativity. Innovation is mostly described as an idea, generated through a creative 

process and then successfully implemented by an organization, implicating that 

creativity is required for innovation to happen (Amabile et al., 1996), hence creativity is 

the main driver behind innovation. 

By now it has been acknowledged, that creative achievements are often made by groups 

of people and not individuals (Kurtzberg & Amabile, 2001; Paulus & Nijstad, 2003). It is 

seldom the case, that an innovative product is invented, build, tested and brought to 

market by one person. Often many people work on each step and creativity is needed to 

solve problems along the way, not only in the initial stage. An interest in social creativity 
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first really emerged in the late 1980s. Since then the rise of the internet has changed the 

way we communicate, gather and share information, socialize and keep in touch. It has 

also allowed for new kinds of communities to emerge. Communities which are often 

formed around common interest overcoming physical boundaries and connecting people 

who otherwise would have never met. These are virtual communities and they exist in 

many types and shapes.  

The content in virtual communities is created by the members who make up the 

community. They are often formed around common interests and can develop a sense 

of community (Blanchard & Markus, 2004), where information provision and knowledge-

sharing are promoted (Chiu, Hsu & Wang, 2006). This makes virtual communities a great 

environment for social creativity to occur, as members build on each other’s ideas and 

give critique and feedback. Communicating and collaborating on the internet is in many 

ways different than in face-to-face meetings. It can be extremely fast with new content 

coming in all the time making it hard to process the masses of information sometimes. 

At the same time, it is also delayed and asynchronous which can be an advantage when 

more time to think and process is needed. And these are only some of the characteristics.  

The investigation of creativity and innovation in virtual communities has so far strongly 

concentrated on the relationship between individual contributors and organization, or 

communities and organization, mainly with the goal of profit maximization. What has 

been neglected, are the processes and dynamics happening between the members in 

the community. Being able to get insights on creative endeavors in virtual communities 

and how the contextual factors influence creative processes is not solely of interest for 

academic research but has implications for practice too. Virtual communities are unique 

in their fluidity and absence typical structures, found in organizational teams (Faraj, 

Jarvenpaa & Majchrzak, 2011). Insights into, how the members handle this in their 

creative interaction, may help to find strategies for teams, operating in an increasingly 

fast changing environment. 

Social creativity relies heavily on communication between the collaborators as well as on 

other variables which make up the environment. This thesis focuses on, how the 
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characteristics which shape the online medium, influence social creativity. It also 

considers that other variables, important to the dynamics in groups and communities, 

accompany it. This is relevant as people spend an increasing amount of their lives in 

virtual environments, may it be for personal or professional activities. Communicating 

with strangers and loved ones, as well as information-gathering, are only two of many 

important tasks which are now taking place largely in the virtual world. Not to speak of 

entertainment. This thesis further contributes by investigating social creativity in a 

naturalistic setting. The majority of research in the field of group creativity has been done 

in laboratory experiments (Kurtzberg & Amabile, 2001; Paulus & Nijstad, 2003) which 

therefore do not reveal all the social and psychological dynamics inherent in creativity 

processes. It also expands the research on group creativity to include larger 

communities. To do so, a netnography approach will be used, where the researcher acts 

as an observer in virtual communities. In summary, the aim of this thesis is to explore 

how environmental conditions and socio-psychological dynamics, influence the creative 

interaction between members, in virtual communities. 

2 THEORETICAL DEVELOPMENT: SOCIAL CREATIVITY AND VIRTUAL 

COMMUNITIES 

The literature review aims at introducing the main topics in this thesis: social creativity 

and virtual communities. The state of research in both fields is introduced and the main 

frameworks and concepts, important for this work, discussed. The theoretical 

development continues with a section combining both fields to form the research focus 

with the research question. 

2.1  Social Creativity 

The starting point of the theoretical development is a presentation and discussion of the 

research on social creativity. A brief summary of the history of creativity research will be 

given, and collaborative creative endeavors will be explained as consisting of several 

stages. As one objective of this thesis is to identify factors, which influence social 

creativity in virtual communities, identified factors, from offline settings, will be 

presented. 
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2.1.1 Definitions of creativity 

Creativity is hard to define as it contains a range of different processes and can be 

expressed in multiple ways. Many things, inside and outside of a person, do influence 

creativity which makes the concept even more difficult to grasp (Runco, 2007). However, 

most definitions of creativity contain two terms: novelty/originality and 

usefulness/appropriateness and describe a creative outcome (product) (Stein, 1953; 

Amabile, 1988; Runco & Jaeger, 2012; Sawyer, 2011). Sawyer (2011) proposes a 

“sociocultural” definition which is applicable to all fields and well suited to study social 

creativity. 

“Creativity is the generation of a product that is judged to be novel and also 

appropriate, useful, or valuable by a suitable knowledgeable social group.” 

(Sawyer, 2011, p. 8).  

 The addition of the last part to this definition ensures that it also includes artistic 

creativity, which may not be useful in the common sense, but still valuable for specific 

social groups. It also highlights the importance of the group to judge what is creative in 

a given context (domain, timing etc.).  

 In “the systems view of creativity” the concept is embedded in the wider social 

structures of societies (Csikszentmihalyi, 1988). In this view the individual is the source 

of creativity by producing new ideas, while novelty and appropriateness are judged by 

experts in a given field. Only products which are accepted by the field find their way into 

the domain where they are maintained and spread. The domain, consisting of all the 

accepted products, shares a common set of language, symbols and conventions. The loop 

returns to the person, who internalizes what is part of the domain, to be able to create 

novelty. This model is important for this thesis as it accepts the importance of the social 

and cultural environment for creativity, which is the research focus. Another important 

assumption is that creative outcome can have different degrees of impact. One of the 

most renowned creativity scholars states:  
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“It is assumed that there is a continuum of creativity from the lower levels of 

"garden variety" creativity observed in everyday life to historically significant 

advances in literature, the arts, and science” (Amabile, 1983, p. 361).  

Creativity should be seen as a continuum ranging from small ideas and solutions we draw 

on every day, to innovations with huge impact, that can change the world. This difference 

in creative achievement is expressed in the fact that researchers have distinguished 

different levels of creativity such as little-c and big-C creativity, although there is no 

consensus on how many differentiations there should be (Kaufman & Beghetto, 2009; 

Merrotsy, 2013). Others propose that differences in creative outcome lead back to 

different cognitive thinking styles. Kirton (1976) distinguishes innovators from adopters. 

While innovators tend to focus on doing things differently, adopters try to make things 

better. It is emphasized that this differentiation does not imply different levels of 

creativity. Individuals, no matter where they are on the continuum between adaptive 

and innovative, can make important contributions (Kirton, 1978). However, the main 

implication for this thesis, drawn from the above research is, that different levels of 

creativity exist. It should also be noted, that seemingly small ideas, leading to 

incremental changes, can be the starting point for disruption. In their theory of disruptive 

innovation Christensen, Raynor & McDonald (2015) explain how most disruptive 

innovations are inferior at first, before they make the established obsolete.  
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A prominent model to describe the different strands of creativity and creativity research 

are the four P´s (Rhodes, 1961); person, product, process and press. This model 

acknowledges that both persons and products can be creative, that the process leading 

to a creative outcome contains creativity and that the environment (press) influences all 

of the above. The four P´s are “probably the most often-used structure for creativity 

studies” (Runco, 2004, p. 661). Recently, the five A´s framework of creativity, a revision 

and extension of the four Ps, was proposed by Glăveanu (2013). His motive for rewriting 

the original framework lies in the critique that it promotes an undynamic and 

decontextualized view on creativity, where the different elements are seemingly 

unconnected. By drawing on theories from cultural, sociocultural and ecological 

psychology he emphasizes the importance of social relations for creativity and 

interdependence between the different elements of research. His new framework 

includes actor, action, artifact, audience and affordances. He states that “the actor exists 

only in relation to an audience, action cannot take place outside of interactions with a 

social and material world, and artifacts embody the cultural traditions of different 

communities.” (Glăveanu, 2013, p. 71). Figure 1 shows a comparison of the P´s and the 

A´s. The framework especially adds to previous understandings of creativity, in that is 

differentiates two dimensions in environment: the social (audience) and the material 

(affordances) world. 

Figure 1 Comparison of P´s and A´s (Glăveanu, 2013) 
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The A´s framework reflects and describes how creativity is understood throughout this 

thesis. The creative person, with all its skills, always acts within a given social context, is 

shaped by it and has to coordinate with other individuals. The creative process does not 

solely include individual cognitive mechanisms. It includes also the actions happening 

between different actors or with the environment. All these stages in the process are 

cyclical and dynamic. Moreover, the outcome of creative endeavors must always be 

valued and understood in the sociocultural context it stands in. Finally, the environment, 

according to Glăveanu, has social and physical aspects. The audience is different for 

every creator and can be manifold. It does not only influence during the creation of an 

artifact but is evaluating and judging it afterwards and has a strong impact on which 

meanings and uses are connected to it. Affordances, objects available in a given 

environment, can also disturb and foster creativity. The subjects in the environment have 

to exploit the possibilities they provide (Glăveanu, 2013). This model is thereby also an 

extension of Csikszentmihalyi´s (1988) systems view of creativity.  

2.1.2 Towards a social psychology of creativity – and beyond 

In 1950 Guilford, president of the American Psychological Organization, initiated the 

modern creativity research by pointing out that this subject had been missing from 

academic psychology. Since then three general movements of research appeared 

(Sawyer, 2011; Kurtzberg & Amabile, 2001). In the first wave, researchers were 

concerned with, how outstanding creators differed from other individuals in their 

personality traits. Tests were developed to assess an individual’s creative abilities 

through constructs like divergent and convergent thinking.  In the second wave, being 

rooted in cognitive psychology, the focus was set on the underlying mental processes 

preceding creative contributions. Unlike the first wave approaches these mental 

processes, including problem finding, idea generation and incubation, were assumed to 

be shared by all individuals.  The third wave is highly interdisciplinary and studies creative 

social systems and the role of the environment (Kurtzberg & Amabile, 2001; Sawyer, 

2011). Investigations have, for example, focused on creativity in groups, organizational 

creativity and innovation (Sawyer, 2011) as well as aspects of the social environment 

which influence creativity (Amabile, 1996). What is known about creativity in and 
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between groups, is mostly drawn from experimental settings in laboratory conditions 

(Martins, Gilson & Maynard, 2004; Kurtzberg & Amabile, 2001). Research concerning 

group creativity includes group composition and task design as well as group 

development and group flow and most researchers agree, that group creativity is more 

than the sum of the individuals’ creative capacities (Sawyer, 2011). The reason why the 

term “social creativity” instead of “group creativity” will be used throughout this thesis 

is the research focus on virtual communities. The difference between virtual community 

and virtual group will be explained.   

In 1983 Amabile called for a social psychology of creativity. She expressed her 

astonishment about that contextual factors have received so little attention in research, 

while many creative individuals have noticed their influence. Instead of perceiving 

creativity as a personality trait, she proposes that it should be seen “as a behavior 

resulting from particular constellations of personal characteristics, cognitive abilities, and 

social environments.” (Amabile, 1983, p. 358). In her componential conceptualization of 

creativity Amabile (1983; 1996) explains human creativity as dependent on three intra-

individual components, namely on domain-relevant skill, creativity-relevant skill and task 

motivation plus one external component, the social environment. Her framework has 

been widely accepted and used in creativity research (e.g. Paulus & Nijstad, 2003; 

Glăveanu, 2010; Sawyer 2011) and related fields (e.g. Füller, Matzler, Hutter & Hautz, 

2012). Other researchers found that the framework is also suitable to explain creativity-

processes on team-level and emphasize the important role that team dynamics play as a 

variable of the social environment (e.g. Taggar, 2002; Hirst, van Knippenberg, and Zhou, 

2009). As the most recent extension to the framework, the role of affect was added as 

an element belonging to the creativity-relevant skill component (Amabile, Barsade, 

Mueller, & Staw, 2005). Generally, the social environment can influence all three 

components. The domain- and creativity-relevant skills can be influenced by for example 

training or experiences made in the social environment (Amabile & Pillemer, 2012). 

However, it seems that task motivation is impacted the strongest, by different variables 

from the social environment. These variables include extrinsic constrains, as well as 

obstacles and stimulants of creativity. This is explained by the intrinsic motivation 
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principle of creativity, which states that creativity is highest when the motivation comes 

from within the person, as in enjoyment of the task, interest and feeling challenged 

(Amabile, 2013). Moreover, from elements which constitute the creativity-relevant skill 

component, affect seems to be the most impacted by motivation (Amabile, Barsade, 

Mueller, & Staw, 2005).   

Very recently, a fourth wave of creativity research has started to emerge; a cultural 

psychology of creativity (Glăveanu, 2010). Glăveanu criticizes that the social psychology 

of creativity, initiated by Amabile, still has a major focus on the individual. Although the 

social environment is acknowledged as important influence, it is still understood as an 

outside factor, although a social one, that impacts individual creativity. Referring to 

Csikszentmihalyi´s (1988) model he supports the systemic approach of connecting the 

person with the domain and field, which shows how creativity is always dependent on 

its social and historical context. However, he stresses that the model focusses strongly 

on historic (big C) creativity and neglects everyday creativity (little c). He proposes a 

cultural framework of creativity where the creator, the community, the existing artifacts 

and the creation of new artifacts are in a tetradic relationship (fig. 2), illustrating that the 

new always has its roots in and is understood through the culturally established. This is 

an elaboration on the framework proposed Csikszentmihalyi (1988) in that the field and 

the domain are defined in a broader way, to include all kinds of creativity. Community 

Figure 2 Cultural Framework of Creativity (Glăveanu, 2010) 
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stands for different kinds of social groups and existing artifacts/culture are all the 

symbolic resources available from different domains. In this view, a creative process is 

not only informed through one specific field or domain, but from a multiplicity of both. 

The goals of a cultural psychology of creativity are to explain how creativity unfolds in 

communities and to do so using a definition of creativity which depends on the local 

perception of the concept (Glăveanu, 2010).  

This framework is appropriate for the planned exploration of social creativity in virtual 

communities, as it emphasizes the importance to accept different perceptions of what is 

deemed creative. It also highlights that new ideas always are built from what is already 

there and that a consideration of the culture, in which it emerges, is important to 

understand it.  

2.1.3 Collaborative creative processes 

It is important to keep in mind that creativity is not just the moment of insight or the 

sudden appearance of a new idea. Whether working alone or in collaboration with 

others, it is a process with several, often confusing and non-linear steps. Many factors 

do influence collaborative creativity and different phases of the process may be 

impacted in different ways. How creativity comes about has been described in several 

stage-models proposing that the creative process takes place in successive phases. In the 

componential framework (Amabile, 1983) five process stages are proposed which are 

influenced differently by the three components (fig. 3). The model indicates which 

component is predominantly influencing which stage. It assumes that the social 

environment mainly impacts the task motivation. This is of great importance, as the task 

motivation initiates the first step of the process. In other words, the social environment 

can sabotage creativity before it even arises. However, this model does not consider 

collaboration between several individuals. 
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Figure 3 Componential Framework of Creativity (Amabile, 1983) 

What is crucial for collaborative creativity is communication. In the specific context of 

virtual communities, the communication will most likely be textual. Sonnenburg (2004) 

proposes a theoretical framework for collaborative creativity with a focus on 

communication. In his “creaplex” model he considers tool-mediated interaction and 

communication, as it is predominant in VCs, and proposes process-phases of the creative 

process which shift between individual and collaborative phases. They are visualized in 

figure 4. The underlying assumption is, that the communication process can shift 

between present and absent phases, dependent on the type of communication. It should 

also be noted, that the process is not linear, but the stages co-occur, interrelate and 

provide feedback amongst each other.   

 

Figure 4 Ideal Stages of Creaplex Performance (Sonnenburg, 2004) 

 

In the first two stages the problem is found and accepted. Depending on the context and 

type of group, the problem can be either predetermined or emerge organically in the 

group. Acceptance refers to a collaborative understanding of the problem and the 
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expected performance. The preparation state is most likely an absent one, which means 

that it is done individually (Sonnenburg, 2004). The same applies for incubation, which 

refers to the individual cognitive process happening, when giving the mind a break to 

process the gathered information. For centuries people have noticed, that the solution 

to a problem can appear seemingly out of nowhere, when taking a break or 

concentrating on something else (Sawyer, 2011, p. 97). Incubation leads to the stage of 

illumination, where group flow can play a role when the individually found ideas are 

communicated and developed within the group. In the next stage the idea is assessed in 

the group in relation to the novelty and appropriateness criterions. Modification is 

mostly needed until a final solution is found and accepted (Sonnenburg, 2004). 

These two process models indicate how complex collaborative creative processes are. 

Not only do they consist of several stages, which build on each other (Amabile, 1986; 

1996; Sonnenburg, 2004). They are also influenced by interactions between intra-

individual components and a variety of variables from the social environment (Amabile, 

1986; 1996). Considering both the communication between several individuals, and the 

factors which influence the process between stages, gives an idea on how many different 

dynamics and factors impact creative effort, where many individuals are involved.  

2.1.4 Variables of the social environment and their influence on group creativity 

The social environment is made up by different variables which can have an influence on 

creative processes. One main theory suggests that theses variables mainly impact the 

motivational component (Amabile, 1986; 1996). More recent research indicates that 

affect is also impacted (Amabile, Barsade, Mueller, & Staw, 2005). Below, some 

dynamics, induced by variables from the social environment, are discussed with a focus 

on group settings. The social environment of organizational groups is often referred to 

as climate (Ekvall, 1996).  

The starting point in the investigation of group creativity goes back to the seminal work 

about brainstorming by Osborn as a method for creative problem solving. Osborn 

established two principles for brainstorming sessions: deferment of judgement and 

quantity breeds quality. He argued that it is important to completely separate idea 
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generation from idea evaluation, so criticism is not allowed for. In fact, the more unusual 

and insane the idea, the better (freewheeling). The second rule refers to generating as 

many ideas as possible to increase the chance of a good one. Then, everyone must try to 

combine previous ideas and improve them (Osborn 1948; 1935 after Sawyer, 2011, p. 

235). However, the rule of avoiding criticism has been challenged (Nemeth, Personnaz, 

Personnaz and Goncalo, 2004; Chen, 2006).  

In later years, research focused on showing that brainstorming in teams is not as efficient 

as many people believe. Controversially, individuals being a part of brainstorming teams 

perceive the process to be highly efficient, although it often is not (Kurtzberg, 2005). To 

compare individual idea generation to the performance of group brainstorming a widely 

used experimental setting was using “nominal groups”. The nominal groups consist of 

the same number of individuals as the brainstorming group, only that they never meet 

and their performance is simply added up. Several factors where identified, which make 

group brainstorming less effective. This is called productivity loss and has mainly two 

causes: loss of motivation and loss of coordination (Steiner, 1972).  

Due to lower motivation in the group situation compared with working alone, two 

phenomena can occur: free riding and production matching. In free riding, individuals in 

a group rely on the performance and contribution of their group members and do not 

contribute themselves, because they think it does not matter (Stroebe & Frey, 1982; Kerr 

& Bruun, 1983). By making contributions identifiable, e.g. by forcing everyone to 

contribute, this can be reduced (Bouchard, 1972). Also, the larger the group, the bigger 

is the productivity loss due to free riding (Bouchard & Hare, 1970). Production matching 

refers to the effect, that individuals are not sure how high the standard is in a group. 

They therefore match their performance towards the group mean. This results in 

underperformance by the individual participants (Paulus & Dzindolet, 1993). These 

effects demonstrate how the group environment can impact individual member´s 

motivation to contribute which lead to underperformance. Problems of coordinating the 

task in the group setting, which are not present when working alone, can lead to social 

inhibition and production blocking. Former is present when Osborn´s rule of 

freewheeling is not followed as people hold back ideas because they are afraid of 
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criticism and negative feedback from their fellow brainstormers (Collaros & Anderson, 

1969; Diehl & Stroebe, 1987). The occurrence of social inhibition can be explained by the 

prevalence of psychological safety in the group. It refers to the perception of how the 

group will react to ideas, good as well as bad ones, and what consequences mistakes will 

have (Edmondson, 1999). If the perceived risk of negative consequences to different 

behaviors is small, psychological safety is present. The concept is distinct from trust 

regarding three elements. In psychological safety the focus is on the self (versus others), 

it concerns very-short term consequences of behaviors and it is a characterization of 

groups. Individuals of one group tend to have similar perception of psychological safety 

(Edmondson, 2002). Production blocking on the other hand, does not occur because of 

decreased motivation of individual members. Here, less ideas emerge because of actual 

difficulties in organizing the session. In group brainstorming, only one person can talk at 

a time, hence the group would need more time to generate the same amount of ideas 

as a nominal group with individual brainstormers.  Also, some people might forget their 

ideas in the meantime. Lastly, listening to others interferes with thinking about own 

ideas. Production blocking explains a huge part of overall productivity loss (Bouchard & 

Hare, 1970; Diehl & Stroebe 1987). The biggest problem seems to be speaking time. 

When brainstorming groups have the same time per individual as those in the nominal 

group, they are indeed more productive (Stroebe & Diehl, 1994). Another cause of 

production blocking, connected to the social dynamics in groups, is topic fixation. Groups 

are less flexible than individuals. They want to reach consensus and though only generate 

ideas from a few categories, not exploiting everybody’s different knowledge (Larey & 

Paulus, 1999). Related to this is the concept of group think (Paulus, 1998) which explains 

poor decision-making in groups (Janis, 1971). Group think occurs in highly cohesive 

groups which strive for agreement. As a consequence, idea assessment and search for 

information is selective and alternatives the to the decisions agreed on in the group, are 

not considered, neither are rejected ideas reevaluated. This leaves the group in a state 

of imagined unanimity (Janis, 1971). Paulus (1998) proposes that the concept therefore 

is relevant for group brainstorming and creativity.  
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Moreover, how a group is put together does also have implications on how they perform. 

Cognitive diversity (educational, functional, regional) can contribute to group creativity, 

rather than ethnic, national and gender diversity per se (Bantel & Jackson, 1989; Keck, 

1997). If groups have to find a new problem, it is better if they do not share the same 

background and expertise; if they have to solve a known problem it is better when they 

share a similar expertise (Sawyer, 2007). There seems to be an optimal level of diversity, 

too much and too little reduces creativity (Sawyer, 2011, p. 234). Diversity only works if 

the group develops a shared sense of purpose and a shared commitment to the group’s 

goal (Van der Vegt & Bunderson, 2005). Diverse groups perform better with complex 

tasks. Furthermore, heterogenous groups produce more ideas than homogenous groups 

(Kurtzberg, 2005).  

Although one of the main rules of brainstorming is to avoid criticism, one stream of 

research suggest that critique and conflict can also stimulate creativity. Nemeth et al. 

(2004) found that giving the specific instruction to debate and criticize in group 

brainstorming sessions generated at least the same amount of ideas as when the 

instruction to avoid criticism was given. Both conditions generated more ideas compared 

to when no instruction was given. Another finding was that participants kept having ideas 

after the session had ended. Looking at the total number of ideas generated the debate 

condition was superior. Nemeth and his colleagues offer two explanations: Framing 

criticism as favorable of the task might lower the concern of evaluation and be liberating 

and stimulating, because it normally would be considered as impolite or even forbidden. 

Another study examined the role of conflict, project type and project life cycle in 

organizational teams (Chen, 2006). Two types of conflict where distinguished: task and 

interpersonal. The results showed that both types of conflict are positively correlated 

and that different types of tasks show different degrees of both kinds. Moreover, the 

project life cycle is an important moderator of the relationship between conflict and 

creativity. However, in specific contexts task conflict was in favor of group creativity. 

These results again show, how many factors influence creativity in groups and how 

complex these processes are in naturalistic settings. Acknowledging the importance of 

evaluation to creative problem-solving Gibson and Mumford (2013) executed 
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experiments to test if evaluating other´s ideas would increase the creativity of own ideas. 

This was supported as long as not too many criticisms were expressed as this might 

introduce to many constrains and decrease motivation. Finally, their results indicate that 

both the critic and the one being criticized are benefiting creatively. Finally, Maier & 

Branzei (2010) explored the role of conflict on creativity in virtual communities. They 

found that different types of conflict were present, depending on the creative status of 

the creator (hobbyist vs. master) and the creative objective (connect vs. disconnect) 

underlying the post, regarding the anticipated responses. Overall, their findings indicate 

that conflict is important for creative progress and the creators explicitly seek for it. 

Moreover, they emphasize the fact that creative individuals try to find the right balance 

between positive and negative affect when they cope with feedback. Although Maier 

and Branzei´s study explores the role of conflict on individual creativity it highlights the 

importance of social interaction between the community members on the creative 

process. The creative product of one community member, who has engaged in extensive 

interaction with the community and used their feedback to improve his work, could as 

well be interpreted as a joint product.   

In organizational settings, the social environment is often referred to as climate 

(Mathisen & Einarsen, 2004). Ekvall (1997) describes climate as “…behaviors, attitudes 

and feelings characterizing the life in the organization.” (p. 200). Several instruments 

have been developed to access those factors of the social environment in workplaces 

which foster or hamper creativity and innovation, although the focus mostly lies on those 

which foster it (Mathisen & Einarsen, 2004). The interest in those instruments shows that 

the need to control and influence these dimensions has been acknowledged in 

organizations. One controversy of the climate concept is on which level it is actually 

assessed; organizational level (objective) or individual level (subjective). Overall, the 

dimensions used in different instruments do resemble (Mathisen & Einarsen, 2004). 

Reoccurring dimensions, which have a positive influence on creativity, include support 

or encouragement of creativity, feelings of trust and safety, challenging work, risk taking, 

shared and clear goals and constructive debates (Amabile, 1996; Ekvall, 1996; Anderson 

& West, 1996). Dimensions hindering creativity include excessive workload pressure, 
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factors perceived as controlling such as inflexible management structures and 

conservatism (Amabile, 1996) and conflict (Amabile, 1996; Ekvall, 1996).  

In organizational settings group turnover and the appearance of new members does also 

influence creativity (Levine, Choi & Moreland, 2003). Open teams have more turnover 

while closer teams are more stable in terms of their members. It is true that open teams 

plan more short-term and therefore are quicker to implement changes and new ideas 

(Ziller, Behringer, & Goodchilds, 1960). This makes it easier for newcomers to push their 

ideas through in open groups (Ziller, Behringer, & Jansen, 1961). When a new team 

member enters an established group, he uses techniques such as information seeking 

and networking in order to adapt to the group (Ashford & Black, 1996). When the group 

culture is conveyed to the newcomers, the old-timers have to actively recall them which 

can lead to changes in culture and group norms. To break the status quo and allow for 

new group structures and processes can be in favor of innovation (Levine & Moreland, 

1985). Newcomers can produce innovation when they are motivated to introduce 

change as well as being able to produce ideas that change the team. Finally, they have 

to convince the old-timers (Levine, Choi & Moreland, 2003). The motivation depends on 

the newcomer’s commitment to the team, their self-efficacy related to their ability to 

generate ideas and the perceived rewards. 

To summarize, social creativity is a very complex phenomenon. If the outcome of a 

collaborative effort is going to be creative cannot be predicted by only looking at the 

different group members´ motivation and skills. Equally important are the dynamics 

prevalent in the group, which are influenced by different climate variables. Some of the 

known contextual factors and dynamics that shape creative processes in groups have 

been discussed above. It remains to be seen if these can be observed in a similar way in 

virtual communities and where they differ. The dynamics in virtual communities might 

be different due to for example technically altered ways of communicating and the 

substantially expanded number of individuals involved. The fact that the environment is 

very flexible and dynamic, and offers less restraints, probably also impacts the creative 

processes.  
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2.2  Virtual Communities 

The second part of the theoretic development introduces the phenomenon of virtual 

communities (VC). After defining the concept, a taxonomy introducing several types of 

VC will be presented. In the second sub-section the concept “sense of virtual community” 

will be discussed. Characteristics which shape and distinguish VC will be introduced. 

Finally, knowledge-sharing, information-provision and learning will be discussed as they 

are connected to the research subject of social creativity. 

2.2.1 Defining Virtual Communities 

Human beings have always formed communities. In one of the first studies on the 

subject, a distinction between Gesellschaft (society) and Gemeinschaft (community) was 

drawn, where the first is more intimate and exclusive and the second represents the 

larger public. Furthermore, three kinds of communities where proposed which are 

formed around either kinship, locality or the mind. Communities of mind are connected 

through a common goal for which they co-operate and co-ordinate their actions. It is a 

community of mental life (Tönnies, 1912). Communities on the internet, which have 

emerged since the 1980s, can be seen as belonging to the last type (Li, 2004). Virtual 

communities have been studied in a wide variety of fields, using different methods and 

trying to answer diverse research questions. In a review considering the literature on 

virtual communities from 1996-2004 four areas of interest have been identified (Li, 

2004). The social perspective is concerned with differences to “real” communities, 

definition, psychological/social motivations and antecedent of VC activities. The business 

perspective is interested in commercial potential mostly for marketing and innovation. 

Other research was interested in development and application issues such as building, 

evolution and sustaining a virtual community as well as resource and knowledge sharing. 

Finally, the need for new methods was discussed.  

A virtual community is formed through ongoing communication by people in a specific 

space on the internet. They develop around a common topic, interest or goal. The degree 

of participation is volatile and open (Fernback &Thompson, 1995; Bagozzi and Dholakia, 

2002; Ridings, Gefen & Arinze, 2002). Virtual communities are a social phenomenon that 
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occur different forms and have developed along the technical conditions that shape 

them. In his first taxonomy Kozinets (1999) differentiates Boards, Rings/Lists, Rooms and 

Dungeons. While some of those types may still be around, the social media landscape 

has changed significantly in the last two decades. His redefined “ideal types of social 

experience” (Kozinets, 2015, p. 34) differentiates four new types on the axes focus and 

orientation and intensity of the communal share care relationships. He draws on Tönnies 

(1912) distinction between Gemeinschaft and Gesellschaft to explain the differences in 

relationship intensity. On the other axis, the sites distinguish themselves whether their 

general aim is a specific topic or has its focus on social exchange and communication with 

no specific theme. Mingling media enthusiasm- and hyving social experiences-sites are 

attended for the purpose of social exchange. This can be chatrooms or dating platforms, 

but also some functions of social media platforms like Facebook. Organizational social 

enterprises and social sharing expressions focus on specific interests and activities. There 

are more formal ones, like a Facebook group, where one has to apply or be invited in 

order to join. The more Gesellschaft-ones, like e.g. seen on Reddit, are open and public.  

It is important to note that a virtual community is different from a virtual group/team. Li 

(2004) highlights three main differences: VC, other than virtual teams, do not pursue a 

distinct task or goal, they focus on real life relationships. VC are not organized by 

organizations but form spontaneously around people with common interests. Virtual 

teams often diverge after the task is solved while VC can remain for a long time. The 

participation in VC is often spontaneous, volitional and usually open to any interested 

member. Furthermore, dropping out of a virtual community is also at the personal will. 

The members can simply choose not to log in or to quit altogether. Also, it is possible to 

choose the degree of participation, which ranges from very frequent comment writing 

to only lurking activities (Li, 2004). However, just like offline groups which go through 

different developmental stages (Tuckman and Jensen, 1977), virtual communities also 

emerge over time. One model describes the stages of virtual communities with: 

inception, creation, growth, maturity, and death (Iriberri and Leroy, 2009). After a 2-year 

participant observation, Torres (2017) found a repeating pattern where the virtual 

communities he investigated formed and developed, and then, followed by conflicts, 
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splintered and regrouped. Lack of organization, leadership, rules, norms and procedures 

and the low barrier to entry and new group formation, seemed to play an important role 

in that pattern.  

To summarize the above, virtual communities are spaces on the internet, where people 

communicate using mostly text. There are different kinds which differ on two axes. The 

participation and intensity of doing so is voluntary. Mostly, everybody can enter and exit 

at any given time. Examples for popular virtual communities are Facebook-groups or the 

diverse landscape of specialized communities on Reddit.  

 

2.2.2 Sense of Virtual Community (SOVC) 

There are two starting points from where one can discuss the relationship between 

virtual and traditional communities. One discourse revolves around the question, if 

virtual communities can be defined as a community in the traditional sense of the 

concept. The other possibility is to discuss, where those two types differ.  

Virtual communities can develop a sense of community with a culture and norms just 

like offline communities. They are like “real” communities in that they give social 

support. They develop norms, structures and social ties of different strength (Wellman 

& Gulia, 1997). Furthermore, the archiving of all artefacts makes an aggregation of 

collective expertise and knowledge possible (Bagozzi & Dholakia, 2002). Based on the 

established concept “sense of community” (SOC) (McMillan & Chavis, 1986) Blanchard & 

Markus (2004) explores if there is a “sense of virtual community” (SOVC). SOC refers to 

the affective bonds and feelings which have to be present before a neighborhood turns 

into a community. When SOC is present it has a positive effect on satisfaction and 

commitment in the community (McMillan & Chavis, 1986).  

For a VC, formed around a common interest, Blanchard & Markus (2004) find that VC can 

establish a SOVC, although it differs from physical communities most likely because of 

the differences in communication. They even argue that the term virtual community 

should only be used, if SOVC is present. Otherwise it is a virtual social grouping. They find 

that the SOVC is made up of five dimensions. (1) Recognition of members, which means 
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that individual posters are identifiable in the community. (2) Identity (self) and 

identification (of others) goes beyond recognition. It means forming an identity through 

one´s postings and building a picture of others on the basis of their posts. (3) Exchange 

of support, both informational and socio-emotional. (4) Relationships formed between 

individual members. (5) Perceived attachment and obligation to the community, 

especially by the leaders and more active members. Furthermore, three processes and 

behaviors showed to be particularly important for establishing a SOVC. They can be seen 

in figure 5. It is stated that these behaviors and processes occur in the illustrated order 

and precede the development of SOVC.  

 

Figure 5 Sense of Virtual Community (Blanchard & Markus, 2004) 

All of these behaviors and processes contribute to the establishment of a SOVC. 

Exchanging support fosters the feeling of attachment and obligation. By posting 

regularly, the community members create identities which help to de-anonymize the 

community and establish the SOVC. Finally, trust is established by finding strategies to 

ensure, that what is written in the community is sincere and that real people are behind 

the posts. These findings show that virtual communities, although altered by their special 

context, can develop some of the dynamics and connections seen in offline environment. 

The framework is helpful to identify the degree of SOVC in VC which might also indicate 

in which developmental stage a community currently is. The processes and behaviors 

leading to SOVC cannot be present when the community is first established but have to 

develop over time. The model informs to the focus of research in helping to understand 

if a SOVC has to be present in order to engage in collective creative processes, and which 

dimension may be more or less important. 
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2.2.3 Unique characteristics shaping the environment in virtual communities 

Although traditional and online communities seem to resemble to some degree, there 

are some important differences, which especially have implications for how they can be 

investigated. Generally, those two forms, of course, differ in that physical location is 

irrelevant to participation. This makes the logistical and social costs to participate in 

electronic communities lower (Sproull and Faraj, 1997). Kozinets (2015) points out some 

crucial differences in the explanation about why a new method is needed for the 

investigation of virtual communities, which cannot be done with classic ethnography.  

He explains that the interaction of community members, in virtual settings, is altered by 

the medium through which it is made possible. This means that the communication is 

different than it is offline because of the medium’s nature, rules and functions. Both 

constrains and liberations are possible. This can, for example, be additional knowledge 

about language and norms that the user needs in order to communicate successfully in 

the cyberspace. Furthermore, anonymity can have an impact, although many types of 

communities (e.g. Facebook) are clearly less anonymous today, than back in the days. 

However, everyone who wants can remain anonymous in virtual communities. This has 

an impact on the way people behave and communicate with each other. Again, this can 

have both positive and negative implications for the online behavior. Restrains due to 

the fear of being judged may play a smaller role, so people express their opinions more 

freely. On the other hand, this does lead to unsocial and criminal behavior (Suler, 2005).  

Another point Kozinets makes is the easy accessibility. This refers to the fact of low 

barriers to entry and exit in virtual communities. Generally, those communities are 

spaces of inclusion and democracy, where everything from totally private 

(chat/message) to most public (post) communication is possible. These extremes, which 

result in exhibitionistic and voyeuristic behavior, distinguish this medium. Finally, all 

social interaction on virtual communities automatically become an artefact. A 

conversation can be asynchronous and continuing for months and years. This changes 

how data is collected and interpreted and does open up for new possibilities (Kozinets, 

2015).  
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Additionally, differences in communication have been pointed out. Differentiating face-

to-face interaction, tool-mediated interaction and tool-mediated conversation 

(Sonnenburg, 2004), mostly the last two types and mainly the last will be present in VCs. 

While the presence of the communicators is only constraint in tool-mediated interaction, 

tool-mediated conversation is totally asynchronous and mostly of textual nature. 

Although this kind of communication can be extremely long-lasting and lead to 

misunderstandings, it has the advantage that the individual contributors have more time 

to reflect on the discussed topics (Sonnenburg, 2004).  This is also connected to the 

alternation point made by Kozinets (2015). These, and possibly more, contextual 

characteristics shape the environment in online communities. As the aim of this thesis is 

to explore their influence on social creativity, possible interrelations drawn from the 

literature, will be discusses below.  

Anonymity is one of the factors most obviously distinguishing virtual communities from 

traditional ones. Although some communities today (e.g. Facebook groups) are less 

anonymous the members cannot be sure who they are communicating with. Several 

researchers have investigated how this influences the activities in VCs. Both positive and 

negative implications have been found (Reicher, Spears & Postmes, 1995; Lea & Spears, 

1992). Anonymity can make members feel save to talk about sensitive subjects, such as 

diseases or domestic abuse (Remmers de Vries & Valadez, 2008; Luarn & Hsieh, 2014). It 

also encourages members to try new things and propose ideas because it masks failure 

and softens possible negative feedback (Bernstein et al., 2011). Being anonymous can 

hence lead to a decrease of social inhibition. This has been called Online Disinhibition 

Effect (ODE) (Suler, 2005).  

This effect can have two manifestations: benign and toxic. Benign disinhibition is present 

when people in online settings reveal more (wishes, fears, emotions) than they would 

have done in an offline setting. Toxic disinhibition refers to unsocial and criminal 

behavior that never would have been expressed offline. Suler additionally describes 

those two expressions as either contributing to personal growth and intrapersonal 

problem-solving (benign) or blind catharsis without any benefit (toxic). Several factors, 

characteristic for virtual interaction, motivate this loss of boundary. The article mentions 
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the following six: (1) dissociative anonymity, (2) invisibility, (3) asynchronicity, (4) 

solipsistic introjection, (5) dissociative imagination and (6) attenuated status and 

authority.  

Anonymity and asynchronicity have already been discussed as characteristics of VCs 

elsewhere in this chapter. Connected to this is invisibility which refers to the hidden 

physical appearance and overall presence of individuals in online spheres. When actions 

are detached from people´s identity and physical expressions hidden from the 

interaction partner, this creates the ODE. The asynchronous nature of most online 

communication contributes to this, in that reactions and confrontations can be 

postponed to whenever an individual is ready to deal with it. The fourth factor refers to 

the phenomenon that individuals internalize conversations on the internet into their 

own intra-psychic world, due to the anonymity and invisibility of the interlocutor. Suler 

argues, that the line between once own and others´ statements becomes blurred, and 

for some this might feel like self-talk. This adds to the ODE as it feels safer to talk to one-

self and encourages confrontation. Connected to this is dissociative imagination where 

the online- and offline-persona is subconsciously split which, according to Suler, leads to 

feeling less responsibility for online actions. Finally, the last factors point to the missing 

social cues which reduce and hide status and authority, resulting in more equal 

opportunities for everyone to speak up and be heard (Suler, 2005). It should be 

mentioned that Suler has a background in psychoanalysis, which he strongly draws on in 

his discussion. While these offer interesting insights, other explanations could apply as 

well.  

The possibility to identify people online is very limited. However, many people share 

highly personal topics within online communities. Trust is an important variable for 

communication and collaboration in online communities. It predicts the desire to give 

and receive information and knowledge from strangers (Ridings, Gefen & Arinze, 2002) 

and influences the development of SOVC (Blanchard & Markus, 2004). Furthermore, 

trust also influences the practical behavior in such environments. It has a direct influence 

on revisiting the community and interaction with other members (Wu & Tsang, 2008).  
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Another outstanding characteristic of online communities are the low barriers to entry 

and exit. This leads to a big turnover in many virtual communities. A study showed that 

this can have a positive influence on commitment and retention when a common identity 

is established before. When the turnover is visible it can encourage more participation 

as it shows the lifelines of the community (Dabbish, Farzan, Kraut & Postmes, 2012). 

  

2.2.4 Motivation and Knowledge-Sharing in Virtual Communities 

Since the appearance of the first VC scholars have been interested in the motives for 

participating and sharing knowledge. The motives for joining a VC can differ between 

different types of communities (Ridings & Gefen, 2004) and different kinds of users 

distinguished by their activity (Ridings, Gefen & Arinze, 2006).  

Sun, Rau & Ma (2015) offer an integrated model of motivational factors that influence 

online behaviors (fig. 6). Online Community refers to the extrinsic environmental factors 

present. Individual refers to the intrinsic factors influencing the individual user, such as 

their personality, goals and desires, needs and self-efficacy. Commitment and Quality 

Requirement are based on the relationship between the users and the community. The 

first refers to the emotions, obligations and consequences connected to the 

membership. The last to the user´s expectations about things like security and reliability 

of the community. The factors included in these four categories all contribute to the lived 

behaviors in the community, which are expressed as commitment citizenship behavior, 

content provision and audience engagement. The framework shows how 

multidimensional the motivators for behavior in virtual communities are.  



29 
 

 

Figure 6 Sun, Rau & Ma (2015) 

Knowledge exchanges are crucial in VCs. They are important to the individual member 

but also to the community as a whole, as the content is what adds worth to it (Blanchard 

& Markus, 2004). Faraj, Jarvenpaa & Majchrzak (2011) explored knowledge collaboration 

in virtual communities. They state that knowledge collaboration is not solely the 

provision of knowledge to the community. It does also contain adding to others 

knowledge, recombining and modifying it. They furthermore argue that fluidity is what 

makes knowledge collaboration possible in these environments and what differentiates 

them from most offline teams. In their understanding of the term fluidity, it does not 

only refer to the elsewhere mentioned low barriers of entry and exit. Comparing it to the 

structures present in most organizations, it refers to spaces “(…) where boundaries, 

norms, participants, artifacts, interactions, and foci continually change over time (…)” 

(Faraj, Jarvenpaa & Majchrzak, 2011, p. 1226). This fluidity also creates fluctuations in 

the present resources which leads to fluctuating tensions. How the community deals 

with these tension determinates, according to the researchers, the outcomes of 

knowledge collaboration. They propose five tensions associated to five resources and 

argue that all five can have positive and negative consequences. An overview can be seen 

in fig. 7. 
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Tension in Resources Positive Negative 

Passion (enthusiasm) - Drives participation 
- Affects mood and increases 

involvement 
- Collaborative opportunities 
- Increases Motivation 

- Fosters Debates and 
conflicts 

- Reduces Participation of 
less passionate individuals 

 
 
 

Time (spent in VC) - More time spend-more 
ideas evolve 

- Individuals who spent more 
time than others can have 
too much influence 

Socially ambiguous identities 
(anonymity, missing social cues) 

- Increased satisfaction in 
communication 

- Higher performance 

- Deindividuation 
- Hyperpersonalization 
- Decreased trustworthiness 
- Worries of not getting 

credit 

Social disembodiment of ideas 
(independent of their 
author/decontextualization) 

- Others ideas can be used 
easily 

- Collaboration is more free 

- Ideas misunderstood and 
misapplied 

Temporary convergence (to 
goals, direction, criterions, 
processes…) 

- Compromise of constrains 
and diversity 

 

- Eliminates critical 
reinforcement 

- Not agreed upon 
evaluation 
criteria→frustration 

Figure 7 Positive and negative consequences of tensions in VC adapted from Faraj, Jarvenpaa & Majchrzak (2011) 

After introducing the tensions with their positive and negative consequences, they 

discuss how the tensions can be managed in a way, that they stimulate knowledge 

collaboration. The five-proposed tensions where drawn from the literature about VC and 

the authors own research on the subject and have not been tested holistically. They 

finish the article by raising a call for research on knowledge collaboration in VCs and offer 

a variety of different research questions. Although it is not explicitly posted, what is 

presented as knowledge collaboration in the discussed study, shares many similarities 

with social creativity, which is the topic of this thesis. The framework is therefore suited 

as a tool to inform the analysis of the empirical research carried out in this work.  

 

2.2.5 The consumers creative potential 

Scholars of marketing and innovation quickly realized the commercial potential of virtual 

communities. They started to investigate different aspects of virtual communities and 

their members, one of which is their creative potential. The term virtual community of 

consumption is often used in the literature and refers to virtual communities who´s 
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shared interest is on consumption related topics. They often share extensive knowledge 

and enthusiasm for a specific brand or product (Kozinets, 1999). Most research 

concerned with creativity in virtual communities is limited to this context.  

In one of the earliest articles on the topic Kozinets (1999) discusses the strategic 

implications virtual communities of consumption have for marketing decisions. Firstly, 

he presents four types of communities of consumption members. Some are more 

important for marketing activities than others, because they make up the core users. He 

argues, that the knowledge of the different members´ interaction mode, allows for a 

segmentation and opens up for different opportunities. Secondly, Kozinets introduces 

virtual communal marketing (VCM) as a framework for relationship marketing in virtual 

communities. VCM follows three main principles: (1) consumers are active online 

participants, (2) the relationship to the consumer is embedded in a multimodal network 

instead of a one-to-one communication and (3) the value lies in qualitative not 

quantitative data obtained online. Each of these principles provide implications for the 

implementation of different marketing strategies.  

Apart from marketing, virtual communities are also studied with the aim of identifying 

new trends and developing innovative products and services. In line with the open 

innovation paradigm, the concepts of co-creation and lead-userness where extensively 

studied. Open innovation refers to the philosophy of opening organizational innovation 

processes in order to benefit strategically from outside resources (Chesbrough, 2006). 

Eric von Hippel was the first to introduce the lead-user concepts. He noticed that a 

specific group of consumers exists who seem to be ahead of everyone else. They 

additionally have an extensive knowledge about their field and tend to innovate for their 

own use because the market does not fully meet their needs (von Hippel, 1986). With 

the rise of the internet, lead-users began to form communities on the internet, to 

exchange ideas. These communities offer an extensive amount of knowledge and 

creativity which can inform organizational innovation activities (Mahr & Lievens, 2012). 

Under the term of co-creation, consumers involvement in new product development, 

with organizations, is studied. Here, the consumer is not only asked about his needs, but 

invited to join in on the innovation process with his knowledge and creativity (Füller, 



32 
 

2010). Through the investigation of two online brand communities Sawhney, Verona & 

Prandelli (2005) show that they can be used for several stages of the new product 

development process. Specifically, they emphasize that the attributes of the internet, 

interactivity, reach, speed, persistence, and flexibility provide richer opportunities than 

traditional market research and consumer involvement. But what characterizes the 

individuals participating in these kinds of projects? Füller (2010) found, that a consumer’s 

motivation to participate in co-creation activities determines what he expects from it. 

These motivations range from need- and curiosity-driven individuals, to those who 

simply enjoy the task (intrinsic motivation) and finally the reward-driven ones. The 

intrinsically motivated individuals, not only enjoy the activities the most, they are also 

the most creative and hence most suitable for co-creation. Another study contributed to 

these findings by further investigating individual creativity in the context of co-creation. 

Drawing on Amabile´s (1983) creativity components, the main conclusion was that these 

components have very different effects on the ability and motivation to engage in 

different stages (e.g. idea generation, evaluation, testing) of co-creation. Overall, the 

domain-specific skills component, seems to be most important in the context of co-

creaion (Füller et al., 2012). 

One study investigated creativity in virtual communities with a focus on cultural 

differences (Jawecki, Füller & Gebauer, 2011). They noticed that the contributors to an 

idea take different roles in the process such as innovators or fans, depending on which 

skills they possess. By comparing English and Chinese communities they found that they 

differ in their structure, innovation motives and outputs and the innovation process. This 

shows that the member´s cultural heritage does have implications for cultural elements 

of the communities they build online and highlights the role of social influences. The 

researchers emphasize that the output created by the members of both communities is 

of expressive quality and quantity. The practical implication derived from this study is 

that companies, who want to work with virtual communities should keep in mind how 

the culture, as a factor of the external environment, influences the members routines 

and motives (Jawecki, Füller & Gebauer, 2011). In this research, it is not further explored 

how the culture of the larger society, most members come from (east/west), influences 
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the culture of the virtual community. While some aspects might translate directly to the 

virtual world, others could be different. The specific culture of one virtual community 

most likely also influences creative processes.  

Co-creation between consumers or virtual communities and companies is explored 

mainly from a managerial perspective where the ultimate goal is to maximize the 

company’s profit (Ind & Coates, 2013). The consumer is exploited for his knowledge and 

creative ideas and does, in most cases, not benefit himself (Bonsu & Darmody, 2008). 

Furthermore, Bagozzi & Dholakia (2002) criticize that “(…) all of these approaches 

emphasize commercial aspects inordinately, ignoring for the most part the social 

psychological processes that make virtual communities so popular and influential in the 

first place.” (p. 6). Ind & Coates (2013) propose the usage of perspectives from different 

disciplines, such as psychotherapy and collaborative innovation, in order to implement 

co-creation in a way where all stakeholders can benefit from it (Ind & Coates, 2013). 

 

2.3 Summary and research question 

The last section of this literature review merges the two themes introduced above and 

provides evidence that social creativity should be investigated in the context of virtual 

communities. This adds to the current knowledge in the field of group creativity and 

expands it to include a new and dynamic social environment, virtual communities, where 

other conventions and rules for interaction apply.  

The online environment changes the way people communicate and a majority of the 

social cues we use in in face-to-face meetings are lost. The loss of social cues can have 

advantages in that it evens out differences in power relations based on social classes, 

gender or even just the physical appearance (Suler, 2005; Kozinests, 2015). 

Communication is extremely important for social creativity (Sonnenburg, 2004). The way 

in which the medium alters the conversations online must have an impact on the 

collaborating people, on the creative process and finally on the outcome. Early 

brainstorming experiments using computers for communicating showed that this could 

increase the quantity and quality of generated ideas (Dennis & Valacich, 1993).  
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Virtual communities are principally open to everyone and often form around common 

interest. Especially those groups formed around leisure activities might assemble 

individuals from a wide variety of different professions and backgrounds. Diversity has 

shown to influence creative work positively, under certain circumstances (Bantel & 

Jackson, 1989; Keck, 1997). Although most of the creativity happening in online 

communities, formed about leisure activities, might be further on the “little c” site of the 

creative continuum, the investigation can still reveal valuable insights. Most innovations 

are niche phenomena and inferior to the established, before they disrupt the old and 

make them obsolete (Christensen, Raynor & McDonald, 2015). The low barriers to entry 

and exit can lead to high turnovers in virtual communities. Studies on newcomer 

innovation and team openness have shown, that this can increase the emergence of 

creative ideas in organizational settings (Levine, Choi & Moreland, 2003). However, also 

disadvantages of this extreme openness on creativity are imaginable. 

Anonymity is one of the more extensively studied social topics in virtual community 

research. It influences other social aspects of online interactions such as trust and 

motivation (Blanchard & Markus, 2004; Suler, 2005). Surprisingly, its influence on 

creativity has not been a major focus. In group settings, anonymity can have a positive 

influence on creativity as it loosens the effect of social inhibition where people are afraid 

of negative judgement from others. This seems also to be true in virtual communities. 

Members feel more save to share sensitive subjects (Remmers de Vries & Valadez, 2008; 

Luarn & Hsieh, 2014) and try out and propose new things (Bernstein et al., 2011). This 

could be beneficial for virtual collaborative creativity, although many social media sites 

today are not as anonymous anymore as they used to be (Kozinets, 2015, p. 72). 

Normally, every bit of social interaction is archived online. This has implications for the 

communication in that it makes asynchronous conversations possible. It also turns 

everything posted into online artefacts which makes it easier for newcomers to 

understand the community and for everyone to refer to past publications. From studies 

in group creativity it is known, that some ideas get lost in the process, because they are 

not written down. Also, listening to others while trying to remember own ideas, 

contributes to productivity losses in brainstorming groups (Diehl & Stroebe, 1991). The 
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way most communities are build, not only allow for textual communication, but creative 

ideas can be shared in all kinds of ways, such as photographs, sketches or even videos. 

Lastly, the archiving of everything that is going on in an online community allows to study 

social phenomena like creativity in a naturalistic environment.  

Although the creative potential which lies in virtual communities have been 

acknowledged, the focus has been on the relationship between the individual and the 

company, and the individual’s ability to create. What is missing is a focus on the 

collaboration between the consumers and the social dynamics which accompany them. 

Another aspect that is missing is exploring how the online environment shapes creative 

processes. Faraj, Jarvenpaa & Majchrzak (2011) state that “Further research on OC´s 

[online communities] cannot continue to consider technology as a black box.” VCs have 

unique characteristics which shape them. Several of them have been identified, but 

research is lacking which explores how they influence social creativity. The propositions 

by Faraj and colleagues (2011) is a start, but they need to be further investigated in 

different virtual communities. The findings from the above presented research leave no 

doubt about the creative potential consumers can provide. However, it has also been 

criticized that this potential is being exploited under the guise of consumer 

empowerment and involvement. Other perspectives than a purely managerial, could 

provide further insights into co-creation where the conditions are more equal (Ind & 

Coates, 2013). They also highlight that research would benefit to give more attention to 

play and social aspects of co-creation and less focus on organizational profit creation. 

“(…) the idea of co-creation moves away from a managerially dominated focus 
(…) to a view that instead focuses on how individuals can collaborate with each 
other to meet their needs for socialization and meaning making and how 
organizations can influence and use the insights of co-creation from a position of 
equality rather than dominance.” (Ind & Coates, 2013, p. 92) 

This thesis offers one of these alternative views on consumer creativity in that it draws 

on theories and concepts from social psychology, to explore how various factors of the 

virtual environment influence social creativity. By doing so, the focus shifts from the 

relationship between company and individual, to the relationship between the different 

individuals and between human and technology. It does also expand the research on 
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group creativity to include communities, hence groups much larger than the one´s 

normally investigated in psychologic research. The dynamics accompanying creativity in 

communities might be different than those observed in smaller groups.  

This thesis uses a netnography, to explore creativity in virtual communities. The focus 

lies firstly, on the social aspects of creativity, as community members communicate and 

collaborate to create, in contrast to individual creativity skills. Secondly, it explores, how 

the different characteristics, that constitute the context of online interaction and 

communication, influences the creative activities. In this regard, the creative outcome of 

these activities is of secondary importance. Creativity is accompanied by various socio-

psychological variables such as conflict and criticism, trust and psychological safety, 

motivation and connected emotions. Hence, these, and others, have to be considered in 

this research. Another objective is therefor to explore the socio-psychological factors 

which might moderate/mediate the contextual factors influence on social creativity in 

online settings. In summary this thesis aims at answering the following research 

question: 

How do environmental conditions, and socio-psychological dynamics, in virtual 

communities, influence the creative interaction between members?  
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3 METHODOLOGY 

The phenomenon of communities on the web soon caught the interest of academic 

research and adaption of research methods were needed to fit the new context. In 1998 

Kozinets first proposed the Netnography as research method for the investigation of 

virtual communities´ culture and other social aspects.  

The aim of this thesis is to gain insights into how the contextual factors in online 

communities influence creative activities between the members. Netnography is well 

suited for this research aim, because it allows for an unobtrusive observation of social 

interactions (Kozinets, 1998). To study creativity as it naturally occurs, especially if the 

focus lies on social dynamics between people, might lead to findings, which the common 

laboratory and survey methods could not yet produce. By using data collected through 

netnography the researcher does not have to rely on the participants ability to recall and 

explain correctly (Maier & Branzei, 2010). Virtual communities are fluid and dynamic, 

and the available resources and tensions change constantly (Faraj, Jarvenpaa & 

Majchrzak, 2011). The possibility to go back in time and revisit all developmental stages 

of the community and all interactions between the members, is a big advantage of the 

method.  

3.1 Research Strategy and Sampling Technique 

As soon as the internet was accessible for an increasing mass of people they started to 

use the new technology for communicative means. Different types of communities 

emerged, often around specific activities or interests. Suddenly, it was possible to 

connect with like-minded individuals overcoming physical borders. Since the first virtual 

communities formed in the late 80s and 90s the technology has come a long way and so 

have the different types of communities. With the rise of social network sites, 

communicating online with strangers and friends, has fully lost the nerdy vibe of the 

starting time and become mainstream over the last decade. The overall research strategy 

which will be used in this thesis is netnography (Kozinets, 1999; 2015).  

“Netnography is the name given to a specific set of related data collection, 

analysis, ethical and representational research practices, where significant 
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amount of the data collected and participant-observation research conducted 

originates in and manifests through the data shared freely on the internet, 

including mobile applications.” (Kozinets, 2015, p. 79). 

The method has its roots in ethnography and preserves some of the tools and techniques 

such as participative observation, interviews and hermeneutic analysis of the data. 

However, there are some important differences between the investigation of traditional 

and virtual communities which have implications for data collection, treatment and 

interpretation. They include alteration, access, archiving, analysis, ethics and 

colonization (Kozinets, 2015, p. 72ff). Furthermore, different types of the methods have 

emerged, one of which will be used in this thesis: the digital netnography.  

Using digital netnography, the researcher moves forth and back between the worlds of 

machines and humans. A majority of the data used in netnography are textual artefacts 

produced through the communications processes by the individuals on the internet. On 

top of that, the method also allows the analysis of other artefacts, such as pictures, 

graphics, audio or video files. Finally, not only artefacts from past conversations are 

collected, but actions can also be observed as they happen, with or without participation 

of the researcher (Kozinets, 2015). Because of the research aim of exploring the social 

dynamics in online creativity and nature of the collected data, overall, the present 

research is of qualitative character. The analysis is supported by tools which make it 

possible to pre-select and sort the dataset. This is important because the amount of data 

is huge and messy, consisting of ten-thousands of posts and comments.  

Using a specific research method, together with the aim of the research, comes with 

some assumptions about the relationship between subject (researcher) and object, 

knowledge creation and sensemaking as well as research legitimization (Weber, 2004). 

In netnography the commitment and ability to interpret the data, and an understanding 

of the context it was collected and produced in, is crucial in order to learn about the 

social dynamics, the norms and culture in the community (Kozinets, 2015). It is therefore 

not possible to separate the researcher from the object investigated. She must 

acknowledge that she is part of the world she observes and thereby actively shapes it 
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and is herself influenced by it. In the subsequent interpretation of the observed 

phenomena, she uses her experiences and knowledge for sensemaking. Weber (2004) 

states that this kind of research is legitimized by defensible knowledge claims and 

interpretive awareness. This means that it is crucial to describe the research process in a 

way that the receivers are able to examine the research context, procedure and 

evidence. Furthermore, it is important to acknowledge the subjectivity of the chosen 

research design. What is drawn from the data, by analysis and interpretation, is informed 

by the background, experience and knowledge of the researcher.  

The aim of this thesis is to explore creative exchange and interaction in the context of 

virtual communities. To understand how social dynamics and other environmental 

elements in this context influence the social creativity, I chose to analyze the artifacts 

originating from the ongoing conversation in the group and to observe how the 

discussions are unfolding in real time. In the subsequent analysis I use the knowledge I 

have gathered, both before and through the participations in the communities, to 

interpret conversations in order to answer the proposed research question. It should be 

noted, that I have followed the trend of Bulletjournaling, which is the topic that the 

investigated communities have formed around, for several years. This means that I had 

knowledge of some of the developments going on and was familiar with the vocabulary. 

On the other hand, I was not familiar or aware of the explored communities.   

 

3.2 Data Collection in Netnography 

In digital netnography the data collection and analysis are computer assisted and enable 

the processing of larger data sets. However, the analysis still relies heavily on the 

researcher’s reflections and interpretations. To find well-suited communities for 

netnography Kozinets (2015, p. 168) sugges seven factors which should be considered. 

Most importantly, the communities should be relevant to the research question. 

Furthermore, the community members should be active and interactive.  This means that 

the members interact regularly and with one another. The cultural atmosphere should 

also be lively and energized with a critical mass of contributors to the communication. 
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The members of the community should either provide a variety of differences or be 

consistently similar in some way. Finally, the data should be detailed or descriptively rich 

and offer an experience for the netnographer as a user of the site.  

Using these selection criteria, two Reddit communities, called sub-reddits, were chosen. 

Reddit is a social news aggregator; a website where information from around the web is 

gathered, shared and discussed. Some communities, though, share mostly self-made 

content. The communities selected for investigation are of this type. They all build 

around the same interest: The Bulletjournal. Referred to as the “the analog system for 

the digital age” the Bulletjournal is a special system for keeping a notebook or rather 

calendar. The system was originally invented by Ryder Carroll and has been around for 

about 5-6 years. It distinguishes itself by being highly flexible and adaptable to the 

individual user´s needs. It is not predesigned like most calendars but is set up by the user 

and constantly added to throughout the year. Although the method is an analog one, 

millions of users exchange ideas and talk about Bulletjournal related topics online. It has 

become a great trend on the internet and several big (online)-magazines and newspapers 

such as The Wallstreet Journal, New York Magazine, Vogue and Buzzfeed have written 

about it (bulletjournal.com). Furthermore, it is very popular on social media sites such as 

Instagram, Facebook, YouTube, Reddit and Pinterest where thousands of hits and 

hundreds of specialized accounts and communities are devoted to bulletjournaling. 

Because of its online popularity as well as its high adaptability it well-suited to study 

collaborative creativity online. The selected communities therefore meet the factor of 

relevance. Another reason to select communities on Reddit concerned with, what can be 

classified as a leisure activity, is the role of intrinsic motivation for creativity. In the 

chosen communities intrinsic, as opposed to extrinsic, factors should predominate. This 

would be different in brand-communities initiated by companies, where extrinsic factors 

such as monetary rewards could play a role (Maier & Branzei, 2010). 

The first sub-reddit was found through a search on Reddit using the key word 

“Bulletjournal”. The second one was linked as “other sub-reddits” on the first one. After 

following them for a while they were found to be suited for the planned investigation in 

terms of the proposed criteria, especially activity and interactivity. The first Sub-Reddit 
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is dedicated to everything Bulletjournal Related and has 64k readers. The second one is 

focused on minimalist Bulletjournals and has 12k readers (App.1, Table 2). 

In netnography there are three kinds of data; the collected, the co-created and the 

produced. The collected data refers to archival, hence historic data. This first type, 

although selected from the mass of artefacts available, is not created by the researcher. 

The co-created, or elicited data, emerges through the researcher´s various interactions 

in the community and the computational tools he may use to gain insights. The last type 

of data are field notes written by the researcher where she reflects upon her experiences 

gained in interaction with the communities (Kozinets, 2015, p. 164-165).  

I gathered the data in a two-step process. The first step included the reading of archival 

data on the different sites. I did this foremost to make sure that the communities meet 

the selection criteria proposed by Kozinets. Another aim was to get familiar with the 

communities and obtain an understanding of the social interaction as well as the content. 

Using the API provided by Reddit, I downloaded archival data. For the first sub-reddit, 

r/Bulletjournal, the activities ranged back to October 2014. For the other one, r/Bujo, to 

August 2016. The second step included spending time on the sites and observing the 

ongoing conversations as they occurred live. This is important in order to be a part of the 

community and learn about what it means to be a member.  

 

3.3  Data Analysis in Digital Netnography 

Before analyzing the collected textual artefacts, I processed the whole data set using 

Excel to sort and filter. As the two data sets together include 106.099 posts and 

comments this was a useful step in pre-selecting some artefacts for the netnographic 

analysis. The data was organized in Excel as a table with the column type (post/comment) 

author pseudonym, date, number of comments, linked picture (yes/no), score (obtained 

through voting in community) and the post-id, which makes it easy to find the entry back 

on Reddit. The list makes it possible to sort and filter the artefacts for example, 

chronologically or by number of replies. For the analysis of data obtained through 

netnography, Kozinets suggests a process, containing seven steps, which are visualized 
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in figure 8. Generally, netnographic analysis stands out through a synthesis between 

analysis, where the phenomenon is broken down into its components, and 

hermeneutics, which strives for a holistic view (Kozinets, 2015). In the following the 

seven implements of netnographic induction, as proposes by Kozinets (p. 200ff) will be 

introduced briefly.   

 

The circle starts with the move of imagining where the researcher primarily draws on 

her fieldnotes and experiences and lets her mind wander and reflect. When re-

memorying, the collected data is put aside. The data should now be re-created freely 

from the memory. In abduction the researcher tries to fit things together by looking for 

and specifying connections and patterns. The next implement is visual abstraction. Here, 

the goal is to see the big picture and to look for qualities which allow for generalizations 

in some way. After that follows artifying. It is another way to visualize the data to find 

connections and summarize the data. The recommendation is to actually visualize the 

data in some way using all kinds of materials. Than follows cultural decoding where a 

close look of the data is taken to understand the cultural categories it contains. The 

researcher is always influenced by the culture she is a part of. The final implement is 

Figure 8 The seven intepreting intellectual implements (Kozinets, 2015, p. 200) 



43 
 

called tournament play. All ideas which have come to mind through the analysis process 

are revisited and reconsidered. They are once again tested against the data. The goal is 

to find the best fitting interpretation and explanation.  

Before using these steps for the data interpretation, I followed the two communities for 

some days to understand the routines, such as how often new posts come up, what is 

posted, what is on top of the feed (upvotes) and how many members are online at a 

time. Concerning the downloaded artefacts, I read the top 10 posts, regarding number 

of comments, including responses, and started to establish a coding system. Followed by 

this I read the top three posts, of every month since the existence of the communities to 

see development in interactions, topics discussed and content created. I continued to 

use and adjust the coding system. Further on, I searched for specific key words to learn 

more about topics I identified until now, used the filters to look at posts with, and 

without pictures independently, and sorted the posts by score, instead of interactivity. 

This led to the final identification, of four overall topics. At this point, the seven 

interpreting intellectual implements, supported the analysis of each topic and the 

interactions between them. Additionally, I visited the two communities on a regular basis 

and wrote fieldnotes along. These were also included in the final analysis. Some findings 

about activity and interactivity are supported by numbers from the downloaded dataset. 

However, the main focus of the analysis is my interpretation of the historic artefacts and 

observed behavior in the communities.  
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4 ANALYSIS  

In the empirical part of this thesis I investigated social creativity in the context of two 

connected virtual communities on the website Reddit. The two communities are both 

formed around the same interest. The communication of topics and sharing of content 

related to bulletjournaling, an analog system for running a notebook or calendar. Due to 

the enormous amount of data, generated by the communities over the years, a pre-

selection of relevant posts and comments was necessary. This was done mostly on the 

basis of interaction, meaning posts with more than average comments and participants. 

Reoccurring topics were identified by reading every month´s most interactive posts, 

since the communities where established and the developments and changes over time 

were followed. The four general topics I identified in the collected data, illuminate the 

topic of collaboration and creativity in virtual communities from different angles.  

4.1 Technical preconditions shape the community environment 

The communities have a specific set of technical features which make up the “physical” 

environment. These features determine what is possible in relation to communication 

and sharing of information on the platform. This includes how much personal 

information has to be shared in order to participate, how the produced content is stored, 

and most important who has access to the data. They also regulate how much freedom 

the individual member has in deciding what is visible to whom and how it is stored. 

Reddit is organized in ten-thousands of user-moderated communities, called subreddits. 

Members can subscribe to these subreddits which creates a personal frontpage for 

displaying mixed content. Everyone can read the content of a subreddit, but in order to 

actively participate a Reddit account is necessary. This is done by specifying a username 

and password. An e-mail address is not required. A core feature of Reddit is the up- and 

down-vote function which reflects the popularity of a post/comment. It influences what 

is displayed on top of the page. Finally, members can earn karma points for all possible 

activities (voting, posting, commenting). Depending on the specific subreddit karma 

points unlock certain rights e.g. posting or applying for a moderator position.  
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The preset technical features of Reddit shape interaction and have different implications 

in specific subreddits. In general, the conversations are in written form, with the 

possibility to add pictures. Furthermore, the communication is asynchronous, which 

means, that the participants of a conversation do not have to be online at the same time. 

The observation showed, that discussions mostly go on for 1-2 days before they die. 

Sometimes, they come to life again after a while, when another comment is added. 

Furthermore, discussion threads can have an unlimited amount of hierarchies. The initial 

post is the first order, a comment to this the second, and a comment to a comment, the 

third, and so on. One post can hence initiate a number of micro-conversations within the 

main conversation. The observation showed that most posts stay within three hierarchy 

levels. For post with increased interaction, it is common that a number of micro-

conversations occur. These hierarchies allow for a focus of a specific aspect of a 

conversation, to be discussed separately, which helps to structure the conversation. 

A first glimpse at the investigated communities´ threads, r/Bulletjournal and r/Bujo, 

reveals that many posts make use of the function to add a picture (App. 1, Table 1).  Being 

able to add pictures to posts seems important for communication in both communities 

as many discussions revolve around the content of a picture. Members use this function 

extensively, although differently. In r/Bulletjournal over ¾ of all posts in 2018 contained 

pictures. Posts with picture on average, receive more comments and there is less of a 

chance to receive no reaction at all (App. 1, Table 1). In r/Bujo the pattern is different. 

The number of posts, with or without picture, is more equal (58:42) and posts without a 

picture receive more comments. However, the probability to receive no reaction at all, 

is still smaller when the posts contain a picture (App. 1, Table 1). This gives an insight into 

different motives behind posting a picture. This pattern shows how the same function in 

a virtual space may have different meanings and alter the communication and 

collaboration in different ways. Every community takes the available technical 

possibilities and uses them for their means.  

Although the members of both communities are active everyday this does not mean that 

interactivity or collaboration between the members is going on all the time. Some posts 

get no response at all. This happens twice as often in r/Bulletjournal (App., Table 1). 
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Surprisingly, r/Bulletjournal, which has almost five times as many subscribers (April, 

2018) (App. 1, Table 2), is less interactive, comparing the ratio of comments for each 

post. More people do not necessarily lead to more interaction. It is true for both 

communities that the number of subscribers exceeds the number of members, who 

actually post and comment, by far (App.1, Table 2-6). For January to April 2018, 6989 

different people have contributed to r/Bulletjournal. On r/Bujo there where 1242 

different contributors. For both, this accounts for around 10%, which means, that 90% 

of the subscribers are lurkers.  Additionally, the data showed, that the turnover of the 

contributors is high as well (App.1, Table 3-4). This means that new members start to 

contribute regularly, while others stop. Finally, the 10 top contributors for each 

community was identified (App., 1, Table 5-8). Members seem to take different roles in 

the communities. The top posters are not necessarily the top commenters. While some 

like to contribute their creations, ask questions or initiate discussions, others 

predominantly join in by commenting on other´s posts. The different roles the members 

have, might be an expression of their different motives to join the community or how 

they access their competences. Both roles are important in order to keep the community 

active. A third role, is the lurker, which makes up the largest group in both communities. 

His motive for joining the community might be to find information or inspiration, more 

than giving it. Some lurkers might become posters or commenters as soon as they have 

more knowledge. The data supports this by showing, that contributors are changing over 

time. Although he does not actively contribute, he can still take influence on the 

community content. The technical feature of voting influences what is seen on the 

frontpage. While only very few community members contribute by posting and 

commenting, hundreds, sometimes thousands, of members vote. This results in a 

discrepancy between the dominant opinions expressed in the comments and the actual 

development of the community. In the end this means that the lurkers have a huge 

influence on the content, although they never actively create. The following example 

from both communities exemplifies this. Studying the comments, the same discourse 

keeps showing up. People dislike that pictures, showing only art, often in form of cover 

pages, make up a large part of the content. 
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I'm kinda sick of seeing Bulletjournals that really are just drawings, and not an efficient 

organization system... – FWAPTASTIC https://www.reddit.com/r/bulletjournal/comments/7ocgs0/ 

However, if we are focused on productivity and rapid logging in this sub, how relevant is one 

persons art to the rest of the community? I think that for this sub to be anything different than the 

other sub that artistic posts should be at a minimum. –  super_corgi  

https://www.reddit.com/r/bujo/comments/6rzicz/ 

I don’t mind the fact that artsy people will spend hours on a spread. My main frustration with a lot 

of the stuff I see on this subreddit is that it’s completely impractical. – newfflews 

https://www.reddit.com/r/bulletjournal/comments/ 7ocgs0 

Several similar discussions have come up through the years. However, the observation 

showed that these pictures still are the ones most upvoted. They therefor appear on the 

frontpage all the time and give the impression that this is the main content of this 

community although many people seem to dislike it. The technical feature of voting 

hence has an influence on the community’s image, in that it shows a focus art most 

contributing member do not support.  

Reddit provides different tools to structure a subreddit and the content. A so-called 

sidebar can be used to display important information about the subreddit. Furthermore, 

it is possible to permanently attach a post on top of the page; a “sticky post”. 

r/Bulletjournal uses the sidebar to clarify their five rules (App. 1, Screenshot 1). A sticky 

post from 2017 contains a FAQ for beginners including first steps, getting started, 

personalizing the journal and general explanation of related vocabulary. The post has 

650 upvotes, which is a lot, and the comments show that the FAQ was perceived in a 

positive way. 

Oh wow thank you for posting this!!! I've just started setting up my new Bulletjournal to start at 

the beginning of April, I can't wait to dig into all of the different links you posted! – 

myinitialsarevag 

omfg FINALLYI pitched this in a mod mail ages agoI wish I could upvote you to eternity – 

EmeraldLight  

Excellently written, referenced and comprehensive. Actually convinced me to go back to physical 

bujo after digital! – Bdi89 

This has actually motivated me to get up and start one. I have tried before but it was a complete 

shambles. So thank you for this – HamzaAzamUK  

https://www.reddit.com/r/bulletjournal/comments/60e15w 
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r/Bujo has no side bar and uses a sticky note to clarify the goal and rule of the community. 

The post is called “read before you post r/bujo general information” and starts by stating 

their goal of being a safe space for people who focus on the productivity of their 

Bulletjournal. They give examples which content falls into this rule. Then, five rules are 

stated (App. 1, Screenshot 2). At last it contains helpful links and suggestions for privacy. 

Another tool which can be used to classify posts are “post flairs”. These can be added to 

a post to assign a category which makes it easier for others to search for specific contents 

in the masses of created posts and comments. Although this is suggested regularly, the 

function is not used often. 

I find myself hovering in and out of this sub and feeling like so much of it is humblebrag. It is to the 

point that at times I get a bit of frustration (maybe inferiority complex too) that honest 

discussions, strategies and tips seem to get lost in the mix. Maybe if we can use tags or flairs or 

something maybe? – Bdi89 https://www.reddit.com/r/bulletjournal/comments/6p9ahu/ 

There's a flair for "question" but I don't think many people realize it's there, or maybe it's not 

obvious on mobile or something. – h-e-a-t-h-e-r 

https://www.reddit.com/r/bulletjournal/comments/6p9ahu/ 

Looking only at the way information and rules are presented for members, 

r/Bulletjournal seems to be more inclusive while r/Bujo is looking for specific content 

and membera. This easily accessible information is mainly directed at newcomers to the 

community. The observation showed that the number of subscribers is growing (App.1, 

Table 2) while the data reveals that the number of distinct active contributors are 

relatively consistent, although this are not the same individuals (App.1, Table 3-4). 

Everything that happens on reddit is archived and becomes an artefact which is 

accessible to the public. This makes it possible to travel back in time and explore how the 

two communities evolved over the last couple of years. It also enables the members to 

refer back to older posts and comments. This is important in order to build a collective 

discussion and relationships in communities. Especially, when so many individuals are 

involved who share no social ties to start with. It allows for a collective learning process. 

When clicking on a username the post and comment history of that member appears, so 

everyone can see how the member has contributed to the community. This makes it 

easier to connect to each other and get a feeling of the person behind the username. 
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The artifacts produced by every single member tell the story about who the person is, 

what kind of expertise he has and how active he is. 

So I did the "stalker" thing and saw some of your posts. Here are my reactions: I need that 

notebook in my life! (Must google how to make a pocket); Hey that looks so much like my monthly 

spread!!; Kittens!!!; Shadow is SO beautiful!!;I need an "Around the World This Week!" I approve 

of that washi tape. 

 – woven_noodles  https://www.reddit.com/r/bujo/comments/6rz7dw/ 

This is the only thing which is relevant on Reddit as no other cues or additional 

information is available. On Reddit members have no profile where information about 

the person can be found. Only the content a member produces tells something about 

who the person on the other side is. On the other site, this means that lurkers are 

completely invisible. Unlike on other sites where everyone has a profile to start with, on 

Reddit the profile results from contributions. The technological settings allow, to place 

the user-created content in focus, in contrast to many other social media pages, where 

the person is in the center. This ensures that judgement is based predominantly on the 

product without being influenced by who the creator is, how he looks or where he comes 

from. It is easy to join the community and get an audience, without the need to build a 

reputation first. Still I found that the technical possibilities are flexible enough, that 

members, or the whole community, can use them differently. Users worship each other 

for the content they produce. 

This is so gorgeous! I love everything about it. May steal the graph idea for next month, it looks so 

cool! – eighty-eights https://www.reddit.com/r/bulletjournal/comments/4x593h/ 

I'm usually a lurker, but I have to tell you this is amazing. Congrats – ChloeQueenOfAssholes   

https://www.reddit.com/r/bulletjournal/comments/7u3tx7/ 

I love this spread. It's so gorgeous and packed with information but stylistically minimal. Very nice 

work. I hope things look up soon! – TheNerdJournals 

https://www.reddit.com/r/bulletjournal/comments/74wzsk/ 

This is something I'm implementing immediately. Great idea – SoSorryNope 

https://www.reddit.com/r/bujo/comments/7wqrtj/. 

Reddit, and the two communities in focus, are primarily a space for strangers to discuss 

common interests. Everyone has access to the communities and can read everything ever 

written. Anonymity is a central feature of Reddit and personal information which allows 

to identify a member is usually not revealed. This is also true for the investigated 
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communities. However, what is striking is how intimate some of the shared stories are. 

Often, they deviate from the topic of bulletjournaling. Although it is recommended that 

sensible information is blurred before it is being posted, this is not always done. Reddit 

does not provide this function and members would have to use another program. As part 

of the nature of how the system is used it is common to share data about medical and 

mental conditions, daily habits reaching from brushing teeth to sexual activity, 

information about their children, spouses and jobs. The anonymous and online 

environment has an impact on how responsible people feel for the community. Both 

communities were going through phases were the moderator had just disappeared and 

no one wanted to be in charge. On the other hand, despite the democracy, the need for 

a leader or organizer is still there and demanded by the community members. 

Good to know / glad to hear it. Also thank you for mod-ing this sub. –alaskafound   

https://www.reddit.com/r/bulletjournal/comments/6p9ahu/ 

I agree that we as a community should decide the rules of conduct (and I think that a rule stating 

that only the mods will enforce the sub rules is a good idea) (…) – MrsRevShamwow 

https://www.reddit.com/r/bujo/comments/7pob41/                            

The option to add a picture for example, is very important for both communities, but 

there are very different motives for using it. In r/Bulletjournal pictures are used to share 

art, often in form of so-called cover pages (app. 1, screenshot 3-7). As these pages are 

created to mark the beginning of a new month in the journal, the prevalence of these 

posts increases during the end of the month and overshadow other posts. As they have 

no further function, but often are very artistic, they receive a lot of upvotes, but less 

comments, as there is not much to discuss. In r/Bujo on the other hand, pictures are used 

to present new ideas, to explain problems or generally to receive feedback and new 

input. As the focus lies on functionality here, they are not aesthetically pleasing in the 

common sense. Posting them, and joining the discussion, shows a greater deal of 

knowledge and expertise on the system. They receive more comments, but not as many 

votes. While these kinds of posts are a majority in this community, they also occur in 

r/Bulletjournal, although less often compared to artistic posts. Because of the different 

means to react to different types of posts, commenting and voting, distorted impressions 

about the prevalent opinions and preferences in the communities can occur. While many 
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members would like to see more posts about functionality, as expressed in the 

comments, the established behavior of voting on the artistic pictures leads to those 

contents gaining more traction. Hence, the technical feature which makes that most 

voted, instead of most interactive posts, appear further up on the thread reinforces the 

assumption, that most members are more interested in aesthetic posts. This interaction 

between technical settings, different kinds of creative expression and behavior of 

showing opinions can be a barrier for creative evolution of the system, as it may 

misrepresent the community´s image. New ideas have to be noticed by the mass, to have 

the chance to be developed further. Only if they are seen, shared, used and re-created, 

they will become part of the system. This is an important part of, how innovations 

happen in these communities and for the “inactive” voters to recognize something is 

crucial.  

4.2  Social activities and psychological dynamics in the community climate 

A virtual community is inherently a social space, where people come together to interact 

with one another. The features of the physical environment have a huge impact on the 

social and psychological behavior in the community. The communities have developed 

around an interest which connects them and which is discussed through posts and 

comments; Bulletjournaling. However, conversations concerning other topics are going 

on as well and they inform the creations of their journaling activities. The posts, 

concerning the main topic of bulletjournaling, usually belong to one of four categories. 

The first category is a post, with or without picture, containing the description of a 

Bulletjournal feature the user tried, with an explanation why this was or was not useful.  

Simple Weekly Spread. Minimal setup. Nothing fancy, just functional (…)I enjoyed this layout. 

Specifically, I loved having the entire week and all my tasks at a glance on the same two pages. 

The top bar adds a little interest to the page but most importantly tells me what I need to do 

throughout the week and important tasks for the days. Below that I have 3 lists of tasks I need to 

get done for the week. Then the rest of the page is for note taking (…) – 1itt1ewing 

https://www.reddit.com/r/bujo/comments/7xekq6/ 

The second option resembles the first one, with the difference that it contains a problem 

and often a call for help, recommendations or feedback.  
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I want to use BJ as a motivation tool, not a calendar. How? I am new to this. I am currently using 

Habit Tracker and Fear Setting, and I am actively looking for ideas for other useful tools. I checked 

FAQ and googled a little, but found nothing really helpful. Do you guys have any ideas? – 

NiMPeNN  https://www.reddit.com/r/bujo/comments/7xilrn/ 

A majority of the posts in r/Bujo are of those two types. Thirdly, many posts only contain 

a picture with a short title and no further explanation. The picture often shows artwork 

which members created in their journal (App 1, Screenshot 8-12). The majority of posts 

in r/Bulletjournal are like this. Finally, there are posts with specific tasks or questions to 

engage community activity and interaction. These seem equally prevalent in both 

communities and are often posted by one of the moderators. These posts have the 

important function, to motivate people to be active. They speak to newcomers and old-

timers alike.   

Long term journalers- what have you learned? Calling all "long term" journalers! Share with us 

how long you've been Bulletjournaling and what you've learned along the way! – Nadio8  

https://www.reddit.com/r/bujo/comments/7ovge8/ 

New Years new questions. Post your questions and all of your advice for the new journalers here. – 

SGTWhiteKY https://www.reddit.com/r/bulletjournal/comments/5i7r71/ 

What are some things other people do in/with their BuJo that you'd never consider doing? Not 

that they're necessarily bad ideas, but sometimes I'd see propel do stuff that make me think, 

"Good for them, but, uh...no." –  interests_hodgepodge 

https://www.reddit.com/r/bulletjournal/comments/5anhpb/ 

Share you October! Since it is the end of the month we would love to see some of y'alls' spreads 

from October! Share your used/filled in monthly page, a weekly, or daily. (…) – Nadio8 

https://www.reddit.com/r/bujo/comments/7a0vf9/ 

Additionally, there are posts which discuss things on a meta-level. Firstly, the system as 

such and its terminology and development.  

Is bulletjournaling still a system of rapid logging? or is it a mantra for those who use notebooks to 

help them organize and simplify? Is BuJo just a header for creative organization? – SGTWhiteKY   

https://www.reddit.com/r/bulletjournal/comments/6p9ahu/ 

Renaming my Bulletjournal because I don't like what the name is associated with now. I've seen 

posts on other subs (even non-Bulletjournal ones) which include things like "I don't have enough 

time for a Bulletjournal" or "Ignore my ugly handwriting." I was sad that something created to 

ease up your life has stressed people out. So I've just decided my Bulletjournal is going to be called 

a "notebook with a bujo key". No fancy name. – Nadio8  

https://www.reddit.com/r/bujo/comments/6r8st4/ 
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And secondly, topics regarding the community such as how they should treat each other 

and what happens if community rules are disregarded.  

Proud of this group! Keep posting and sharing! So happy there has been some much needed love 

in this community as of late. I hope y'all continue to share because it's been really inspiring for me 

lately. – Nadio8  https://www.reddit.com/r/bujo/comments/6r8st4/  

(…) So I ask: What should the sidebar include? What rules are an absolute must? What kind of 

content would you like to see? Discussion of the direction that this subreddit should take is very 

much encouraged!(…). – roses_and_rainbows https://www.reddit.com/r/bujo/comments/6rzicz/ 

Of course, casual conversation and small talk is also going on. The members bond over 

their common hobby, like in this conversation. 

Journaling and watching Harry Potter! Best night in ever. – mademoiselleroque  

lets be friends. basically I'm spending the night drawing, applying to my dream job, and bujoing, 

plus a few drinks <3  – heathersphilosophy 

I'm making cocoa! Everyone is welcome to join 😍 (crossing my fingers you get your dream job!!) 

– mademoiselleroque  

Was about to say the same thing. Let’s all be friends. – rjmmbc  

Oh my god can I be your friend too? – pinklipsandpearls  

Hello I would also like to be friends! I went to the pool earlier today but for tonight I’ll be curled up 

with a book and some chai tea latte! – uglybutterfly025 

https://www.reddit.com/r/bulletjournal/comments/88mh7w/ 

Aside from more superficial small talk, some members also share deeply personal stories 

and describe their experiences with topics related to mental health problems.  

My Bulletjournal proved it's worth today. Mid-January, I started experiencing some weird pain. I 

started logging it - simple note in the journal of time, pain level, and where. I also logged some 

other symptoms. Finally made an appointment and saw the doctor today (…) But it was really nice 

to have all the information there rather than guessing(…) – marianlibrarian13 

https://www.reddit.com/r/bujo/comments/7x2mpi/ 

(…) My brother killed himself seven years ago, my mom is still (and always will be) destroyed over 

it. We all are. Every loss, especially from a suicide, impacts so many more lives than you might 

think. I still find myself experiencing things and wishing my brother was there, and I don’t imagine 

that will go away (…) – MrsMoon  https://www.reddit.com/r/bulletjournal/comments/7wyknf/ 

Oh definitely. The Bulletjournal system also helped me with my drinking problem (…) When I was 

really depressed I'd have bullets for simple things like "change out of pjs" and "shower" and that 

would help bring me out of bed. – newentropy 

https://www.reddit.com/r/bulletjournal/comments/790u68/ 
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Not only is it striking how detailed they share these stories online. They also get 

comments of understanding and emotional support from the community and state that 

this helps them to cope. These are just a few of hundreds of examples from the 

communities.  

Wow! Actually forgot about this post and logged back on today and was blown away by the 

support. Thank you so much, it really means a lot to hear from other people who have used 

journalling to improve their mental health. I'm looking forward to being a part of the 

/r/bulletjournal community! –  _misst   

https://www.reddit.com/r/bulletjournal/comments/7q394a/  

I don’t have anything super-meaningful to add, but I wanted to say that I’m glad that you decided 

to stay in the world a bit longer. I’ve been struggling with depression & motivation and came here 

tonight for some layout ideas on how to get my Bulletjournal started. – swarleyknope  

https://www.reddit.com/r/bulletjournal/comments/7q394a/ 

Last week I bought a journal with plans to fill it with suicide notes. The same day I bought it I came 

across /r/bulletjournals and was inspired. Here's to doing what I can to get better. My first 

monthly plan! – _misst   https://www.reddit.com/r/bulletjournal/comments/7q394a/ 

The different types of posts release different reactions in the community in terms of 

comments and voting. They show how members contributing to the community, have 

different motives and goals. Posts concerning meta-subjects usually have lots of 

interaction and can get heated from time to time as these topics are controversial. Also, 

those activities initiated by the moderators gather increased interaction. Here, members 

share their general knowledge and experiences. They motivate others to try and help 

newcomers to get started. Posts which ask for help or make recommendations also lead 

to some replies, dependent on the specific context. However, these posts do not get as 

many upvotes. Finally, post which contain aesthetic pictures, although they have no 

description, usually get the most upvotes. However, they often have non, or only a few, 

short comments. The members appreciate each other’s creations and give compliments 

if something is out of the ordinary. 

Oh that’s clever! I might steal that for my film/tv/video games/tabletops/books mess of a media 

list. – DisharmonicDeity  https://www.reddit.com/r/bujo/comments/7p9f4e/ 

I love the idea of keeping your trackers together to get more insight. Never thought of that. Smart! 

– VardellaTheWitch  https://www.reddit.com/r/bujo/comments/7uor5y/ 

Oh wow! This is super cool and very creative! Do you have a template of this by any chance? – 

doodleMess  https://www.reddit.com/r/bulletjournal/comments/7kr5v8/ 

https://www.reddit.com/r/bulletjournal
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The different kinds of posts are important as they speak to other groups of people which 

engages a variety of conversation topics. Often, the spreads that they create are inspired 

by their everyday challenges. Discussing them in the community lead to new ideas how 

the journal can help to solve the problem and new spreads develop. 

Where people socialize and differing opinions meet, tension and conflict can arise. This 

also happens in the explored communities. One topic stands out by repeatably leading 

to conflicts in discussion and tensions between both communities. Over the years, two 

streams of Bulletjournaling have formed. One which is close to the original system, 

where the journal is mainly used as tool for organization and productivity. The second 

one has a focus on aesthetics and is used as a creative outlet. It is more a hobby than a 

tool. r/Bujo was split off of r/Bulletjournal, because some members wanted a place to 

discuss only topics related to productivity. 

Take a look at the original system, then go look at all the pictures on r/bulletjournal or look up 

"Bulletjournal"/"bujo" on Pinterest. The original Bulletjournal was intended as an extremely 

spartan productivity system - but the most "common" form of it that you see in r/bulletjournal and 

most Bulletjournal blogs and communities is a very artistic, decorative, and elaborate system. 

r/bujo was a branch off of r/bulletjournal intended to focus back on the original system. – 

Nyxelestia  https://www.reddit.comr/bujo/comments/ 7dyfld 

The idea of Bulletjournaling has bifurcated. One fork remains a simple and rapid organizational 

tool. The other fork has wandered so far away that you can't honestly call it Bulletjournaling 

anymore. This fork is obsessed with aesthetics, so much so that it becomes a heavy time 

investment and money pit (…)This branch needs a new name. I would suggest "aesthetic journal". 

– PM_ME_AWKWARD https://www.reddit.com/r/bulletjournal/comments/6p9ahu/ 

Although there is a space for either stream now, the conflict is still going on. The main 

point of controversy is the terminology. The supporters of the productivity-focused 

stream are of the opinion that the journals, which focus on aesthetics and art, should not 

be called Bulletjournal, as they have evolved too far away from the original system. 

I do not understand why so many people are so insistent on using the name "Bulletjournal" for 

something that is not. Names have meaning. Do not try to call coffee tea. They are different and 

have different names. Nothing is wrong with DIY planners, but they are quite different in spirit 

from Bulletjournals. – SeriousSnail   https://www.reddit.com/r/bulletjournal/comments/6p9ahu/ 

We simply need to put a name on it so it isn't confused with what it evolved out of. I have nothing 

against arty covers or fancy habit trackers but they're clearly not the same species as rapid 

organizational tools. I think it will benefit the community to recognize this. – PM_ME_AWKWARD  

https://www.reddit.com/r/bulletjournal/comments/6p9ahu/ 
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This has led to a difficult relationship between the two communities. Members of r/bujo 

dislike that the content on r/Bulletjournal is so far away from the original and feel that 

most posts are motivated by showing off artistic abilities. Members from the other 

community criticize that the culture in r/bujo is elitist and not inclusive.  

(…)Also, this sub is way more useful than /r/bulletjournal, which I find infuriatingly humblebrag-y. 

– Bdi89 https://www.reddit.com/r/bujo/comments/7ovge8 

I was first sent to r/bulletjournal which is super daunting because of all the artwork, then some 

kind soul send me over here. Best thing ever was seeing the no-art/calligraphy bujos. Helped me 

start mine right away (…) – magickabc  https://www.reddit.com/r/bujo/comments/7p7jsr 

Your goal sounds great but honestly the culture of /bujo turns me off (I subscribe to both subs). 

/bujo looks down their nose at anything that isn’t purely original system bujo (…)I choose not to 

post mine because (god forbid) I spend an hour on Sunday night sketching something in the 

margins(…) – ilove22s  https://www.reddit.com/r/bujo/comments/7dyfld/ 

I agree with you that there’s a lot of art on the other sub, but your posts come off as a little 

judgmental towards people who you think aren’t as busy as you, and honestly it’s something I see 

a lot in this sub and it’s really off-putting. – Abroma 

https://www.reddit.com/r/bujo/comments/7dyfld/ 

The culture in this sub comes off as really elitist and it’s frustrating trying to justify how I spend my 

limited free time in a way that I enjoy. – Abroma  

https://www.reddit.com/r/bujo/comments/7dyfld/ 

It seems, that different motives for posting, and generally participating, are present in 

the community. When contradictory motives meet, this might lead to some of the 

conflicts which are observable. One motive is to show off artistic talent. This again has 

triggered some people to reply in a manner, where they want to show, how busy they 

are. 

Every time I see a Bulletjournal that is beautiful I wonder why you need one! It’s for people with 

too much to do and not enough time. How do you have time to spend hours decorating your 

journal? – endlessvoid94  https://www.reddit.com/r/bulletjournal/comments/7ocgs0/ 

Others really enjoy the exchange with other Bulletjournalist who have good ideas they 

can try and want to share their ideas. Therefor they do not want to see spreads with only 

art, because they do not get anything out of it. They come to be inspired, learn about 

new developments and discuss what was efficient. Although this is very controversial, 

some members state that they appreciate the artworks for being inspirational, although 

they have no further function. Then, there are those who want to gain traction for their 

https://www.reddit.com/r/bulletjournal
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other social media channels. Their posts of aesthetical designs often contain a reference 

to their Instagram channel. Finally, it seems that some members just enjoy the small talk. 

Their contributions to the community are to reply to many posts, which keeps motivating 

the posters. The data showed that some members have written hundreds of comments, 

but never posted anything. 

 These motives for posting and participating are connected to a range of emotions and 

feelings, positive or negative, depending on how they match with other motives. When 

differing motives meet it can lead to negative emotional responses, because mutual 

expectations where hurt. These are expressed and described to the community. Upon 

the positive emotions are enthusiasm and excitement, happiness and feeling motivated.  

Wow! It makes me so happy to know that I inspired your design! Looks like you are going to be 

able to get a lot done (: - purple10115 https://www.reddit.com/r/bujo/comments/8e5eq8/ 

Also, this is my first notebook I set up specifically for Bulletjournaling(…)  I will be using a LT1917 

for 2018 and I am excited to try different things on it. – melinart 

https://www.reddit.com/r/bujo/comments/7gbf7d/ 

Yearly and January Spreads! I'm feeling motivated!! - keyy0610 

https://www.reddit.com/r/bulletjournal/comments/7ppozf/ 

Negative emotion often expressed are feeling overwhelmed by too much information, 

fear of making mistakes and intimidation when looking at complicated and very aesthetic 

creations. Others express frustration and anger on seeing specific content repeatedly, 

which makes it harder to find, what they would like to see. 

So this is the first time I have ever been able to keep a planner for a week straight in my entire life. 

Told myself I could get a dotted notebook if I used this old one for the entirety of February in order 

to get used to it; I was always afraid to write in it otherwise. – esperanzaestaestudia 

https://www.reddit.com/r/bulletjournal/comments/7x0f3k/ 

Thank you! I’m an artist in general so I always get that anxiety at the beginning of a new artistic 

journey of making sure my product looks exactly like my vision.... so I’m nervous to start this :) but 

really, really excited - noblesse-oblige- https://www.reddit.com/r/bulletjournal/comments/85vi1z/  

I think I was just frustrated this time because I fell behind and had to play catch-up. The running 

dailies don't work well for me - I wish they did! – friendofbettie 

https://www.reddit.com/r/bujo/comments/7vy34d/ 

In spite, or because, of the fact, that many social cues and information about the 

members are excluded, the interactions are appreciative, supportive and very open, 

file:///C:/Users/Julia/Desktop/Thesis_Jolle/purple10115
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when it comes to the discussion of personal topics. The members invest energy in sharing 

their emotions and receive support from others. Generally, the culture in both 

communities is in favor of sharing emotions. Feelings and reactions, also on behalf of 

negative emotions, are warm and supportive. However, feelings connected to creation 

and sharing produced content, is often accompanied by feelings of inferiority, fear of 

making mistakes and stress. Even if the members only create for themselves and do not 

share the outcome with the community, these feelings can be prevalent. Many members 

express that this is connected to the content they see in the communities and elsewhere 

on the internet. Therefore, the emotional support and motivation, the members receive 

from another, are important for creative processes to continue in a space, where other 

variables can act as a barrier. Hence, the social aspect of creativity also lies in the mutual 

support which fosters it in the first place. 

4.3 Evolution and commercialization of the Bulletjournal-System 

The system of Bulletjournaling has undergone an evolution since it first was invented and 

shared on the internet. The content which was shared in the reddit communities’ mirrors 

these developments. The evolution is most evident when comparing the two streams 

which have formed. This separation is discussed frequently. 

I misspoke above, saying that it wasn't meant to be customizable. That was the wrong word. I 

meant to say that it was never intended to be a craft or a hobby, but that's what it's morphed into 

(…) I wasn't passing judgement, BTW. That is neither good nor bad, just an evolution. – COPCO2  

https://www.reddit.com/r/bulletjournal/comments/6p9ahu/ 

the rift between the BJ purists and modern BJers is honestly one of or the most fascinating aspects 

of this sub – kthoag  https://www.reddit.com/r/bulletjournal/comments/72mfz7/ 

Although the stream, with a focus on productivity, is still close to the original, it has 

developed as well. From what is shared in the two communities, it looks like that only a 

small part of the members uses the original system without any adaptions. It is clear that 

the evolution, as well as the predominance of the aesthetic stream, was strongly 

influenced by the commercialization of the system by different actors. 

But the problem really is that "Bujo" has become a marketing term/tag now to sell all those fancy 

pens and stickers and dot-grid notebooks. Without a more popular name for those artsy things, I 

think the minimalist Bujo's are gonna struggle and be overrun with what the companies/blogs 
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selling stuff have warped the term into as there is real money behind that version of the Bujo...) – 

radix07 https://www.reddit.com/r/bulletjournal/comments/6p9ahu/ 

But you were right. Without naming names, some bloggers and youtubers made a cottage 

industry out of bujo'ing and while they are very talented, what they do isn't rapid logging. They 

were making DIY planners, it ruined it all for me 

https://www.reddit.com/r/bujo/comments/6r8st4/ *[deleted] 

It's entirely uninteresting so there is no reason to brag about it. I fear many people get the wrong 

idea about the productivity benefits of Bulletjournals because the art posts are much more 

prominent. – cxiixc https://www.reddit.com/r/bulletjournal/comments/8cknt0/ 

Although the trend initially was introduced as “do-it-yourself” system, where all one 

needed was a simple notebook and a pen, a whole industry has built around it. It started 

with bloggers and influencers, who make a living of the production of Bulletjournal 

videos and photos, where they give tips and inspiration for different designs. Some of 

the most prominent Bulletjournal bloggers have also participated in the explored Reddit 

communities. The bloggers use of specific brands of notebooks and pens have increased 

their popularity within the Bulletjournal crowd. This can also be observed in the Reddit 

communities where the same supplies and brands are recommended frequently. 

Best supplies for Bulletjournaling -- where do I start? Video wasn't very helpful – 

bluecowboyboots2 

(…)You need to figure out if you want a dotted, ruled, or gridded notebook. The Leuchtturm 1917 

is a popular choice, but literally any notebook will do(…) – wanderb  

Most Bulletjournal bloggers have a favorite supplies page too! – jennifergrayeb  

I will swear by my Leuchtturm 1917 , a set of Microns, and a small ruler. But in reality, Start with 

anything you have. – MoonPrisimPower 

https://www.reddit.com/r/bulletjournal/comments/6zuzr1/ 

This stands in contrast to the statement, that no specific supplies are needed, which is 

frequently voiced in the communities.  

I know, in theory, you just need some paper and a pen but the BuJo system has evolved and now 

the things I have on had don't feel adequate or appropriate for Bulletjournaling. So I am looking 

for alternatives to super expensive notebooks and the like. Any suggestions? –  

ILoveMyHusband2005 

It hasn't evolved so far that you can't start a Bulletjournal for under $2. Any notebook and any pen 

will do the trick. 

 – 75footubi 

If you want a pretty, instagram-style bujo, all you need is one extra pen. – bandhani   

https://www.reddit.com/r/bujo/comments/70cn3z/ 

https://www.amazon.com/Leuchtturm1917-Medium-Size-Hardcover-Notebook/dp/B002TSIMW4/ref=sr_1_1?ie=UTF8&qid=1505326003&sr=8-1&keywords=leutchturm+1917+dotted
https://i.pinimg.com/736x/3b/84/25/3b8425baf25a7dc6cc249ee9b069b6b3--journal-inspiration-journal-ideas.jpg
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Have been keeping a very low key bujo since the beginning of the year, finally took the plunge and 

bought “real” supplies now that I know I’ll keep up with it! – TheGirlWhoSang   

https://www.reddit.com/r/bujo/comments/85635r/ 

By now the trend has managed the jump from the blogosphere into actual retail stores, 

where notebooks and equipment are sold under the keyword Bulletjournal. A number of 

books about bulletjournaling have been published with instruction, inspirations and 

design ideas.  

Many members express negative opinions on this development. What some dislike 

about this is not, that some use it differently than they do. They have a problem with 

people still calling it Bulletjournal, because this misrepresents the system in public. Some 

people would like a clear distinction between the two streams because specific 

expectations, from others and themselves, on how a Bulletjournal should look like, come 

with using the term. Interestingly, supporters of both streams have that problem. 

I think Bujo is more and more associated with "girl stuff" now, seeing the vids on YT, though it's 

just a neutral tool, and seen as too expensive and time consuming to even bother. 

https://www.reddit.com/r/bulletjournal/comments/6p9ahu/ 

 And often times does make me question if my (…) is wrong or needs a significant design update. 

And I know that insecure thought is something I should contend with, but I don't need it constantly 

being tossed at my face. And that is why I want more of a distinction between the two, totally 

valid approaches. – woven_noodles  https://www.reddit.com/r/bujo/comments/6rz7dw/ 

This just seems like a poor copy-cat version of a "Bulletjournal". And although I like that this one 

really puts the emphasis on being creative (and effectively ignores the rapid logging) I fear this will 

further muddle the intent behind a Bulletjournal. Case in point: both dotjournal and bulletjournal 

hashtags being used. Ultimately people are going to attach any and every tag possible to get 

more views, but it still makes me twitch. – woven_noodles  

https://www.reddit.com/r/bujo/comments/6rz7dw/ 

I have floated the terms Art Journal and Scrap Journal before to better describe the majority of 

posts, but in reality it's too late to reclaim the pure Bulletjournal name. Also, productivity 

Bulletjournaling is boring and wouldn't have a vibrant community. :) Just look at /r/bujo which had 

much less traffic, and a lot of that is still pictures of layouts. – cxiixc  

https://www.reddit.com/r/bulletjournal/comments/8cknt0/ 

Another argument is, that this misrepresentation stops non-artistic people to start a 

Bulletjournal because they are afraid that they are not talented enough. Members 

assume that newcomers could get the impression that they have to have certain abilities, 

https://www.reddit.com/r/bujo
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because they only see the Instagram/Pinterest worthy designs. Some state being 

intimidated themselves.  

I have so many friends who are discouraged from Bulletjournaling because they only see the artsy 

stuff on Instagram. – Enceladus3  https://www.reddit.com/r/bulletjournal/comments/7ocgs0/ 

I think some people see the ultra popular BuJoers on here and on YouTube and feel discouraged. 

That's why I turned to just using a planner. I am hoping this link helps some people who are 

struggling with Bulletjournaling. https://www.reddit.com/r/bulletjournal/comments/5f5np0/ 

(…)All the doodles and washi tape is just more procrastination and I think it discourages others 

from trying the concept. It just needs to be legible. Anything past that is gloss. – SeatleHikeBike  

https://www.reddit.com/r/bujo/comments/815ix9/ 

As someone who's super super new here, I appreciate the fact that this sub sets itself apart from 

the often discouraging extreme artistry of r/bulletjournal. – thatnerdtori  

https://www.reddit.com/r/bujo/comments/7pob41/ 

I like seeing their artistic spreads, but I think that the decorator mindset can lead to perfectionism 

pretty easily, especially with the way we share Bulletjournals on social media. – battybatt 

https://www.reddit.com/r/bujo/comments/7c7hll/ 

Feelings connected to this problem of terminology range from discouragement to try the 

system or being overwhelmed by all the information, to feelings of stress and anxiety.  

Anyways, I agree with everything you said. I love looking at the artful bujos, but I also hate that 

inferior feeling. Honestly I have mild depression/anxiety and just want to be able to clear my head. 

I always really wanted to journal, but it would exacerbate my depression. – Destins_Destiny  

https://www.reddit.com/r/bujo/comments/6rz7dw/ 

I came to reddit for inspiration but was quickly overwhelmed (I was already a bit overwhelmed 

when I got here). Themes? Front pages? Learning things from a category every day? DRAWING 

MAPS? Nope nope nope. – bananadana  https://www.reddit.com/r/bujo/comments/6r8st4/ 

What I find shocking is that so many people aim to improve their productivity with a BuJo and end 

up stressing more because of “OCD” / perfectionism trying to make everything look “right”. 

https://www.reddit.com/r/bujo/comments/7c7hll/ 

You don’t sound snarky! I guess I’m more anxious than anything on how and where to start. I have 

read some guides, but still don’t have a place in my mind where to begin. Thank-you for your 

reply! – PlotterPens https://www.reddit.com/r/bujo/comments/8cxzww/ 

How do you get over the fear of being bad? I love looking at Bulletjournals and I've tried but I can't 

seem to get the hang of lettering and generally making it look nice. I'm not good at drawing and 

am not super artsy. I also get freaked out when I go to do layouts. How do you get over the fear of 

being bad so you can get to the fun of experimenting? – BananaRuntsFool 

https://www.reddit.com/r/bulletjournal/comments/7yqn4z/ 

(…) I've been stressing about my Bujo not being pretty (like doodles, calligraphy, etc)(…) - 

geekaz01d https://www.reddit.com/r/bujo/comments/8075mi/   

https://www.reddit.com/r/bulletjournal
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Others feel, that looking too much at others creations interferes with their own creativity 

or focusing on what best suits their needs. 

(…) but I always get sucked into setup videos/photos and end up with daily constraints. I'm totally 

going day by day now. This allowed me to be so free and as a result I got more done today  –  

1itt1ewing https://www.reddit.com/r/bujo/comments/85x3qf/ 

/2 and 1/3 books later I've learned that I am happiest when I use my journal as a rapid log brain 

dump, and forget the rest of the nonsense that the internet has come up with. – 75footubi  

https://www.reddit.com/r/bujo/comments/7ovge8/ 

(…)I try to keep in mind that this is a device for me to USE and not a piece of artwork. I just keep 

seeing such beautiful pages online and feel meh about my own, so I keep wanting to start over 

and have the new Bulletjournal be "The Real One". – babymoone  

https://www.reddit.com/r/bulletjournal/comments/69hnfh/ 

But you were right. Without naming names, some bloggers and youtubers made a cottage 

industry out of bujo'ing and while they are very talented, what they do isn't rapid logging. They 

were making DIY planners, it ruined it all for me. [deleted] 

https://www.reddit.com/r/bujo/comments/6r8st4/ 

A contra argument is that the method, although practical not really revolutionary, would 

have never gotten such a popularity if it was not for the “aesthetic” stream. One member 

explains this evolution. 

Yes, the Bujo stuff has kinda morphed into something it wasn't really intended to be it seems. Due 

to a variety of reasons such as: A pure/average Bulletjournal is not usually that interesting to look 

at, People like pretty things, Instagram and social media posters looking for followers. – radix07 

https://www.reddit.com/r/bulletjournal/comments/6p9ahu/ 

A look at the rules of both communities show that promotion and advertisement is not 

allowed. This includes also to repeatedly share links to the same blog or social media site, 

even if it is related to Bulletjournaling. Members explain that they like seeing good 

content from blogs, but dislike that the bloggers do not participate actively in the 

community and only use it to market their channels. Most of these posts have, according 

to the rules, been deleted by the moderators. 

Exactly. I almost always downvote those posts because they're just trying to get traffic to their 
blog. – dahndn https://www.reddit.com/r/bulletjournal/comments/4ihnfo/ 

I think the biggest issue we'll have is trying to deal with people who just don't want to read, they 
want to share their stuff and scoot. I hate that, it's important for everyone to be active even a 
little. – h-e-a-t-h-e-r  https://www.reddit.com/r/bujo/comments/6rzicz/ 

https://www.reddit.com/r/bulletjournal/comments/69hnfh/
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"Bulletjournal" is copyrighted and all "your" supplies look like they were stolen from Etsy stores. 

You might want to rethink this lame attempt at selling journaling supplies. – h-e-a-t-h-e-r   

https://www.reddit.com/r/bujo/comments/897238/ 

Finally decided I wanted to share my journey!!!!! :) follow me on IG: cynpim_bullet I would love to 
follow back and hopefully gain inspiration from you guys too! much love and thanks! – 
CynPim_Bullet https://www.reddit.com/r/bulletjournal/comments/7txfrj/ 

I want to know, which color would you want from the Leuchtturm 1917 Dot Grid Journals? I'm 
doing a giveaway on my instagram. Follow me to join in (: @red.bujo 
https://www.reddit.com/r/bulletjournal/comments/6jw4zw/ [deleted] 

Holding my first giveaway on IG! Come win my favorite supplies! 

https://www.reddit.com/r/bulletjournal/comments/6o54jh/ [deleted] 

The evolution of the system, especially the formation of two streams and the domination 

of the aesthetic one, is strongly influenced by the use of the term Bulletjournal for 

advertising. This division has both positive and negative implications for the creative 

endeavors of the community members. On one hand this has expanded the ways in 

which members can work with the system creatively. The formation of the aesthetic 

stream, in addition to a focus on productivity and organization, has made it interesting 

and usable for a larger audience. Having more people engage in creative development 

including sharing, copying, re-creation and innovation, of the system, is important for 

the further evolution. If no one uses the system, it will neither develop further, nor will 

new creations spread to other users. The negative implications of the commercialization 

and the connected dominance of the aesthetic stream, are feelings of inferiority and fear 

to share and even create. Those who share Bulletjournal pictures for professional 

reasons (bloggers, influencers, shop-owners) focus on aesthetics over productivity or 

usability. As they have a bigger audience than the ordinary amateur poster, and their 

posts are shared more often, the impression can arise that most Bulletjournalists are 

talented artists. Even though most members know, that this is not what the system is 

about, it still impacts their motivation to share creations or even start to create, and the 

emotions connected to this. 

4.4 Different manifestations of creativity in the communities 

In order to learn how social creativity is influenced by various factors in virtual 

communities, it is important to ensure that creativity is indeed going on. In the two 

chosen sub-reddits people share how they use the Bulletjournal system established by 
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Ryder Carroll (bulletjournal.com). The original system is very simple and does only 

contain a handful of different parts and guidelines. This makes it very flexible and 

promotes the adaption for individual needs, which is what many community members 

appreciate. 

The beauty of bujo is that it's completely and endlessly customizable. I'm about a year in, and I've 

gone through about five or six style changes before I finally found what works best for me (at the 

present, anyway). – Metorks https://www.reddit.com/r/bujo/comments/7nli3k/ 

„Love it! One of my favorite things about bujo is how adaptable it is to each person’s lifestyle. So 

cool to see!“ – gogurtlowburns https://www.reddit.com/r/bujo/comments/8e5eq8 

Bujos are flexible. (…) It is so important to me that i personalize my bujo to my own needs. I've 

never found another Bulletjournalist whose needs are the same as mine, and I've never seen a 

bujo that's the same as mine. If my needs change, my bujo changes. – super_corgi  

https://www.reddit.com/r/bujo/comments/7ovge8/ 

The two Reddit communities have elaborated greatly on the system. Although they use 

many of the same features, new ideas come up all the time and rarely any creations look 

alike. By showing pictures and describing their newest ideas they keep on inspiring each 

other to make further developments.  

After being intimidated to even start, I’ve now been Bulletjournaling for a full month! Thank you to 

everyone for the inspiration and ideas! – emelemur  

https://www.reddit.com/r/bulletjournal/comments/7ue97e/ 

After lurking and getting inspiration from you guys I’m really happy with my future log :) – 

kristinalmeth https://www.reddit.com/r/bulletjournal/comments/7qrkvn/ 

I tried out a running task list inspired by others I had seen here, and I’m really liking it! – 

Enceladus3 https://www.reddit.com/r/bujo/comments/7rn5k4/ 

Some additions to the system are so established that many newcomers think that they 

are part of the original system and nearly everyone uses them. An example of this are 

habit trackers (App. 1, Screenshot 8-12), which are used to record how often a specific 

action (e.g. working out) was done over a period of time. This is a widely used feature 

which has evolved over time but was not part of the original system.  

I have some fairly standard ones like habit trackers, gratitude, and books I've read. (…) – 

papercranium  https://www.reddit.com/r/bujo/comments/7136fa/ 

I saw the bujo habit tracker and was sold. It is a much more compact version of what I already do 

and the piece of paper I track it on now has a home. – jjjudy  https://www.reddit.com 

/r/bujo/comments/7atktr/ 
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There are more features that, like the habit tracker, have been added over the years. 

Many members in the community talk about mental health related problems. This may 

have contributed to one recent feature, the mood tracker, which is inspired by the habit 

tracker (App.1 Screenshot 13-16). 

 Two months complete in my mood tracker, it's interesting to see how many times I default to 

"normal" or "good" - hockeyandquidditch https://www.reddit.com/r/bujo/comments/80x8un/ 

[DISCUSSION] I think its rather odd to have one mood to describe your entire day. I'm considering 

getting a 'mood tracker' but I'm not so sure what kind to get and whether its worth it to begin 

with. The trackers I see around here tend to use symbols that represent a single mood to 

summarize each day (like the 'year in pixels'). But I'm having questions over the benefits of such an 

approach(...) – RitalinLover 

I have a list of 9 moods in my habit tracker and every day I mark of all of the feelings I had that 

day. That way I don’t have to pick just one (…)  - simonenomis 

I use it for the overall “color” of the day. Right now I’m on a new medication and the mood tracker 

coupled with a migraine pain tracker and my habit trackers are helping me see trends. - the-cats-

jammies 

https://www.reddit.com/r/bulletjournal/comments/89zj3v/ 

The features are used and shared by many who liked the idea and thereby incrementally 

developed to be a part of the system. For a new creation to be acknowledged by the 

community, those who use and share it, can be of the same importance as those who 

actively create it. The topic of creativity is also discussed by the members of the 

community. There are different perceptions of what creativity is and when a person or 

an idea is evaluated as creative. This means, the community judges what is creative and 

what is not. When the community judges something as new and useful, they will often 

comment this directly and tell the creator. The creator again, will often credit others and 

openly admit from where he got inspired. Only if the community judges something to be 

new and useful it has a chance to reach the critical mass.  

„BE CREATIVE!!! While it is in one sense a "left-brain tool" (planner, journal, stats analyser, etc) it 

is also (or can be) in another sense a "right-brain medium" - a creative way to express myself! 

How beautiful is that balance?! This aspect of unique self-expression I think is one of the things 

that makes the bujo so special versus say a spreadsheet or typical calendar/agenda planner.“ – 

lemurtheeth76  https://www.reddit.com/r/bujo/comments/7pqr4k/ 

(…)I think my main point I would try to get accross is that Bulletjournalling is everything and 

anything you want it to be, and you get to make it that way! That alone makes it creative (…) –  

super_corgi  https://www.reddit.com/r/bujo/comments/72baot/ 

https://www.reddit.com/r/bujo/comments/80x8un/
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I'm definitely curious about what functional and minimal spreads people might come up with, 

especially for the A6 size as that's a bit rarer here, but the balance between functionality âŸ· 

creativity has no clear border, and sometimes just the act of doing something a little frivolous is 

relaxing, and that is itself a function. 

 - namesandfaces https://www.reddit.com/r/bujo/comments/7tyza5/ 

I've had a lot of anxiety lately so I started my first Bulletjournal page to use creativity to combat it 

and focus on my goals! – cinnamonwhisper 

https://www.reddit.com/r/bulletjournal/comments/71o3ep/ 

 

Another thing that promotes collaborative creativity in the communities is the norm 

about copying each other’s creations. This is often understood as compliment to the 

poster and many users do refer to the person who inspired them or give credit when 

being complimented on a contribution. Finding inspiration from like-minded members is 

an often-stated reason to visit the community. Generally, the culture lived in the 

communities follows a “what is shared can be used” philosophy.   

I tried out a running task list inspired by others I had seen here, and I’m really liking it! – 

Enceladus3  https://www.reddit.com/r/bujo/comments/7rn5k4/ 

Adapted Fibonacci monthly layout, inspired by u/Lady_Grayhat – geeksinwales  

https://www.reddit.com/r/bujo/comments/73lfqk/ 

I decided to start with cover pages as a tiny monthly art project, inspired by posts here – 

ThisAccountIsForCats  https://www.reddit.com/r/bulletjournal/comments/7knzuz 

Prepared my 2018 pages :) I was inspired by all of you sharing your ideas! – BlazingKitsune  

https://www.reddit.com/r/bulletjournal/comments/7ko4g2/ 

Seen a few of these vertical style future logs so thought I would give it a try for my new 2018 BuJo! 

(Sorry not sure who to credit for first doing this layout style) – AthenaInTheRain  

https://www.reddit.com/r/bulletjournal/comments/7flwzr/ 

Inspired (rather heavily) by /u/moshyberry’s brilliant spread! Hope no one minds!! – BTECBushra 

This is awesome. Gonna be stealing inspired by this! If you don’t mind, of course! – 

MyOwnGuitarHero 

Of course not! Please post it too!!! This has made me immeasurably happy!!!!! Many happy 

returns :D love your quote at the end- where’s it from? – BTECBushra 

ahh this is awesome, and i'm so glad i inspired you!! I love how you made the shadows go 

different directions, it all looks lovely!! :) – moshyberry  

https://www.reddit.com/r/bulletjournal/comments/7c6x4i/  

Creativity manifests in various ways in the communities and is not limited to the subject 

of bulletjournaling. The creative processes are extremely fluent and incremental. 
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Seldom, radically new ideas are introduced from one day to another. However, 

compared to the original system, impressive innovations have happened over the last 

years. The two streams which have formed typically also distinguish in the areas in which 

creativity is expressed. In r/Bulletjournal a lot of creative artwork is shared which 

includes drawings, elaborated designs and collages. They find new ways to include art 

into their everyday life. By doing this in their journal, they feel more purpose in creating 

art as the artwork in their journal motivates them to use it.  

I can't be bothered to actually commit to one of those adult colouring books (…) because it serves 

no practical purpose for me, but gosh darn making a nice layout in my Bulletjournal is 100% 

justifiable in my flawed logic, so that's where I get that itch scratched. – jupiterthunderrr 

https://www.reddit.com/r/bulletjournal/comments/7ocgs0  

I still make an effort to fill my journal with bright colors, little doodles, and occasionally washi tape 

because it keeps me invested in using it every single day and it’s a beautiful creation that I’ve 

made (…) As someone with mental health issues, looking at an especially beautiful and time-

consuming drawing or spread would be a point of pride and motivation for me. – 

caramelindiangoddess  https://www.reddit.com/r/bulletjournal/comments/7ocgs0). 

Others, especially in r/Bujo, mostly share creative ideas related to the setup of the 

different parts of the system or combine elements in a new way. Often members also 

combine the elements of bulletjournaling with other systems. Some have even tried to 

transfer the methods to digital tools. Finally, some members introduce completely new 

features. They share their creations with the communities and ask for opinions and 

improvements. 

Any tips? Decided to try and take control of my life by extensively planning out my schedule. W.I.P 

– planner309  https://www.reddit.com/r/bujo/comments/7usqfn/ 

Finally started my first spread after admiring the sub for so long. Any tips welcomed! – 

Pirate_Candy17 https://www.reddit.com/r/bulletjournal/comments/84ysgm/ 

Section of my Bulletjournal :) any constructive criticism appreciated! – LilKillerBunneh 

https://www.reddit.com/r/bulletjournal/comments/7s6a8o/ 

Their Bulletjournal is the place where most members organize many aspects of their 

lives. Using the method of Bulletjournaling helps them to identify problems and solve 

them creatively. It is often the case that members ask for ideas and advice concerning all 

kinds of life challenges, which are then discussed and solved jointly. They often find that 
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many community members share their everyday problems and concerns. They get 

solutions or maybe just emotional support as well as motivation to solve the problem. 

Thank you for the words of encouragement. I learned the lesson of setting yourself up for failure 

with a big goal when quitting smoking but that is great advice (…)If you ever feel the need to 

reach out to someone that is in a similar place pm me. – oddlycasual  

https://www.reddit.com/r/bulletjournal/comments/7n8yyp/ 

Through the members who actively use the Bulletjournal system it has developed to be 

much more than a productivity system or calendar. Reading the discussions of the 

community members it turns out a Bulletjournal is a different thing for different users. It 

can be art therapy or creative outlet, productivity-tool, hobby, journal to handle 

emotions, just a calendar and even psychotherapy. It is what the members made out of 

it by sharing their experiences. Finding different ways to use the system, ways which 

were never intended, also show the creativity of the community. These new ideas to use 

it were developed jointly by the community. The possibility of sharing with so many like-

minded people was an important factor which enabled the development and popularity 

of the system.  

My Bulletjournal has 0 art - it’s a technique I use to organize and control the chaos in my life. 

Literally the most art I do are occasional straight lines with a ruler in a different color. – 

mitchbeard  https://www.reddit.com/r/bulletjournal/comments/7ocgs0 

I don't think Bulletjournals are strictly about organization, though. Like, for me it's also a great 

source of art therapy(...) https://www.reddit.com/r/bulletjournal/comments/7ocgs0 

For me a Bulletjournal is a tool, not a hobby. I still like to see what the artsy people post, but it’s 

just not my thing. –  Enceladus3 https://www.reddit.com/r/bulletjournal/comments/7ocgs0 

I started my BuJo to reduce stress. I decided I’ll only track what i need to and if something falls by 

the wayside, so be it. – Njdevils11  https://www.reddit.com/r/bujo/comments/85aom8/  

However, the community members not only create new content through sharing and re-

creating. They also engage in collective problem-solving in order to sustain and develop 

their community and find solutions for challenges they face. This is done in a democratic 

matter, where everyone is invited to make suggestions and discuss them. In the shape 

of one huge brainstorming session this generates a lot of interaction.  

How can we overcome being a bunch of ... "gatekeepers" (god I hate that word) while still 

maintaining the sub. Let's discuss this publicly so we are all on the same page (praying this doesn't 

backfire on me lol). – Nadio8 https://www.reddit.com/r/bujo/comments/ 7pob41 
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Currently, the only moderator of this subreddit is absent and we've inherited a less than ideal 

sidebar. Pending admin approval, I'm hoping to be able to modify the sidebar in the near future, to 

suit our little community. So I ask: What should the sidebar include? What rules are an absolute 

must? What kind of content would you like to see? Discussion of the direction that this subreddit 

should take is very much encouraged! – roses_and_rainbows2  

https://www.reddit.com/r/bujo/comments/6rzicz/ 

The creative processes in the community occur naturally, without anyone planning them. 

Neither do the members actively meet to develop specific features together. The 

innovations of the system have therefor been of incremental nature. It has developed 

alongside the needs and taste of the members who use and share it. This is what makes 

the present creativity social. Not only do they actively use and modify, by sharing specific 

creations with the community, they also judge them to be good. One downside of this 

dynamic is, that enough members have to be knowledgeable enough to recognize 

something as useful, and be able to spread it in a way that it reaches the rest of the 

community. The contradiction of the voting and commenting function showed, that this 

can be tricky. Hence, the size of the community can be both in favor and a barrier for 

creativity. While a larger audience increases the ways in which something can be 

developed, through more re-creations, more feedback and more knowledge, it can also 

be problematic. Especially if the majority does not actively create, but only judge the 

creations of a minority.  

4.5  Summary and answer to research question 

The netnography was led by the question, how environmental conditions, and socio-

psychological dynamics, in virtual communities, influence the creative interaction 

between members. The netnography explored different themes and dynamics present 

in the two virtual communities. Due to the explorative character of the research question 

one answer would not be sufficient. The main findings are presented in bold. 

Communities apply the same technical functions differently, which is an expression of 

the overall motives for posting, that predominate in this community 

The same technical function, such as using pictures, is used to reach different goals. It 

supports social creativity differently. In one community it supports the sharing of art, 

which can inspire and entertain others and motivate the poster to continue. In the other 
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community, pictures support the sharing of new ideas, solve problems and report 

experiences. It is crucial for the evolution of ideas. 

Technical features of the environment can support a focus on member created 

content, instead of the person 

The anonymity and absence of a personal page supports a focus on the shared 

contributions. As no other information, or social cues are present, the judgement of a 

creation is determined only by its quality, not by the status of the poster. Social creativity 

benefits from this as everyone has a chance to contribute which leads to more variation. 

Two features of the physical environment, can be contradictory, and express an 

image, which is not shared by most of the active contributors 

The active contributors are the minority in contrast to the lurkers. While both groups are 

important, the lurkers have the power to influence the overall image of the community, 

by voting on specific content. While the active contributors have different opinions on 

some topics, these fail to reach the mainstream, as it is expressed predominantly in the 

comments. Newcomers or outsiders might therefore get a wrong impression about the 

main topics discussed in the community. As a consequence, they might join for the wrong 

reasons, or not at all. 

The commercialization of consumer created trends, has positive and negative impacts 

on social creativity 

Due to the commercialization of the Bulletjournal some parts of the system have gained 

more attention and popularity then others. The predomination of the aesthetic focused 

Journals, in the communities and on other platforms, can demotivate some members to 

create themselves. They feel pressure to deliver creations of a specific look. On the other 

hand, the commercialization has increased the popularity and more people have started 

to participate. This has led to diverse creations and more possible uses.  

Trust and supportive behavior led to an “open innovation” mindset which promotes 

social creativity in the virtual community 

The culture in the community is supportive and a certain level of trust is present. They 

share personal problems and receive emotional support. On a “task” level, this is 
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reflected in the norm to freely copy, share, replicate and modify each other’s creations 

which is a major driver behind the evolution of the system.  

Conflict, induced by mismatches of different motives, can lead to creativity 

supporting changes in the community 

When different motives for participating mismatch, it can trigger a range of negative 

emotions. One of these mismatches in motives to participate, has led to the formation 

of a second community. This has generated two separate spaces for two different kinds 

of creations to develop: one aesthetic or art focused and one productivity or system 

focused. This conflict on a task level, hence, led to a change in the communities, which 

opened up for new ways of creativity to emerge.  
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5 DISCUSSION  

The question which informed the research of this thesis was how factors of the virtual 

setting, in which the observed communities are situated, influence the creative 

interaction between the members. The exploration of artefacts, created by the 

communities, as well as the observation of ongoing interaction, led to six main findings. 

The following discussion aims at examining the findings in the light of the current state 

of knowledge on creativity and virtual communities. The main goal is to explain what has 

been learned by combining these two research topics. Particular attention is paid to the 

discussion of creativity from a social viewpoint and the various factors which influence it 

in a virtual world.  

5.1 General Discussion of the empirical results against the literature  

Through the netnography I identified some aspects of how the environmental 

conditions, and the socio-psychological dynamics, influence the social creativity in two 

communities on Reddit. Different than many studies about creativity the focus laid on a 

huge community instead of individuals or smaller teams. The underlying assumption 

about creativity, which informed the netnographic analysis, was a social one. A social 

creativity highlights the importance of interaction with other community members.  

When Glăveanu (2013) introduced his five A´s Framework, as change of perspective and 

part of his cultural psychology of creativity, one aim was to integrate the different foci 

which had led the present research. Especially the physical environment has only 

received little attention in creativity research. In studies of creativity in groups, individual 

variables and social dynamics seemed to be of greater importance. Examples for 

variables of the physical environment which have been investigated, and are thought to 

have an impact on creativity, are e.g. furniture, plants, colors and light (Dul, Ceylan & 

Jaspers, 2010). These are all general conditions of an environment which set the basis 

for further interactions. Glăveanu (2013) describes, what was formerly known as Press, 

in two different dimensions: the social press becomes the “audience” and the material 

press the “affordances”. The affordances, are the technical preconditions which make up 

the virtual environments. These preconditions are set and can only be influenced to a 
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limited degree by the members. All communication and interaction therefor happen 

within these restrictions. The analysis identified some of these features which have an 

impact on dynamics in the communities and further, also on creative processes.  

In offline settings, those who do not participate, when groups engage in collective 

creative processes, are called free riders. They think that no one will notice that they do 

not participate and are one reason for productivity loss in group settings (Steiner, 1972). 

In virtual communities, these individuals are called lurkers and they are a common 

phenomenon (Sun, Rau & Ma, 2014). In the two Reddit communities only, a fraction of 

the subscribers ever actively contributed to the community, the lurking rest remains 

passive and invisible.  One successful strategy, which was applied in the communities to 

engage more participation are specific calls for action posted by the moderators. 

According to the theory of tensions and generative responses (Faraj, Jarvenpaa & 

Majchrzak, 2011) this strategy could be an attempt to respond to the imbalance of active 

and passive subscribers. Unlike the free riders in offline teams, a proportion of the free 

riding lurkers do still take influence on the community processes; by voting. While they 

do not contribute to the content creation they have a part in the judgement and thereby 

influence, what content will spread, and become a part of the community culture. In the 

two Reddit communities, this led to a misrepresentation of, what most of the active 

contributors want to discuss in the community and generally, what content they like. 

Sun, Rau and Ma (2014), above other individual factors, propose that goals influence 

behaviors in virtual communities. Hence, a lurker might have a different goal for 

participating than a poster or a commenter. And then again, there are also different goals 

behind writing a comment, and posting. The possibility to use pictures to support 

communication and reach different goals in the communities, is another affordance. I 

found that different motives for contributing, lie behind the different use of that 

affordance. This results in various contributions to the community, which are all 

important to the creative processes.  

Another reason for loss of productivity is social inhibition (Steiner, 1972). Social inhibition 

occurs when people are holding back on ideas of fear for negative reactions by the group. 

It has been proposed that anonymity might reduce this effect (Bernstein et al., 2011). 
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The investigations of the artefacts and the observations in the communities quickly 

showed, that members in the Bulletjournal communities feel save enough to share a lot 

of personal stories. Stories about mental illness, problems on the job and with the family. 

Connected to the social inhibition is the concept of psychological safety. The stories 

shared and the replies and support given indicate that many members feel a high degree 

of psychological safety. They share experiences most people would never share with 

strangers in the offline world. Suler (2015) has proposed the online disinhibition effect, 

to explain, why the social norms of the offline world are disabled in virtual communities. 

While many cases of benign disinhibition could be identified, cases of toxic inhibition 

were rare. The ODE present in the communities, hence seems to have mainly positive 

effects. However, the disinhibition seemed to mostly be in regard to sharing personal 

problems with strangers. Surprisingly, many members feel too intimidated to share their 

creations. It seems that the large audience and especially the expectations which build, 

how a certain creation should look like, inhibits the members. Under consideration of 

how inclusive and supportive the community is, particularly when others open up and 

share their emotions, this is surprising. It seems like the community members have built 

high expectations of how certain creation should look like. Although they know, that 

appearance of their spreads is irrelevant to usability, these posts which make the 

frontpage, reinforce the pressure some members feel. The commercialization has further 

deepened these expectations.  

Those studies which have shown interest in the consumers creative potential, have 

mainly concentrated on how this can be used for profit maximization in organizations. 

They were led by a managerial perspective and aimed finding these individuals, with the 

most creative potential. The term co-creation was mostly understood as creation 

between the organization and creative individuals (Ind & Coates, 2013). In the present 

thesis, the focus was on co-creation activities between the members of a community, 

who do not have the goal to make money of their ideas. They do not even have the goal 

of creating specific products. The evolution of the Bulletjournal system was a naturally 

occurring process, which incrementally led to the development of new ideas. Some of 

these ideas and especially the term Bulletjournaling has then been commercialized. This 
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had both positive and negative implications for the creativity in the community. These 

insights into how commercializing impacts consumer creativity, can be of practical use 

for organizations, who are interested in using consumer created trends. For example, a 

knowledge of the motivations to create, can inform about the target group. Those who 

create for enjoyment on the task, or for social reasons, might not be interested. The 

possible market could hence be smaller than it first seemed. It is surprising, that the 

community members did not feel ownership for the creations. At least, this was not 

openly stated, when discussions about the commercialization of the trend occurred. This 

could be an interesting objective for further studies, to find out if and under which 

circumstances communities feel that companies steel their ideas. 

The evolution of the Bulletjournal system and the types of content this has resulted in, 

in the communities, is the major trigger of conflict in the communities. If conflict is in 

favor or a barrier to creative collaboration could not be completely clarified by previous 

studies (Nemeth et al., 2004; Chen, 2006; Maier & Branzei, 2010; Gibson and Mumford, 

2013). In one study, task conflict was distinguished from personal conflict (Chen, 2006). 

While smaller personal disagreements where observable in the communities, these 

where never severe enough to be called conflicts. A reason for this might be the strong 

focus on the created content and less on the person which creates them. Most conflicts 

were connected to differing opinions on the evolution of the system which makes them 

task conflicts. While this has positive and negative implications to the creative dynamics 

between community members, I found that much idea evaluation is going on in the 

groups. According to Gibson and Mumford (2013) both the one who evaluates, as well 

as the one who contributed the idea, benefit from this behavior. As this is done in public, 

it is likely, that also those who only read the evaluations, can benefit. This makes this 

behavior even more important for social creativity.  

According to the concept SOVC, proposed by Blanchard and Markus (2004) some 

dimensions have to be present for trust to develop in a virtual community. That the 

members trust each other and feel enough psychological safety is important in order that 

social creativity can occur. They have to share their creations, be confident to ask for 

feedback and critique and give support and help when problems arise. In the Reddit 
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communities the members shared personal problems as well as difficulties concerning 

their Bulletjournal. They also shared ideas and experiences, openly and for everyone to 

use. Embedded in their community culture is the norm of copying and re-creating each 

other’s ideas and creations.  Taking these behaviors into account one can argue that a 

certain level of trust must be present. However, the dimensions of the SOVC construct, 

could not be identified in the same ways. Especially the recognition and relationship of 

members, seems to be completely absent. Additional research is necessary to 

investigate, under which circumstances trust and support in virtual communities can 

develop, without these dimensions being present. Another possibility is, that the 

dimension is present in the Reddit communities, without being easily recognized using 

the chosen research method.  

The social aspect of the creative processes in the communities is that creations are 

shared, copied, re-created and evaluated by the community members. Stage models, 

which often have been used to explain creative processes (Amabile, 1996; Sonnenburg, 

2004), are not suitable to explain the social creative processes going on in the explored 

communities. The creaplex model (Sonnenburg, 2004), for example, considers tool-

mediated communication, like the textual and visual which is present in the explored 

communities. It also emphasized that processes in creaplexes are shifting between 

phases, were individuals work alone, and collective phases. This was also found in the 

communities. Members create spreads after finding information and inspiration in the 

communities. Then they come back to share it. They either ask for feedback or additions, 

state specific problems they encounter, or report what has worked for them. After this 

interaction, everyone goes back to creating alone. This is the observable exchange. It has 

many facets, but at the end of a discussion, is no new product which could be assessed. 

Hence, the specific phases, proposed by Sonnenburg, could not be validated in the same 

form. 

One main reason for this might be that virtual communities are different than virtual 

groups. The main differences emphasized by Li (2004) are very true for the explored 

communities and are important to get an understanding of how the observed social 

creativity, is different from team creativity. What maybe is most important, is that they 
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do not interact to fulfill a specific task neither do they state a goal beforehand, as teams 

do. Still, they produce original outcome. Therefore, there are no phases of problem 

finding or acceptance. The same applies for the last phase. As the community does not 

interact to solve one specific problem there will never be one final solution. This 

highlights another difference to virtual teams. They often diverge after the task is done 

(Li, 2004). Community activities, like the ones observed, can go on for a long time. It is 

obvious that a process model is not suited to describe the creative process going on in 

this kind of communities, were the creativity is of a natural and unplanned nature, with 

no goal. Most of the creative endeavors observed lie on the little-c site of the creative 

continuum. Small changes to a system, which was not that pioneering in the first place. 

However, the ways in which the members use the system, which meanings they attach 

to it and how they have adapted it to their needs shows great creativity.  

The cultural framework of creativity (Glăveanu, 2010) is well suited to understand this. 

Amongst other things it emphasizes that creativity includes the production of artefacts, 

from those which are already present in the environment the creator acts in. These 

artefacts emerge through the relation of the creators and the community. The members 

in the communities create new products from all those already present, without 

necessarily knowing, which ones precisely. They are influenced by all the different norms 

which make up the community culture, like all present artefacts.  Besides the provision 

of artefacts, from which new artifacts are created, the community as a whole, also makes 

sense of those new artefacts. In the end, they decide, in the current context, if a new 

artefact is creative.  

5.2 Conclusion 

Virtual communities are dynamic environments where evolution and development, on 

several levels, are going on fast. The aim of this thesis was to explore how the virtual 

environment, including physical and socio-psychological variables, impact the 

collaborative creation between the members in the community. The knowledge of how 

the environment impacts collaborative creativity, in virtual communities, was very 

limited prior to this study.  
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 I observed several interesting interactions. The physical environment, with its technical 

features, is what Glăveanu (2010) calls affordances. They are resources for creativity, but 

can also act as restraints. The explored communities apply the same technical functions 

differently, which is an expression of the overall motives for posting, that predominate 

in this community. On the one hand, I found, that the technical features, of the 

environment, support a focus on member created content, instead of the person. This is 

in favor of social creativity to occur. Creativity takes the form of a natural process, where 

members use those artifacts, which are already present in the community, to create new 

artefacts. On the other hand, two features of the physical environment, can be 

contradictory. They express an image, which is not shared by most of the active 

contributors. This has an impact, on some of the members motivation to contribute.  

The other dimension of the environment, is the audience (Glăveanu, 2010). It is made up 

of the community members; lurkers, posters and commenters. This social environment 

leeds to an “open innovation” mindset which promotes social creativity in the virtual 

community, in that trust and supportive behavior is present between the members. 

What remains to be investigated is, under which circumstances trust and support in 

virtual communities can develop, without all dimensions of the SOVC concept (Blanchard 

& Markus, 2004) being present. 

Furthermore, I found, that the commercialization of the consumer created trend, 

Bulletjournaling, has positive and negative impacts on the social creativity, in the two 

communities. Knowledge of motivations for contributing can have practical implications 

for organizations who want to use consumer created trends.  

Finally, conflict, induced by mismatches of different motives, can lead to creativity 

supporting changes in the community. The conflict, between the devotees of the two 

streams of Bulletjournaling, opened up for new ways of creativity to emerge.  

It should be emphasized, that this thesis is of explorative nature. Observations and 

analysis of naturally occurring interactions, generate an extensive amount of data. The 

research questions allowed for a broad exploration, without a focus on one specific 

variable of the environment. Additional research on this topic could focus deeper on one 
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of the discussed topics. One possibility is to learn more about, when consumers, who 

create together in a community, feel ownership for their collectively generated ideas.  

As for the method of netnography, which was applied in this thesis, it was a challenge to 

combine the huge amount of data, with the explorative nature of the research focus. The 

method of netnography is time intensive and requires commitment as well as a thorough 

reflection of the data. The method is strongly dependent on the researcher’s ability to 

find connections between pieces of information and the interpretations drawn from 

that. This is informed by, but also limited to, former experiences and knowledge as well 

as the learning process which accompanies the analysis and interpretation of the data. 

For further research, a possibility to validate some of the findings, would be to present 

them to the observed communities. The possibility to get some feedback and comments 

on the assumptions drawn, might give further insights. Generally, netnography is a great 

tool, to learn about interactions between technology and humans, and between the 

members of a community. The possibility to travel back in time, and follow all 

developments of a new trend, as the community members use and change it, opens up 

for many possibilities.  
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7 APPENDIX 1 

Statistics on communication patterns 

 r/BulletJournal r/Bujo 

Posts 12.879 727 

Comments 85.851 (ratio 6,6) 6.641 (ratio 9,1) 

Posts (2018) 4719 452 

Comments (2018) 27852 (ratio 5,9) 4.127 (ration 9,1) 

Posts with picture 8.773 (68%); 2014-2018 400 (55%); 2016-2018 

Posts without picture 4.106 (32%); 2014-2018 327 (45%); 2016-2018 

Posts with picture 

(2018) 

3655 (77%) 

MeanComments: 6 

ZeroComments: 688 (19%) 

264 (58%) 

MeanComments: 8 

ZeroComments: 14 (5%) 

Posts without picture 

(2018) 

1064 (23%) 

MeanComments: 4 

ZeroComments: 397 (37%) 

 

188 (42%) MeanComments: 

10 

Zero Comments: 45 (23%) 

 

Posts without 

Response 

2258 (18%) 98 (13%) 

Post without 

Response 2018 

1085 (23%) 59 (11%) 

Table 1: Activity and Interaction 

 r/Bulletjoural r/Bujo 

Subscribers April 18 64.000  12.000  

Subscribers August 18 85.000 (+32%) 17.000 (+41%) 

Table 2: Subscribers from April-August (Observation) 
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Table 3: r/Bulletjournal Distinct Authors 

 

 Table 4 r/Bujo Distinct Authors 
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Row Labels  
Distinct Count of author 
2018  

Jan  503  

Feb  434  

Mar  376  

Apr  400  

Grand Total  1242  
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 Total  Posts  Comments 

DrazzyG 952 Randomniscity 65 DrazzyG 950 

Destins_Destiny 550 ladyofgreentea 37 Destins_Destiny 522 

ladyofgreentea 460 lackinginsanity 34 ladyofgreentea 423 

75footubi 432 sonbonn 31 75footubi 421 

Randomniscity 425 RipleyRiot 31 Randomniscity 360 

Skysorania 338 redbujo 30 Skysorania 326 

ghostsco 329 MyOwnGuitarHero 29 ghostsco 307 

Pewtarizard 279 xThexUnrealx 28 uglybutterfly025 274 

uglybutterfly025 277 royal_rose_ 28 Pewtarizard 273 

royal_rose_ 261 Skyhigh08 28 eperdu 255 

Table 5 r/Bulletjournal Top 10 Posters 2014-2018 

 Total 

(2018) 

 Posts 

(2018) 

 Comments 

(2018) 

Randomniscity 425 Randomniscity 65 Randomniscity 360 

RipleyRiot 257 RipleyRiot 31 DrazzyG 233 

DrazzyG 234 IcyFantasia 27 RipleyRiot 226 

oliviablunt 219 DefensiveCode 25 oliviablunt 198 

uglybutterfly025 196 yearinbullets 22 uglybutterfly025 194 

heathersphilosophy 171 oliviablunt 21 heathersphilosophy 161 

food_and_cuddles 146 ava_ven 20 food_and_cuddles 134 

keyy0610 143 bujo_brainstorm 17 keyy0610 133 

pumpkinrum 129 SteadfastDharma 15 pumpkinrum 129 

bananotes 112 noblesse-oblige- 15 ladyofgreentea 100 

Table 6 r/Bulletjournal Top 10 Posters Jan-Apr 2018 
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 Total  Posts  Comments 

Nadio8 201 Nadio8 28 MrsRevShamwow 179 

MrsRevShamwow 183 tachy_as_a_clam 14 Nadio8 173 

super_corgi 140 marianlibrarian13 10 super_corgi 137 

marianlibrarian13 101 hockeyandquidditch 10 Destins_Destiny 92 

Destins_Destiny 100 Destins_Destiny 8 marianlibrarian13 91 

tachy_as_a_clam 82 1itt1ewing 8 h-e-a-t-h-e-r 73 

h-e-a-t-h-e-r 78 Bdi89 6 woven_noodles 70 

woven_noodles 71 Lordtittyfarts 5 tachy_as_a_clam 68 

eperdu 68 MissHurt 5 eperdu 68 

soapturtle 65 h-e-a-t-h-e-r 5 soapturtle 63 

Table 7 r/Bulletjournal Top 10 Posters 2016-2018 

 Total 

(2018) 

 Posts 

(2018) 

 Comments 

(2018) 

Nadio8 98 Nadio8 16 Nadio8 82 

MrsRevShamwow 75 hockeyandquidditch 10 MrsRevShamwow 75 

marianlibrarian13 51 1itt1ewing 8 marianlibrarian13 47 

alcibiad 46 tachy_as_a_clam 7 alcibiad 44 

oliphantpantskie 46 Lordtittyfarts 5 oliphantpantskie 42 

eperdu 40 MissHurt 5 eperdu 40 

1itt1ewing 47 run5arahrun 4 1itt1ewing 39 

Destins_Destiny 41 oliphantpantskie 4 Destins_Destiny 38 

soapturtle 36 marianlibrarian13 4 soapturtle 36 

geniG 36 binns17 4 geniG 35 

Table 8 r/Bujo Top 10 Posters Jan-Apr 2018 
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Screenshots of Community Rules 

 

Screenshot 1: Sidebar r/Bulletjournal 

  

Screenshot 2: r/Bujo Sticky Note with rules 
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Screenshots 3-7: Coverpages from both communities 

 

Screenshot 3 www.reddit.com/r/bulletjournal/comments/8frnrn/ 

 

Screenshot 4 www.reddit.com/r/bulletjournal/comments/8fsjyg/ 

http://www.reddit.com/r/bulletjournal/comments/8frnrn/
http://www.reddit.com/r/bulletjournal/comments/8fsjyg/
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Screenshot 5 www.reddit.com/r/bulletjournal/comments/7l5619/  

 

Screenshot 6 www.reddit.com/r/bulletjournal/comments/81uj5w/  

http://www.reddit.com/r/bulletjournal/comments/7l5619/
http://www.reddit.com/r/bulletjournal/comments/81uj5w/
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Screenshot 7 www.reddit.com/r/bulletjournal/comments/7tgtyb/  

Screenshots 8-12: Pictures of Habit Trackers  

 

Screenshot 8 www.reddit.com/r/bulletjournal/comments/7t89zw/ 

http://www.reddit.com/r/bulletjournal/comments/7tgtyb/
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Screenshot 9 www.reddit.com/r/bulletjournal/comments/6r0uix/ 

 

Screenshot 10 www.reddit.com/r/bujo/comments/7pxjk7/ 

http://www.reddit.com/r/bulletjournal/comments/6r0uix/
http://www.reddit.com/r/bujo/comments/7pxjk7/


97 
 

 

Screenshot 11 www.reddit.com/r/bujo/comments/83dmp7/  

 

Screenshot 12 www.reddit.com/r/bujo/comments/89fash/  

 

 

http://www.reddit.com/r/bujo/comments/83dmp7/
http://www.reddit.com/r/bujo/comments/89fash/


98 
 

Screenshots 13-16: Pictures of Mood Trackers 

 

Screenshot 13 https://www.reddit.com/r/bulletjournal/comments/8fxs6w/ 

 

Screenshot 14 https://www.reddit.com/r/bulletjournal/comments/8fyt00/ 

https://www.reddit.com/r/bulletjournal/comments/8fxs6w/
https://www.reddit.com/r/bulletjournal/comments/8fyt00/
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Screenshot 15 https://www.reddit.com/r/bulletjournal/comments/5omi9o/ 

 

Screenshot 16 https://www.reddit.com/r/bujo/comments/7ul0d6/ 

https://www.reddit.com/r/bulletjournal/comments/5omi9o/

