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ABSTRACT
Initiating conversations with new people at work is often intimi-
dating because of uncertainty about their interests. People worry
others may reject their attempts to initiate conversation or that
others may not enjoy the conversation. We introduce a new sys-
tem, Nooks, built on Slack, that reduces fear of social evaluation
by enabling individuals to initiate any conversation as a nook—a
conversation room that identifies its topic, but not its creator. Au-
tomatically convening others interested in the nook, Nooks further
reduces fears of social evaluation by guaranteeing individuals in
advance that others they are about to interact with are interested in
the conversation. In a multi-month deployment with participants
in a summer research program, Nooks provided participants with
non-threatening and inclusive interaction opportunities, and am-
bient awareness, leading to new interactions online and offline.
Our results demonstrate how intentionally designed social spaces
can reduce fears of social evaluation and catalyze new workplace
connections.
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1 INTRODUCTION
Having conversations with new people is fundamental to how in-
dividuals ease into a new workplace [11] and the resulting social
relationships can have far-reaching consequences for both indi-
viduals and the organization [5, 89]. Social relationships at work
contribute to well-being and performance by being a vehicle for
social support [28, 43, 89] and knowledge [3, 25]. At the same time,
social relationships promote coordination and organizational citi-
zenship behaviors [69], forming the communal underpinnings of
organizational effectiveness. However, even if individuals share a
mutual desire to interact and develop familiarity, initiating interac-
tions with new people is rarely easy [11, 65, 77].

At work, initiating interactions with new people is often intim-
idating because of fears of social evaluation [6, 11, 27]—people
worry that their attempts to initiate interactions may be rejected
or that others may not enjoy the conversation [77, 78]. “Will they
find it inappropriate?” “Will it interest them?” When initiating a
conversation, individuals often worry about the social evaluation
they will face [6, 11, 27]. Underlying these fears is an uncertainty
about other people’s interests and what they are willing to talk
about [68, 85]. Awareness of mutual interests enables conversa-
tion [24, 78], however, mutual interests are not always externally
perceptible, especially among new acquaintances. As a result, peo-
ple are often uncertain whether others will accept their attempts to
initiate interactions [77], and moreover, whether they will actually
enjoy the conversation [77, 78]. People naturally avoid situations
that can cause embarrassment or social awkwardness [11, 35, 36].
When common interests are not externally visible, the fear of social
evaluation can deter people from initiating interactions with new
people altogether [11].

What if individuals knew in advance that the people they were
about to interact with were interested in conversing about the same
topic? This paper introduces a new system, Nooks, an online tool
that supports initial interactions in the workplace by enabling in-
dividuals to discover and interact with others they share common
interests with, while lowering risks of social evaluation typically
involved. When individuals want to find others interested in a topic,
they transfer the locus of social evaluation away from themselves
by anonymously creating a nook—a conversation room that iden-
tifies its topic and norms, but not its creator. Before activating a
nook,Nooks probes individuals across the group about their interest
in joining it. Finally, by activating a nook to include only those
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interested in the topic, individuals in a nook are made aware of
their shared desire to interact on the topic. Through this mecha-
nism, Nooks mitigates concerns of social rejection and shifts the
responsibility of ensuring an enjoyable conversation to the group
and away from any one individual. Thus, Nooks attempts to support
initial interactions by lowering fears of social evaluation.

By iteratively bringing unacquainted individuals across the work-
place in contact with each other over conversations about shared
interests, Nooks attempts to support the development of social rela-
tionships at work.Nooks is an application built for Slack. Underlying
it is a continually-running system that probes individuals about
their interest in joining various conversations from among an evolv-
ing pool of nooks. Anyone across the workplace can anonymously
contribute a nook to the pool at any time. Nooks convenes conver-
sations around shared interests on an ongoing basis by routinely:
(1) sourcing and representing topics of conversation as nooks; and
(2) convening individuals interested in a nook through scheduled
aggregation of individual interests.

To understand, in-situ, howNooks can support relationship build-
ing among unacquainted individuals at work, we deployed Nooks
for nine-weeks with a group of 25 student workers starting a sum-
mer research program. Participants were full-time paid workers
employed as research assistants and worked alongside other re-
search professionals including faculty, research staff, postdocs, and
graduate students within the academic workplace. By analyzing
usage data and through interviews with users, we found that Nooks
catalyzed new casual conversations in the workplace by creating an
alternate online sphere that provided users with non-threatening
and inclusive interaction opportunities. Participants personalized
their use of Nooks to meet their needs for social interaction, with
many using it as a way to initiate offline activities. Further, we
found that Nooks distributed the responsibility and ownership of
the conversation across individuals in it. In many cases, this led
to individuals in a nook collectively driving the conversation for-
ward, however, it also led to some cases where the conversation
failed to take off due to social loafing. Finally, we found that Nooks
provided individuals with new awareness about their coworkers
interests and desires for social interaction. This often led to conver-
sations outside of Nooks, and even offline. Based on our findings,
and our experience of developing Nooks, we discuss opportunities
and challenges for the design of workplace socialization systems.

2 RELATEDWORK
Here, we draw on literature across the fields of HCI, organizational
behavior, and social psychology to motivate our work. We begin
by briefly surveying the individual and organizational impacts of
social relationships at work. Then, we examine barriers that inhibit
the initiation of interactions. Finally, we situate our work within
broader HCI research on the design of social awareness systems.

2.1 Social relationships at work
Social relationships at work play a vital role in individual well-
being by shaping experiences at work [5, 89]. Relationships with
coworkers have been shown to influence job satisfaction [18, 82],
motivation [44], and resilience [25]. These relationships can be

a source of social support [28, 89]. By serving as vehicles for in-
formation, knowledge, and opportunities [51], connections across
the workplace can also accelerate learning [50, 91]. Further, it is
through interactions with others at work that individuals craft and
enact their desired work identities [25], and create pathways for
their professional development [25].

Looking beyond the individual, social relationships within a
workplace also have a significant influence on the organization as
a whole [5]. Social relationships can improve individuals’ organiza-
tional commitment [89], organizational citizenship behaviors [69],
and even result in lower turnover [33]. Taken together, this work
suggests that strong social relationships can transform organiza-
tions into communities where individuals bring their full selves to
work, where collaborators engage each other fully, where learning
and development are catalyzed, and where individuals collectively
construct and derive positive meaning from their participation in
the community at work.

2.2 Barriers to initiating interactions
It is by initiating conversations with strangers that people develop
the social relationships that ultimately have lasting consequences
for their own well-being and the organization as a whole. However,
people are often reluctant to start conversations with unknown
others [11, 77]. Initiating interactions with new people is often
intimidating because people fear the ensuing social evaluation [11].
People often worry that initiating interactions with others can
cause embarrassment or awkwardness [11, 77]. They also worry
that others may not like them or may not reciprocate their inter-
ests [11, 29]. The fear of social evaluation in initiating interactions
is composed of fears of trying to have a conversation with others
as well as fears of actually having a conversation with others [78].

Fears that relate to trying to have a conversation with others,
stem from a fear of social rejection [78]. People worry that others
might be disinterested in them or their interests, or may even flat
out reject their attempts to initiate a conversation [29, 77, 78]. They
worry that the interest they express in others may not be recip-
rocated [6, 11, 27]. However, even if rejection is not a possibility
and one expects to actually have a conversation with the person
they approach, fears that relate to actually having a conversation
can cause intimidation. These fears stem from a worry that one’s
conversation partners will not enjoy the conversation [77]. Peo-
ple worry that the conversation might be awkward, unpleasant,
or that they may not meet their conversation partners’ expecta-
tions [77, 78]. While work has shown that fears of trying to have a
conversation are often more intense than fears of actually having
a conversation, both these fears together create a psychological
barrier to initiating interactions.

One of the factors that contributes to these fears is that people
lack an understanding of topic preferences of people they are unac-
quainted with [68, 85]. Topics of mutual interest are often imper-
ceptible. As a result, people remain uncertain about whether their
attempts to initiate interactions will be accepted and whether the
conversation will be enjoyable for others [85]. Mutual interests can
form extended common ground between individuals, driving the
conversation forward while also promoting feelings of mutual affin-
ity [16, 68, 85]. However, when an awareness of mutual interests is
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absent, people naturally attempt to avoid potential causes of embar-
rassment or awkwardness (what Goffman calls “face-threatening
acts” [36]) and so, they remain reluctant to initiate interactions [78].
This can lead to pluralistic ignorance: even when there is a mu-
tual desire to interact, people may end up not initiating interac-
tions [29, 78]. Motivated by this work, Nooks contributes the design
of online tools and mechanisms that surface common interests and
lower the psychological barriers to initial interactions.

2.3 Interaction opportunities created by social
awareness systems

Early social awareness systems demonstrated how information
about other people’s activities can promote social interactions at
work. These systems provided users with social signals to keep
them informed of what was going on “around them” [32]. Dourish
and Bellotti describe awareness as an “understanding of activities of
others which provides a context for your own activity” [22]. Recog-
nizing the role of social awareness in supporting dynamic collabora-
tion at work [10, 32, 48], designers of early social awareness systems
attempted to enhance community awareness as a means to support
collaboration and coordination at work [10, 23, 30, 38, 94, 95]. To-
wards the goal of supporting coordination in work groups, these
systems provided signals such as who is in one’s proximity, shared
media elements [13, 38], and even what activities are occurring
at work [47, 95]. Even though most of these systems were not
explicitly designed to support social interactions at work, in the
contexts in which they were deployed, they were often used for
social interactions incidentally [10, 38].

These systems created opportunities for interactions through
awareness about the location and activity of others. However, these
systems contributed few signals about shared interests [95], which
can often be crucial for interactions between new acquaintances.
Subsequent work has explored how workplace systems can cre-
ate interaction opportunities between unacquainted individuals
by surfacing mutual interests [58, 68]. For instance, GROUPCAST
highlights topics of mutual interest between people who are in
close proximity to a shared display [58] while other work has ex-
plored how such mutual interests can be displayed unobtrusively
through Google Glasses [68]. Both these systems rely on static user
profiles to generate topics of mutual interest. However, such pro-
files can be challenging to create due to concerns of privacy [58],
and they can also be unfaithful to the rich, diverse, and evolving
interests of the users [58]. Relative to this prior work, we do not
view interests as static or representable by finite set of fields: Nooks
allows individuals to create conversations about their evolving and
contextually-informed interests.

3 NOOKS
Nooks, is an online tool that supports initial interactions in the
workplace by enabling individuals to discover and interact with
others they share common interests with, while lowering risks of
social evaluation typically involved. By iteratively bringing individ-
uals across the group in contact with each other over conversations
of mutual interest, Nooks supports relationship building in the
workplace. Nooks is instantiated as a Slack application. We start by
describing the underlying building block of Nooks—a nook—and

how it incorporates strategies to lower the risk of social evaluation.
Next, we motivate Nooks’ design with an example. We then describe
the design and implementation ofNooks and conclude by describing
features that are designed to support adoption and customization.

3.1 Nook: A building block to lower the risk of
social evaluation

People are more comfortable initiating interactions when they are
aware that the people they are about to interact with, are also inter-
ested in the conversation [78]. Signals of mutual interests enable
conversation [24, 78] however such signals are not always exter-
nally visible. As a result, people remain uncertain about whether
their attempts to initiate interactions will be accepted (discomforts
that relate to trying to have a conversation [78]) and whether the
conversation will be enjoyable for others [85](discomforts that
relate to actually having a conversation [78]). These sources of dis-
comfort stem from an uncertainty about other people’s interest in a
conversation. Nooks lowers the risk of social evaluation inherent to
initiating interactions, by making mutual interests explicit through
its underlying building block— a nook.

Whereas individuals are typically subject to social evaluation
when they initiate a conversation, a nook shifts the locus of social
evaluation away from an individual. A nook is a conversation room
that identifies its defined focus and norms, but not its creator. Any-
one within the workplace can anonymously create a nook about
any topic they are interested in. Before being activated, every nook
goes through an incubation period, a process during which individ-
uals across the group are probed about their interest in joining it;
participants may opt-in or opt-out of conversations as they see fit.
Finally, a nook is activated as a short-lived Slack channel adding
all those who have expressed interest (including the creator by
default), as participants, all at once.

Because a nook is created anonymously, it transfers the responsi-
bility of identifying interested others, to Nooks. This has the poten-
tial to eliminate discomforts relating to social rejection [11, 77, 78]
because individuals are no longer trying to initiate a conversation
themselves. By not identifying its creator, a nook places everyone
within it on an equal footing. Thus, ensuring an enjoyable conversa-
tion [77] is no longer the sole responsibility of its creator. This can
eliminate discomforts related to actually having [78] a conversation.
Finally, people are only added to a nook if they signal an interest
in it and so, everyone within a nook has explicitly signaled their
interest in having the conversation—a signal that can eliminate
feelings of discomfort in interaction.

3.2 Example scenario: initiating affinity groups
at work

José has recently joined a new design agency. As someone that
enjoys reading mystery novels, José is interested in finding oth-
ers at work with whom he can exchange recommendations and
discuss books. He is connected to others through Slack and also
has opportunities to approach them in person but he is unsure
about who might be interested, and whether people would find
his invitation appropriate. So, he decides to use Nooks to discover
others who are interested in mystery novels. To do this, José sim-
ply creates an anonymous nook on mystery novels (sourcing and



CHI ’23, April 23–28, 2023, Hamburg, Germany Shreya Bali, et al.

representing interests as nooks), and in the description, clarifies his
intentions to use the space to exchange recommendations and dis-
cuss books. Through the incubation period,Nooks’ execution engine
accumulates others’ interest in joining the conversation (convening
individuals interested in a nook through scheduled aggregation of
individual interests). Finally, at the end of the incubation period,
José is added to a 24 hour Slack channel with others who have
also expressed interest in the nook. Everyone in the conversation
knows that they share an interest in mystery novels and so, they
feel comfortable exchanging recommendations. They hop in and
out of the conversations as they find time, while the nook is active.
After their interaction, José invites others in the nook to a group
chat as a space for recurring interactions.

3.3 System design
Nooks is a Slack application that manages a dynamic pool of nooks,
to which anyone can anonymously contribute a nook that they
would like hosted. A continually-running engine incubates nooks
by routinely making incubating nooks visible to individuals across
the group and probes them about their interest in each. Here, we
describe the features of the system, focusing on: (1) how users can
make ongoing contributions to the pool of nooks through the Nooks
homepage (Figure 1); and (2) how the continually-running engine
routinely probes individuals’ interest and activates nooks, with the
flow shown in Figure 3.

3.3.1 Sourcing and representing topics of conversation as nooks. For
Nooks to bring people in contact with each other over common
interests, it needs a representation of people’s interests that it can
then use to connect individuals. What people want to talk about
with others is often context specific and evolving, varying with the
nature of interpersonal relationships as well as surrounding context.
To capture individuals’ evolving interests in a way that can be used
to attract like-minded others, Nooks lets users anonymously create
nooks whenever they want, by providing a topic for the nook and
a description of what they want to talk about within it. To create a
new nook, users can proceed to the “Create a Nook” panel in the
Nooks home page (Figure 1) within Slack. Clicking on “Create a
Nook” (A1) opens an overlay form (A4) asking the user to describe
the nook they want to create. Specifically, they are asked to provide
a ‘title’ and their ‘initial thoughts’. Here they can describe not just
what they want to talk about but also what they want the norms
of the conversation to be. By default, nooks are open for anyone
in the group to join, however, the creator can optionally select
specific users they don’t want included— a control requested by
many users in our pilot studies. Finally, they can create the nook by
clicking the “Add Nook to the Queue” button at the bottom of the
overlay(A5). This panel also shows users a variety of pre-populated
sample nooks to inspire users. They can navigate through these
samples by clicking on “Get more samples” (A2). Clicking the “Edit
and Use” button (A3) opens the overlay form (A4).

3.3.2 Convening individuals interested in a nook through sched-
uled aggregation of individual interests. Using a user-contributed
nook to then assemble a group of people interested in it requires a
mechanism that probes people across the workspace about their
interest in joining it. Within Nooks, each user-contributed nook is

“incubated”—other users across the group are shown the topic and
description of the nook and asked for their interest in joining a
nook. Next, we describe how nooks are incubated and activated.

Incubation and activation: When a nook is being incubated, it
is displayed on the Nooks homepage (Figure 1, panel B) for all
members across the workspace, excluding those who the creator
has explicitly requested to exclude. Users can click ‘interested’ or
‘not for me’(B2) on each nook they are shown (B1). If multiple nooks
are being incubated at the same time, they are shown sequentially.
Nooks records each user’s choice. When asking users about their
interest in joining an incubating nook, we only display the ‘title’
and ‘initial thoughts’ but do not display any social signals such
as how many others have expressed interest. Social signals can
cause people to conform to the choices of others [14, 60] instead
of choosing nooks based on what they personally find interesting.
This can undermine Nooks’ goal to match people to conversations
based on their interest in the conversation and so, we exclude social
signals to ensure that users’ decisions about which nooks to join
are primarily driven by their own interest in the nooks’ topics and
not by others’ choices. At the end of the incubation period, each
nook is activated as a private Slack channel (not discoverable to
non-members) to which the Nooks bot automatically adds only
those users who have a priori expressed interest. The bot greets
the channel by posting the topic and the initial thoughts added by
the creator but does not identify the creator. Figure 2 shows an
example of a nook once activated. Launching of nooks is in no way
conditioned on their popularity. Online spaces that optimize for
activity attempt to minimize sparsely populated spaces in favor
of more populous spaces [1]. This perspective would recommend
launching only the most popular nooks. However, Nooks focuses
not on maximizing activity, but on supporting relationship building
which can occur just as well, if not more effectively, in smaller
conversations: smaller conversations are more effective at fostering
openness and trust [53, 81].

Slack channels that host nooks are always activated at 12pm
and open for 24 hours, after which they are automatically archived.
Deciding the lifetime of conversation spaces represents a trade-off
between supporting engaging conversation and minimizing work
disruption. Long-lived spaces, and especially persistent spaces, can
lead to diffused participation and can impede conversation. Best
practices on the design of online spaces recommend establishing
‘expected active times’, during which participants can expect each
other to be active in the space [1] and consequently, promotes activ-
ity in a self-fulfilling way. Since users may not always be active on
Slack, and diffused participation can impede conversations, limiting
the lifetime of nooks can help establish expected times of activ-
ity and promote engaging conversations. However, conversation
spaces that are too short-lived (such as synchronous channels) can
heighten attentional demands on individuals and disrupt work per-
formance by inviting individuals to participate when they would
prefer to focus on other tasks. Setting the lifetime of a nook to
be 24 hours represents a middle ground, balancing the opposing
objectives of enabling engaging conversation and minimizing work
disruption—it hopes to achieve the benefits of establishing ‘expected
times of activity’ while minimizing work disruptions as individuals
can participate whenever they find time during the 24 hour period.
Participants are notified when the conversation is archived and if
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Opens nook creation  
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Notifications about incubating nooks

@Jose Doe

@Maya

 A

 B
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@username              

 A

 B

C@Jose Doe

@Maya

Figure 1: A tour of the application homepage. The ‘create a nook’ panel (A) allows users to anonymously create a nook (A1), as
well as edit and use sample nooks (A2,A3). Attempting to create a nook, opens up the nook creation overlay (A4) that asks users
to provide a title for their nook as well as their description of what they want to talk about. The homepage also shows users
nooks that are currently being incubated (B), displaying the topic and description of the nook (B1) and providing them with the
choice to opt-in/opt-out (B2). To alert users of available nooks, the application also sends notifications to users in the form of a
Slack direct message. Finally, the homepage also shows users a list of other users they encounter most often in nooks (C1).

participants in a conversation want to convert the nook into a more
persistent space, they have the option to unarchive the channel.
We chose to activate nooks at 12pm because that was the time by
which most people in our pilots had started their workday, how-
ever, this time can be customized to a workplace depending on the
distribution of times when individuals start their workday.

Incubation and notification routine: Nooks houses communities
at the scale of a workplace and so, interaction opportunities—
incubating nooks—within it can be sparser than interaction oppor-
tunities, such as discussion threads, in large online communities.
Prior work suggests that when interaction opportunities are sparser,
users lower the frequency of their visits [1], which can result in
some incubating nooks going unnoticed. To ensure that incubat-
ing nooks are viewed by a sufficient number of users, we chose to
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Figure 2: At the end of the incubation period, each nook is activated as a private Slack channel to which the Nooks bot
automatically adds only those users who had expressed interest, including the creator. The bot greets the channel by posting
the topic and the initial thoughts added by the creator but does not identify the creator.

Figure 3: The flow of a nook through the execution engine: All nooks created before 4pm on any given day are added to that
day’s incubation batch and are incubated together from 4pm that day to 12pm the following day. Users are notified that a new
batch of incubating nooks is available via a Slack message triggered by the application. Nooks being incubated together are
displayed sequentially to users on the homepage. At 12pm the following day, incubating nooks are activated as Slack channels,
including all members who have expressed interest in it by then. Nooks created after 4pm are added to the following day’s
incubation batch.

use a push model where users are notified when new interaction
opportunities—incubating nooks—are available [1]. However, noti-
fying individuals every time a nook is created can lead to excessive
notifications. To simultaneously ensure that each nook is viewed by
a sufficient number of people and that the interruption cost of noti-
fications is low, we devised a temporal routine according to which
nooks are incubated in batches. Batching information interruptions
can minimize their negative impact on productivity [56]. Figure 3
shows this routine. All nooks created before 4pm on any given day
are added to that day’s incubation batch and are incubated together

from 4pm that day to 12pm the following day. Users are notified
that a new batch of incubating nooks is available via a Slack mes-
sage triggered by the application (Figure 1). Nooks being incubated
together are displayed sequentially to users on the homepage. At
12pm the following day, an incubating nook is activated as a Slack
channel and includes all members who have expressed interest in it
by then. Nooks created after 4pm are added to the following day’s
incubation batch.



Nooks: Social Spaces to Lower Hesitations in Interacting with New People at Work CHI ’23, April 23–28, 2023, Hamburg, Germany

3.4 Implementation
Nooks is a Slack application and a companion Slack bot, imple-
mented in Python with a Flask back-end1. We used the Slack Bolt
API2 to create the Slack interface and monitor events that are trig-
gered as users interact with the bot. The back-end was served on a
Digital Ocean3 instance with a MongoDB database4. To maintain
users’ privacy, we do not log any conversations. We collect users’
demographic data when they create their profile. Additionally, for
every nook created, we record the title and details of the nook
created, the user ID of the creator, the user IDs of those who ex-
press interest and disinterest in the nook, and finally user IDs of
all members who are added to the nook. When a user first signs-
up on the application, they are walked through the consent form
within the application. The project is open source and available at:
https://github.com/Sbali11/Nooks.

3.5 Adopting, customizing, and promoting use
within a workplace

We envision Nooks as a tool that workplace administrators and
decision-makers—those responsible for making workplace-wide
decisions—can adopt for their workplace as a way to support re-
lationship building in the workplace. Like most social computing
systems, for Nooks to be useful as a tool for initial interactions,
individuals across the workplace need to sign-up as and actively
use the application. Once installed in the Slack workspace of the
workplace, Nooks allows administrators to onboard members from
a specific channel in the Slack workspace, to control who partici-
pates in Nooks. Onboarding members from the #general channel,
for instance, would onboard everyone in the Slack workspace. Al-
ternately, they can also invite specific members using their Slack
usernames. Nooks sends invited users a Slack message, walking
them through the sign-up process.

Administrators can further customize Nooks to their workplace
by editing the sample nooks (A2 in Figure 1) to influence the nature
of conversations. For instance, they might insert sample nooks re-
lating to a recurring event, if they want to promote conversations
about it. Finally, to promote the use of the application, administra-
tors can create a predefined set of nooks that are inserted into the
application during set-up. Allowing users to view and join these
predefined nooks, provides users with interaction opportunities
even before they have created their own nooks. When populated
with predefined nooks, by administrators, Nooks acts similar to sys-
tems that deliver online icebreaking prompts to groups. However,
they differ in that prompts are only suggested, not enforced: users
make decisions about what conversations they join. Participating in
predefined nooks also supports users in learning Nooks’ underlying
mechanism and allows them to experience conversations in a nook
which can inform their decision to create their own.

4 DEPLOYMENT STUDY
We conducted a nine-week deployment study to investigate how
people used Nooks in the field. To maximize ecological validity,

1https://flask.palletsprojects.com/en/2.2.x/
2https://api.slack.com/tools/bolt
3https://www.digitalocean.com/
4https://www.mongodb.com/atlas/database

we asked participants to use the application however, and as fre-
quently as they desired, and observed patterns of use that emerged
naturally. There was no monetary compensation associated with
using the app. (This set up is different from previous studies in the
workplace, such as those focused on workplace connection and en-
gagement [92], which compensate users for using the intervention.)
This study was approved by our university’s Institutional Review
Board.

Specifically, this longitudinal deployment focused on these re-
search questions:

• RQ1—How do participants perceive the experience of interact-
ing within a nook?

• RQ2—How do participants use Nooks? What kinds of commu-
nication does it afford and what patterns emerge?

• RQ3—How does Nooks influence relationship building in work-
places?

4.1 Participants and Research Setting
Given our focus on supporting relationship building in workplaces,
we worked with administrators of a summer research program at a
private university in the United States for this study. At the start of
the program, a total of 25 students (19 female, 4 male, and 2 non-
binary) in the program joined the deployment on a voluntary basis.
All participants were aged 18-24. As part of the summer research
program, students were employed full-time during the summer
and paid a salary as research assistants. These student workers
were primarily engaged in conducting research alongside existing
research professionals at the university including faculty members,
postdocs, and graduate students. Participants worked in areas relat-
ing to computing including smart classroom sensors, educational
games, accessibility, and smartphone privacy tools. None of them
were taking classes or engaged in other part-time positions. Student
workers participating in our study were essentially new employees
in this academic workplace. Further, only 20% of the students in
the program were affiliated with the university prior to the start
of the employment and so, 80% of the students were new to the
university as a whole. Participating students had desk assignments
across four different buildings across the university campus but
were within walking distance of each other. This was their primary
work area. Students were fairly mobile, occasionally choosing to
work from home. Student workers were all located in the same city
and they interacted with each other both in-person and online.

The program design included some socialization: administrators
for the summer research program had already added all the students
to a common Slack workspace to create a space for announcements,
while also giving them a space to interact with each other. In addi-
tion, as part of the program, students were also invited to attend a
seminar session twice a week where invited speakers would present
their work to the students. Beyond this, since students shared work
areas, opportunities to initiate interactions would also arise op-
portunistically when they would bump into each other. Because
students were just starting out in the program, they were also new
to each other and this provided a valuable context to study the
use of Nooks and how it might support early stages of relationship
building.

https://github.com/Sbali11/Nooks
https://flask.palletsprojects.com/en/2.2.x/
https://api.slack.com/tools/bolt
https://www.digitalocean.com/
https://www.mongodb.com/atlas/database
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4.2 Procedure
We first worked with the administrators of the program to add
the Nooks application to the Slack workspace used by the students.
Then, we held a short demonstration session for the students dur-
ing an upcoming weekly seminar. This demonstration session com-
prised a brief tutorial on how to sign-up on Nooks, how students
could contribute their own nooks, express interest in contributed
nooks, and related functions.

We informed students that Nooks was part of a research study
and we wanted to learn about their experience using it. We also
informed students that if they chose to sign-up, they would be
enrolled as participants in our study and that doing so would allow
the application to monitor their usage levels for nine weeks, but
that the application did not record the content of any conversation.
At the end of the demonstration, the program administrators sent
all students in the workspace an invitation through Slack to sign-up
on the application. To encourage naturalistic behavior, there was
no monetary incentive for signing up on or using Nooks. Partici-
pants were free to use the application as they wanted and could
discontinue their use or deactivate the application at any point.

To bootstrap usage, we populated the application with 9 prede-
fined nooks (Figure 7) which were basic icebreaking prompts. These
nooks were incubated on different days during the first three weeks
only. In later weeks, only participant-created nooks were incubated.
To capture their usage of Nooks, we recorded the nooks created by
participants, as well as the nooks in which they expressed interest
or non-interest.

After nine weeks, we invited all participants to additionally
participate in a semi-structured interview about their experience
using Nooks. Nine of the 25 participants accepted the offer to be
interviewed and were compensated $15. Interviews were semi-
structured and lasted between 20 and 35 minutes. Interviews were
conducted in English by one of the authors. Interviews focused
on the participants’ overall thoughts and perceptions about the
application, their experience of participating in nooks, and how they
used the application. To help participants recall their experiences,
participants were encouraged to open the application and revisit
their conversations within Nooks while responding to questions.
All interviews were recorded and transcribed.

4.3 Analysis
Our findings are based on a triangulation of (1) usage data of the
participants including the nooks participated in, nooks created, and
their expressed preferences among nooks; and (2) transcripts of
the recorded interviews. One of the authors performed an initial
line-by-line open-coding of the transcripts, iterating over the tran-
scripts as necessary. Codes generated in this phase were in part
inductive, driven by the data, and in part guided by our original
research questions– we remained open to capturing observations
that emerged through the data while also looking out for observa-
tions that related to our main guiding questions. Finally, all authors
collectively discussed the analysis and iteratively generated, refined,
and solidified themes. Themes were generated at a semantic level,
reflecting what participants explicitly said [12].

5 FINDINGS
Over the 9 week study period, participants used Nooks to have 25
conversations. 16 of these conversations were on topics contributed
by 7 participants (Figure 4). Each of these conversations had be-
tween 4 and 15 participants, with a median of 9 participants (Figure
6). The remaining 9 nooks were predefined nooks and had between
2 and 5 participants each, with a median of 3 participants (Figure
7). Levels of use varied across the participants and across the 9
weeks of the deployment. 22 participants participated in at least
one nook (Figure 4) and the median number of nooks that partici-
pants joined was 6. Activity was concentrated towards the initial
weeks of the deployment and decreased subsequently (Figure 5). Al-
though every incubating nook was displayed on every paticipant’s
Nooks homepage, the frequency with which individuals viewed the
Nooks homepage, and responded to incubating nooks (regardless
of whether the response expressed interest or non-interest), var-
ied across individuals and across time. As a result, the number of
incubating nooks that each individual responded to varies across
individuals (Figure 4(C)), and the number of users that viewed and
responded to each incubating nook also varies across nooks (Figure
6 and Figure 7). None of the 25 participants in the study formally
withdrew participation during the course of the study, however, like
previous deployments of social computing systems, we did observe
non-use [8, 49], especially 3 participants (P23, P24, and P25) who
did not participate in even a single nook (Figure 4(A)).

We invited all 25 participants to additionally participate in in-
terviews and 9 participants agreed to be interviewed. Those who
participated in the interviews varied widely in their usage of Nooks
(highlighted in blue in Figure 4) and included 8 female and 1 male
participant. Participants in our interviews represent a reasonably
stratified sample—5 interviewees participated in more nooks than
the median user (> 6 nooks) while 4 participated in fewer than or
as many nooks as the median user (≤ 6 nooks).

Next, we present the major themes that we identified in our
analysis, each presented as a separate subsection. We first discuss
how Nooks provided participants with a sociable online sphere that
lowered psychological barriers to initiating interactions, and fos-
tered feelings of inclusivity in conversations (Section 5.1). Then,
we discuss how Nooks distributed the responsibility and ownership
of a conversation across all individuals in a conversation and how
this affected conversations (Section 5.2). Together, these findings
speak to participants’ experiences interacting within nooks (RQ1).
We next discuss how participants’ use of Nooks was shaped by their
socialization needs, with many using it to initiate offline activi-
ties (Section 5.3). These findings describe emergent patterns of use
(RQ2). Finally, we discuss how interaction opportunities and im-
proved awareness that resulted from Nooks, supported relationship
building (Section 5.4), illuminating the ways in which Nooks might
influence relationship building (RQ3).

5.1 Nooks provided a sociable online sphere that
catalyzed new casual conversations

5.1.1 Nooks provided non-threatening ways to initiate and engage
in casual conversations. Participants mentioned how typical chan-
nels to engage in interactions online—such as the large broadcast
channels in Slack—were not conducive to initiating interactions
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1

11
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2
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Figure 4: Summary of participants’ engagement with Nooks. Participants who agreed to be interviewed are highlighted in blue.
A) The 25 participants varied in how many nooks they joined. The median number of nooks joined was 6. Additionally, 22
participants participated in at least one nook. B) 7 participants contributed a total of 16 nooks C) Participants also varied in
how picky they were about selecting nooks to join. In some cases, the number of nooks participants interacted in were more
than the number of nooks they expressed interest in (eg. P12, P19) because they were manually added to those additional nooks
by interactants in those nooks. Differences in the number of nooks that participants responded to also reveals varying levels of
use and monitoring of the application. Responses of non-interest communicate that users viewed the incubating nook but
did not want to join it, indicating a low propensity for those specific nook topics. On the other hand, an absence of responses
indicates that users did not see the nooks homepage or did not view incubating nooks on certain days indicating a lowered
desire to explore incubating nooks on some days.

because they require individuals to address the group as a whole,
which could be intimidating (P5, P13, P16, P17). Nooks lowered this
barrier, for participants, by providing them with a non-threatening
way to initiate and engage in such initial interactions. For instance,
P13 mentioned:

I think it makes it a lot easier to do online conversa-
tions, because I guess we don’t really have anything
to start a conversation with online, especially in a
Slack channel where you have, everyone in there. It’s
kind of awkward to just start a conversation with a
60 person slack so I mean it definitely made it easier
there. (P13)

Similarly, P16 mentioned how "talking to everybody, as a collec-
tive can be a bit overwhelming” while P17 called this a “psychologi-
cal burden”. Because Nooks allowed people to find others through
anonymously-created topics, participants suggested that Nooks pro-
vided a non threatening approach to initiating interactions:

I think it’s less intimidating and it’s also anonymous
so I think people who might not be super extroverted
or [those uncomfortable] just throwing an idea out

there [to the whole group], would feel most comfort-
able [using Nooks]. Because you can actually gauge
whether people are interested or not...and most of the
time, at least a couple of people will be interested in
your topic. I think it’s less intimidating and can really
help when you’re new to a workspace. (P5)

By establishing that a topic was acceptable to talk about within
a nook, and that everyone within the nook had opted into this
norm, Nooks eliminated P17’s hesitation about engaging in casual
conversations with others. Other participants described how Nooks
contributed an “informal environment” (P2, P5) and provided a venue
for conversations that are less “important” than you might post in
the larger channels (P2), suggesting that Nooks provided an alter-
nate sociable sphere for casual conversations. Additionally, because
conversations within Nooks usually involved groups of people, it
increased participants’ levels of comfort going into conversations
(P7,P8). P8 noted, "you know going into the group, you have more
than one other person you’re going to be interacting with and so it’s
not going to be this awkward one on one thing”.
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Volume of nooks created by participants across weeks
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Figure 5: Number of nooks activated within the application across the weeks of deployment varied. A) User created nooks,
though present most weeks, were concentrated towards the start. B) Nine predefined nooks (that were inserted to bootstrap
use) were only activated during the first three weeks.

5.1.2 Nooks fostered feelings of inclusivity within conversations.
By bringing people in contact with others over shared interests
and making the shared interest the focus of conversation, Nooks
promoted inclusivity by making pre-existing ties less pronounced
within conversations. P17, who joined the program late, mentioned
how she had fewer opportunities to initiate interactions with others
because they had already formed tight-knit groups:"I still remember
in our first seminar I just came and stayed in the last row. I didn’t
know who to talk to, and even people who were sitting next to me
seemed like they didn’t really want to talk to me and were just talking
to people they already knew.” P17 mentioned how Nooks gave her a
chance to get to know others better, reflecting on how otherwise
she might have just known what others in the group "look like and
probably their name.” P16 also mentioned how Nooks contributed
feelings of inclusivity by naturally including everyone interested
in a conversation:

Creating a channel and adding a bunch of people
intentionally is bound to create some conflict, if you
forget a person or something so I thought [Nooks]
was a low effort way to allow other people to opt in.

In typical chat conversations, everyone is excluded by default: the
creator is required to invite people they want to the conversation.
In contrast, Nooks includes everyone by default, while providing
creators with controls to exclude members. In doing so, Nooks
naturally prioritizes inclusivity. While this is the very mechanism
that makes them useful for initiating interactions, they can often be
ill-suited for interactions where the initiator wants to include only
specific individuals in the conversation. For instance, P2 recognized

how nooks takes away some control over who participates in a
conversation: "[nooks] can only be sent to the entire group and you
can’t decide who goes in”.

5.1.3 Visible activity in Nooks encouraged participation. Existing
activity within Nooks stimulated participants to engage within it,
creating a kind of honeypot effect [93]. P5 mentioned how others’
use of Nooks prompted her to participate and use it as a way to find
new connections : "I think it definitely encouraged me to see others
using it and trying to find each other with Nooks”. Participants also
mentioned how predefined nooks reminded them that they could
contribute their own conversation topics and stimulated further
use (P5,P8).

5.2 A nook was everyone’s responsibility – but
occasionally, no one’s responsibility

Through our interviews, we found that Nooks distributed the re-
sponsibility and ownership of the conversation, across the group,
unburdening creators’ of the pressure of social evaluation (P2, P6,
P7, P8, P16). Thus, the onus of driving the conversation forward
was on everyone in a nook and not just the creator (P2, P6, P7,
P8, P16). As a result of this, in some cases, conversations gained
momentum even without the creator driving the conversation. P16
mentioned how by the time she joined the conversation in a nook
she had created, the conversation had already taken off: "I think I
was busy or doing something in the hour that it was created and by
the time I checked my messages someone had already messaged the
chat and there was a conversation going on. So it indicated to me that
people are actually interested in this. I’m glad I created it.”
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However, because the creator was no longer solely responsible
for the conversation, it occasionally led to failures through social
loafing, where the conversation failed to take off as no participant
drove the conversation. P8 mentioned how even though joining
a nook communicated intention, there were still situations where
people remained inactive within a nook. P6 and P7 suggested that
nooks were more likely to succeed when the creator made the effort
to steer the conversation. P7 mentioned:

I feel it would be nice for the person who created the
nook to start the conversation or to have a description
of what they want to say first and have that be in the
nook when you join, so the conversation has already
started and you don’t have to wait for someone.

5.3 Participants’ needs for socialization shaped
how they used Nooks

The extent to which and the ways in which participants used Nooks
were reflective of their desire for social interaction with the group.

Overwhelmingly, participants used Nooks as a way to initiate
offline activities (P2, P5, P6, P7, P8, P16, P17). Of the 16 nooks
created by the participants, 10 nooks were attempts at initiating
offline activities (Figure 6). In 3 of these 10 nooks (Figure 6), the
nook was created with a dual intention of facilitating interest-based
interaction as well as planning a related activity. For instance, one
nook titled ‘fav tv shows and movies’ was described as a space to
‘talk about our favorite tv shows and movies, maybe have a movie
night or something’. Similarly, a nook titled ‘books’ encouraged
participants to ‘talk about favorite books, give each other recom-
mendations, plan group reading dates’. In the remaining 7 nooks,
the intention was primarily to plan an activity. As an example,
one nook was titled ‘Let’s plan an activity for the weekend’ that
invited participants who were interested in visiting museums, park,
or grabbing food. Nooks that focused on planning activities also
generated more interest. The 10 nooks that were about planning
activities had an average of 11 participants. In contrast, nooks that
did not focus on planning activities had 7 participants on average.

Multiple participants described how they were primarily inter-
ested in connecting with others offline (P2, P5, P7, P8, P17) and that
they used Nooks to find new opportunities to do so. P8 mentioned
how she was enthusiastic about “making things leave the group chat”
and so, was “more interested in nooks that could lead to something
outside of the online context.” Other participants mentioned similar
motivations for creating and participating in nooks.

Since there was like no one in my office—it was just
me—I didn’t get to interact with that many students
in-person. So, I used [nooks] to make plans with them
so that I could hang out with them later on. I thought
it helped me a lot in talking more with others and
hanging out with them which I know wouldn’t have
been possible if I relied on in-person [interactions],
because, we’re all kind of scattered across [campus].

P17 mentioned how she was interested in hanging out with peo-
ple and how Nooks helped her meet ‘new people’: "[Nooks helped]
with meeting new people in some ways. We both knew each other,
because we have the weekly seminar in our program but we hadn’t
talked to each other, before.” Similarly, P2 mentioned how a desire

to be included in offline activities prompted her to participate in
most Nooks: “I am worried that people might plan stuff and then I’ll
miss out on it. I just join all the nooks to see what’s happening”.

However, not all participants were interested in the offline ac-
tivities sparked by Nooks, or even in connecting with others in the
program. P20 mentioned how she didn’t participate in a lot of nooks
because her desires for social connection were fulfilled through
alternate communities she was active in: “I do a lot of things so I meet
people all the time, and so I kind of let my interest actually bring me to
people like I went to salsa a lot. I was also living in a dorm with three
people that I was getting closer to.” As a result, she was picky about
the nooks she chose to join. Another participant—P13—was local to
the city and so, she already had friends in the city. Because of this,
she didn’t have as much time to participate in offline activities with
others. She “wasn’t really in [nooks] to make plans”. Nevertheless,
she participated in conversations about shared interests to learn
more about others in the group: "just to see what I had in common
with people and that’s something that I bring up when I meet them
in person.”

5.3.1 Strategies for using Nooks to plan offline activities. Partici-
pants repeatedly described how the collective practices that emerged
around Nooks, made it a uniquely effective means to “generate mo-
mentum” (P16) for activities and events, and provided a “jumping
off point to engage socially outside of slack” (P6). P7 described how
expressed interest within Nooks increased chances of plans mate-
rializing: "[if I try to initiate plans in #general], there’s a chance I
just get like an emoji reaction on [it] and I didn’t want that, so I just
used a nook because I knew that I would actually get a response from
those [who] were actually interested”. A nook provided a centralized
venue to coordinate and make a plan. For instance, P2 mentioned:

It (my invitation) might get lost if I put it in general,
so I was hoping that having a [activity-related] nook
would be the kind of place where people would be
centralized.

The intentions established on joining a nook and the short du-
ration of the conversations, accelerated scheduling: “because there
was like that short time period, but also the nature of the conversation
was about cafes to go to, the scheduling was something people had to
figure out and did kind of make those plans" (P16).

Nooks were also used as a way to include more people in pre-
existing plans. P17 noted how in one nook, "the person who created
the nook said that she was going to some places with the student
she works with and she was wondering whether other people were
interested in joining them.” Similarly P5 noted how a conversation
with another participant led to the creation of a nook: "my project
partner and I were thinking of playing tennis and then we were just
like okay let’s collectively create a tennis nook to see if people are
interested.”

Once an initial plan had gained momentum in a nook, partici-
pants also used alternate means to include more people. P16 men-
tioned how they manually added someone else to the nook because
that they thought that the event might be of interest to them. In
another case, the finalized plan was made public in the general
channel in case others wanted to join: "with the fourth of July plan,
we shared the chat inside general so we can get [more] people” (P2).
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Fav tv shows and movies

July 4th Plans!

Let’s plan an activity for the weekend
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We should plan an outing for this weekend
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Is it  a  cult if it only has one member with multiple personalities?

plans for this weekend'
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History of [Anon.] talk

What is the meaning of life? 

talk about favorite books, give each other recommendations, plan group reading dates

talk about our favorite tv shows and movies, maybe have a movie night or something

What do you want to do to celebrate together?

Museums, parks, food?'

Get some ideas for fun things to do this weekend :)

What is your favorite movie ?

reviewing places, meet up, etc 
Let's plan something together! Maybe we can visit some historical sites or shop/eat at a 
black-owned business?

What should we do?

let’s go swimming

It'd be good to stay in touch after the summer!
I think yes because it still satisfies the general properties. Similar to how you can take the 
general properties from the "selfish gene" and apply it to all things that replicate.

What should we do this weekend?

Share images of your fun July 4th activities!

What did you guys think about the talk?

Is it something you develop or something intrinsic about the universe?
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Interested
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Figure 6: Nooks created by users. Of the 16 nooks created by the participants, 10 nooks were attempts at initiating offline
activities. In 3 of these 10 nooks, the nook was created with a dual intention of facilitating interest-based interaction as well as
planning a related activity. ‘fav tv shows and movies’ was one such nook, described as a space to ‘talk about our favorite tv
shows and movies, maybe have a movie night or something’. Each of these conversations had between 4 and 15 participants,
with a median of 9 participants. Here, the total number of responses against each nook indicates the number of participants
that viewed and responded to the nook when it was incubating. Although every incubating nook was displayed on every users’
Nooks homepage, some nooks were viewed by fewer people (eg. ‘plans for this weekend’ was viewed by 8 people whereas ’Books’
was viewed by 20) because the frequency with which individuals viewed the homepage varied across individuals and with time.

Title Number of users interested/not interested

Not interested
Interested

What’s a new interest you’ve gotten into in the last 6-12 months?

If you had to switch careers to something completely unrelated to what you do now, what would you do?

What upcoming movie, show, or album are you looking forward to most?

What’s your favorite bad movie?

What is something that you’d consider yourself to be very bad at?

What is something you think is totally overrated?

Has anyone watched any interesting TV series recently?

What is your idea of fun?

What is something that you are currently finding challenging and who do you think you could ask for help?

5

5

4

4

3

3

3

2

2

5

6

5

4

5

2
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7

Figure 7: Predefined nooks were basic icebreaker prompts intended to catalyze initial use. These nooks did not have a description
attached to them—only a topic. 9 predefined nooks were activated during the study period and had between 2 and 5 participants
each, with amedian of 3 participants. Here, the total number of responses against each nook indicates the number of participants
that viewed and responded to the nook when it was incubating.

Finally, some participants mentioned how nooks often provided
a starting point to create more persistent groups where plans were
made on a recurring basis (P6, P8, P16). For instance P8 mentioned:

One nook that worked out well was a cafe nook and
we actually did go out and get food together...a few
people in the nook as well. Actually, the interest was
started in the nook and we translated it into our food
channel that’s always open and just shared a broader
like wider invitation for anyone else to come.

5.3.2 Activity decreased as participants ‘found their people’. Activ-
ity within Nooks decreased after initial weeks. Participants attrib-
uted this to the fact that as they had a better understanding of each
others’ interests, and once they had formed closer relationships
with some people, they didn’t feel a need to use Nooks (P5, P7, P8,
P13). P5 mentioned:

I think forme personally, it was a really good initiation
tool. Once we got to actually know some people I
think I just didn’t use [Nooks] as much because I felt
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like I already knew who is going to respond to what.
Later on, I could tell [who was interested in what].

P8 noted, “halfway through, a lot of people kind of found their little
groups and have mostly stuck to them, myself included”. When par-
ticipants had already formed closer relationships, Nooks’ approach
to facilitating conversations became constraining: “once you know
your friends, you don’t need to be able to text them between a 24 hour
period and only about certain topics” (P13). This is not necessarily a
failure of Nooks. As a tool to support relationship building between
offline groups, Nooks does not aim to sustain online interactions
the way many social computing systems attempt to. In fact, partici-
pants accounts suggest that Nooks had value as a tool for initiating
interactions in groups.

5.4 Nooks provided new awareness about others
and created opportunities to interact beyond
Nooks

Conversations in Nooks improved participants’ understanding of
each others’ interests and often led to conversations beyond Nooks.
P13 mentioned how a conversation within Nooks led to an extended
conversation offline: “We were both in a nook about TV shows, and
then we were just talking about it, the next day, and I was like oh, I
saw your response in that as well, and so we were able to build off
the conversation a little bit more”. Similarly, P5 noted “I’ve even had
conversations about [the nook topic], offline like not in a nook.”

In many cases, participants were successful in initiating offline
activities through conversations in Nooks which led to new con-
nections. P6 noted how a plan that emerged within a nook led to
him meeting two new people. Similarly, P2 mentioned how she was
able to get a group of people together to visit a park and watch
fireworks. Participants mentioned how these experiences helped
them get closer to “familiar strangers” (P5, P7, P17). For instance,
P5 noted, “these are people I had already met, but in a very loose
sense, you know. It’s like I’ve seen them around but it’s definitely not
like we’ve been in really friendly situations before”.

Beyond the awareness that emerged through participating in
conversations, P5 mentioned how observing activity in Nooks it-
self contributed an improved awareness of others’ interests and
their desire to socialize. P5 notes,"you don’t even need to interact
with other people to learn what they are interested in. Because, you,
swipe through the nooks and you see oh there’s a group of people
interested in like board games, or something. I think it’s even useful
just to gauge what the interests of your colleagues are” (P5). None of
the participants used the option to ‘send a message’ to commonly
encountered individuals within nooks. Instead, as our findings indi-
cate, they used alternate pathways to continue interactions such as
by scheduling offline activities through the nook or by approach-
ing each other opportunistically offline. However, the signals from
this feature still contributed to an improved awareness about col-
leagues’ propensity for socialization. By observing who was active
in nooks—aided by the list of individuals they encountered most
commonly—participants were able to identify people that were
interested in socializing: “It allowed me to see [who was] willing to
connect with other people and would be down to maybe have a chat"
(P5).

5.5 Deployment Limitations
Our deployment revealed that participants were able to use Nooks
as a way to initiate online and offline interactions. That they per-
sonalized their use of the application to meet their needs is further
evidence that they found it useful. However, our field deployment
was not a field experiment, because it did not include an appropri-
ate control group. The lack of a control group prevents us from
finding statistical benefits to using Nooks (for example through a
pre- and post-study comparison), because socialization outcomes
are known to generally improve with participant tenure. As with
other studies that trade off control for ecological validity, finding a
control group in our setting is challenging, as social environments
are complex and their evolution is path-dependent [75], such that
dynamics among group members and their social relationships can
yield widely varying states.

Like other prior work in sociotechnical systems [8], we also
found it challenging to study non-usage. Although our interviewees
had varying levels of usage (Figure 4) and included participants
that engaged minimally within Nooks (P17, P20), participants that
didn’t join a nook at all (P23, P24, P25) did not participate in our
interviews. As a result, though we were able to characterize some
factors that led to reduced usage, we were unable to investigate why
users might entirely avoid interaction after signing-up on Nooks.

Some aspects of our deployment context also complicate the
interpretation of our findings. Our participant pool was drawn
among those participating in a summer research program in a pri-
vate US-based research university, and does not cover the many
possible ways that culture and training might have shaped their use
of Nooks and the benefits they accrued from it. The generalizability
of our findings is also limited by the fact that we deployed Nooks
in an academic workplace. Academic workplaces such as research
laboratories and academic departments have often been the sites of
workplace studies in HCI research [71], representing sites of knowl-
edge work [2, 7, 37, 84]. We acknowledge that much like these prior
efforts, findings from our deployment may not generalize or readily
translate to design implications in non-academic work contexts.
Academic workplaces tend to have weaker hierarchical power [66]
and coworkers’ tasks are more decoupled when compared to non-
academic workplaces [66]. Additionally, when compared to individ-
uals in non-academic workplaces, individuals in academic work-
places may identify more strongly with their disciplinary expertise
(occupational commitment) than their institution (organizational
commitment) [59, 87]. However, non-academic knowledge work-
places are evolving in ways that are increasing their similarity
to academic workplaces. Hierarchies in non-academic knowledge
workplaces are becoming flatter [72] and as knowledge workers in
non-academic workplaces desire greater autonomy, their occupa-
tional commitment is increasing at the expense of organizational
commitment [57]. Given these contemporary trends, we believe our
findings can still offer some guidance when designing or deploying
socialization tools in non-academic knowledge work contexts and
the challenges we ran into will likely also surface in non-academic
knowledge workplaces, but further investigation is necessary to tai-
lor designs and deployment strategies to non-academic workplaces.
Finally, the specifics of academic workplaces are not reflected in
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the design of Nooks and it can be integrated into any workplace
that has a Slack workspace.

6 DISCUSSION
Through our deployment, we found that Nooks was effective at
supporting initial interactions between unacquainted individuals at
work. In many cases,Nooks promoted offline and online interactions
outside the application. Here we reflect on open challenges and
opportunities in the design of workplace socialization tools.

6.1 Tensions between supporting initial
interactions and supporting interactions
with “insiders”

Most of the participants in our deployment study were newcomers
to the workplace. While Nooks helped many participants in our
study initiate new interactions and form new connections, the few
participants in our deployment, who already had connections in
the workplace, were less motivated to use Nooks: “I had quite a few
friends already in [workplace], so I wasn’t as invested in these conver-
sations” (P13). This suggests that tools likeNooks that support initial
interactions, are more likely to attract newcomers and may espe-
cially support the formation of peer relationships among newcomer
cohorts. Relationships with other newcomers are valuable—the peer
support and collective sensemaking that these relationships enable,
accelerate newcomer adjustment [96]. Further, relationships with
newcomers in different parts of the organization can provide access
to distinct information and resources [3, 96] while the resulting com-
munication networks can support knowledge transfer within the
organization. Peer-group bonds are commonly recognized as a nec-
essary condition for successful organizational socialization [31, 96].

However, because those who already have connections across
the organization do not readily see benefits of using tools likeNooks,
they may be less motivated to use them. Consequently, tools like
Nooks might be ill-suited to support interactions between new-
comers and “insiders”—those who have been in the organization
for longer. Tensions caused by unequal distribution of benefits
have been pointed out as a common challenge in designing group-
ware [39] and Nooks is unsurprisingly, prone to the same tensions.
Cross-cohort relationships and relationships with “insiders”, are
important for newcomer socialization, however, supporting such
relationships may require further institutional efforts.

6.2 Nooks is complementary to
technology-mediated icebreaker
experiences

Researchers, designers, and artists have demonstrated the potential
of technology-mediated icebreaker experiences to help relationship
building in social groups such as summer camps, parties, and the
workplace [15, 20, 40, 45, 79, 88]. Technology-mediated icebreaker
experiences are typically one-off experiences that use online and
offline approaches to bring people together and spark conversations
by providing the group with a predefined conversation-starter [54].
They provide this conversation-starter in various forms—discussion
prompts [15, 79], installations [40, 45, 80], gadgets [63, 70], and

even games [42, 67]—and occasionally even sequence conversation-
starters to spark increasingly intimate interactions [42]. Through
this designed scaffolding, they contribute what a group can talk
about and create a comfortable atmosphere that supports progres-
sive development of familiarity, solidarity and closeness [42, 83].

Unfortunately the same designed scaffolding that is intended
to support initial interactions, can also limit the effectiveness of
icebreaking experiences in some cases: predefined conversation-
starters and sequences impede relationship building if some par-
ticipants are forced into conversations they don’t want to have.
Icebreaking experiences attempt to eliminate barriers around what
to talk about by enforcing predefined conversation-starters and
sequences. However, even if participants are interested in the ice-
breaking experience as a whole, they may not be fully informed of
the specific interactions that are to follow— icebreaking experiences
don’t explicitly account for what each participant is willing to talk
about, in a given group and at a certain point in time. As a result
of this, icebreaking experiences can lead to situations where some
participants in a conversation find the the topic uninteresting, irrel-
evant, or even inappropriate [62, 73]. Successful evolution of early
relationships requires self-disclosures accompanied by reciprocal
self-disclosures from others in the interaction [62, 83, 86]. However,
if some participants find the conversation inappropriate or irrele-
vant, it can prevent them from sharing as well as reciprocating the
self-disclosures they receive from others [62]. Additionally, when
participants in an interaction fear that others might be uninterested
and may not reciprocate their self-disclosures, they may choose
not to participate themselves.

Because they risk placing participants in conversations they
find uncomfortable, designed icebreaker experiences—despite their
benefits—can occasionally fail at their goal of relationship building.
Prior work has argued for icebreaker experiences that are not over-
prescriptive and that allow participants to appropriate and avoid
interactions [64, 73]. Nooks takes this complementary approach by
instead allowing individuals to define for themselves what they
want to talk about with new acquaintances.

6.3 Designing and communicating new
organizational routines

Systems for groups (groupware), invariably attempt to alter group
practices and as a result, face resistance. Prior work has system-
atized factors that influence the acceptance of groupware, recogniz-
ing that the success of groupware is sensitive to how it is introduced
in groups and how it challenges their current practices [26, 39].
Most of this work emphasizes strategies to shape practices that are
enacted individually— they attempt to help each individual adapt
to a new tool. Similar to most groupware, finding contextually
appropriate strategies to communicate new individual practices
are critical to the successful deployment of Nooks. However, Nooks
requires acceptance along an additional dimension: it also attempts
to introduce a repetitive and collectively enacted practice. Because
Nooks is a small scale social computing system, we enforced a time-
driven schedule as a way to lower interruption costs in pushing
the sparse interaction opportunities to users [1]: incubating nooks
were made available at 4pm and nooks were activated at 12pm.
For Nooks to be effective, it required users across the workplace
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to adapt to a new collective practice—all users needed to express
their interest in incubating nooks between 4pm and 12pm. This
introduced a new routine in the workplace—it required groups as a
whole to enact repetitive and interdependent actions [34]. While
the specific routine may vary, any tool that attempts to orches-
trate periodic interactions within a group, has to also design and
communicate a new organizational routine. To increase the accep-
tance of a new routine, we made decisions about when to activate
nooks and when to notify users about incubating nooks based on
early observations about distributions of users’ work days. These
decisions can be highly context specific. Further, the groups that
Nooks was tested and deployed in, all involved individuals in the
same timezone. If teams are distributed across timezones, and as
a result workdays diverge significantly, introducing a similar rou-
tine can be challenging because there may be no ‘right’ decisions.
We communicated the new routine by highlighting it in the sem-
inar. Additionally, we injected the system with predefined nooks
as a way to facilitate familiarization with the new routine even
if users were not contributing nooks themselves. In many ways,
our approaches to communicating the new routine extend strate-
gies devised earlier in the context of groupware, specifically the
use of educational material and training [26], to the new task of
communicating routines.

6.4 Would Nooks improve organizational
effectiveness?

Nooks was aimed at supporting social relationships at work, which
is known to improve many conditions—such as motivation [44],
resilience [25], and learning [50]—under which organizations are
effective. Our deployment study suggests Nooks has the potential to
support relationship building at work and therefore, could improve
organizational effectiveness. However, it might seem that Nooks,
much like email, IM, and other communication technologies, also
has the potential to undermine organizational effectiveness if it
leads to excessive interruptions that are disruptive and cause loss of
focus. Would Nooks actually improve organizational effectiveness?
We can’t conclusively answer this question, as we did not measure
the impact of Nooks on metrics of organizational effectiveness, such
as productivity and focus. This was in part because it is challenging
to reliably measure stable changes to organizational effectiveness
in a 9 week deployment study, as there is often a time lag between
organizational change and realization of impacts [19, 61]. A long-
term deployment might be more apt to measure impacts of Nooks
on organizational effectiveness.

Even though our current study did not generate evidence about
the effects of Nooks on measures of effectiveness (such as produc-
tivity or focus), we believe the potential negative impacts of Nooks
on organizational effectiveness, are limited for three reasons. First,
by incubating nooks in batches, the design of Nooks attempts to
minimize interruptions by batching notifications—a strategy that
can limit the harms of information interruptions on workplace pro-
ductivity [56]. Second, Nooks recognizes that patterns of attention
and focus may vary throughout a day and across individuals [41, 55]
and so, instead of identifying opportune moments to orchestrate
synchronous conversations, Nooks supports asynchronous conver-
sations that individuals can participate in whenever they experience

a lull during the day, lowering disruption to their other work. Fi-
nally, evidence suggests that people adapt to new technologies
and sources of distraction at work, without the need to eliminate
them [55, 74, 90]. Over time, individuals learn to self-regulate their
practices [74] and technology use [49] to maintain face-to-face and
technological distractions at their desired level. Because, Nooks
does not force use in any way and allows individuals to use it to
the extent they desire, individuals can adapt their use of Nooks over
time so that its negative impacts on their work are low.

6.5 Future work
6.5.1 Matching peers over interests as a way to promote heterophilous
interactions at work. Social interactions are often driven by ho-
mophily; people tend to gravitate towards others within their de-
mographic groups. At work, for instance, people are more likely to
seek others of similar ethnicity and gender [4]. This can often cause
exclusion in the workplace, leaving minorities feeling even more
isolated in the workplace [46]. Nooks demonstrates the promise of
revealing shared interests in online spaces as a way to promote
inclusive conversations by making group boundaries less salient.
By shifting focus away from who is part of the conversation and
towards what unites them, Nooks has the potential to support work-
place interactions between demographically dissimilar individuals.
Orchestrating interactions between demographically diverse indi-
viduals is especially useful when they are new to the organization
because it is these early interactions within an organization that
lead to homophilic networks to begin with [46]. Future work can
explore the design of tools that build on Nooks and have partic-
ularly powerful benefits for fostering peer relationships among
demographically diverse individuals at work.

6.5.2 Facilitating socialization among newcomers and ‘insiders’.
Nooks was effective at promoting initial interactions at work but
only among those that were looking for new connections. As a
result, Nooks may fall short when it comes to forging connections
between newcomers and ‘insiders’ in an organization. However,
it may be possible to motivate use by insiders and forge relation-
ships between newcomers and insiders through: (1) organizational
communication campaigns; and (2) intentionally crafted practices.
Informed by prior work, we present some approaches along both
of these dimensions that may increase participation from insiders,
and that we hope to explore further:

(1) Designing communication campaigns that motivate use by
insiders: Communication strategies can be effective at clarify-
ing the purpose of workplace technologies, updating employ-
ees’ beliefs, and motivating use [9, 52]. Prior work has em-
phasized the importance of leadership buy-in for acceptance
of social technologies at work [9, 21, 49] and so, organization-
wide communication campaigns that make endorsement by
leadership visible to the employees can increase acceptance
and use of social technologies among insiders. When benefits
are unevenly distributed—benefits to newcomers are larger
than benefits to insiders—drawing attention to the collective
benefits can also motivate all users [39]. To motivate insiders
to use Nooks, communication campaigns can emphasize how
Nooks can benefit the organization as a whole by facilitating
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denser interactions in the workplace community, and paving
the way for knowledge sharing and collaboration.

(2) Crafting practices that routinely engage insiders: Another ap-
proach to increase participation from insiders is introducing
new organization-wide practices that routinely draw insid-
ers to Nooks. Crafted practices, and especially those that are
playful, can be powerful for overcoming inertia and driving
use of social technologies in the workplace [49]. To promote
use of its enterprise social network (ESN), IBM implemented
a ‘go viral’ campaign which included a weekly playful ac-
tivity [49]. This stimulated ESN use because employees, in
addition to enjoying participation, were also keen to involve
their co-workers [49]. Similarly, one way to increase accep-
tance and use among insiders could be to designate Nooks
as the default space to host conversations about co-occuring
community-wide events or experiences [17] (e.g. a guest talk
or a hackathon). Making it a venue for such conversations
can attract older employees to Nooks who may be interested
in talking about community experiences. In this case, even
if forming new connections is not insiders’ primary motive
to interact, interactions about community experiences can
promote feelings of connectedness and create opportunities
for newcomers to connect with insiders. As another practice,
the application could nudge the few insiders that already
interact within nooks, to pull their close connections who
are inactive within nooks, into conversations that might be
of interest to them. Insiders would be more familiar with the
interests of their close connections and might be better able
to identify when they might appreciate being included.

These dimensions are complementary and often interdependent.
For example, a communication campaign that encourages insiders
to include their inactive colleagues in nooks, could help the practice
gain momentum. Finally, to design solutions that are aligned with
organizational values and that organizations are willing to deploy
in practice, future work can involve relevant organizational stake-
holders, adopting co-design [76] and value-sensitive design [97]
approaches to imagine solutions along both dimensions.

6.5.3 Scope for personalization. In our current implementation of
Nooks, incubating nooks are ordered by the time at which they
are created. Instead, if we incorporate a model of a user’s inter-
ests, we can rank the incubating nooks so that the most relevant
incubating nooks are shown to the user first. Users’ expression of
interest and non-interest in nooks can provide a feedback signal to
update models of user preferences. More generally, future work can
explore how a recommendation system, driven by a model of user
preferences, can lower the effort of identifying interesting nooks
in an incubating batch. This might be particularly beneficial as the
size of the workplace and the number of nooks scale.

7 CONCLUSION
In this paper, we introduceNooks, an online tool to support initial in-
teractions in the workplace by enabling individuals to discover and
interact with others they share common interests with, while low-
ering risks of social evaluation. By convening conversations over
shared interests, on an ongoing basis, Nooks supports relationship

building in the workplace. A nine-week field deployment demon-
strated that Nooks can catalyze new conversations both online and
offline, and provide an ambient awareness of others’ interests and
desires for socialization. Additionally, participants personalized
their use of Nooks to meet their own needs. Based on our findings
and our experience developing and deploying Nooks, we discussed
challenges and future directions for the design of workplace social-
ization tools.

ACKNOWLEDGMENTS
We are grateful to Laura Dabbish and Diana Rotondo for their
support in deploying Nooks with the REU program at the Human-
Computer Interaction Institute, Carnegie Mellon University, and
the many students in the REU program who used Nooks to connect
with their peers. We would also like to thank Kimi Wenzel, Yasmine
Kotturi, and Julia Cambre for their feedback on earlier drafts of this
paper. This work was supported by the Office of Naval Research
but this article solely reflects the opinions and conclusions of the
authors and not our funder.

REFERENCES
[1] 2012. Starting New Online Communities. In Building Successful Online

Communities: Evidence-Based Social Design. The MIT Press. https://doi.
org/10.7551/mitpress/8472.003.0007 arXiv:https://direct.mit.edu/book/chapter-
pdf/194379/9780262298315_caf.pdf

[2] Dinislam Abdulgalimov, Reuben Kirkham, James Nicholson, Vasilis Vlachokyri-
akos, Pam Briggs, and Patrick Olivier. 2020. Designing for employee voice. In
Proceedings of the 2020 CHI Conference on Human Factors in Computing Systems.
1–13.

[3] Linda Argote and Paul Ingram. 2000. Knowledge transfer: A basis for competitive
advantage in firms. Organizational behavior and human decision processes 82, 1
(2000), 150–169.

[4] Samuel B Bacharach, Peter A Bamberger, and Dana Vashdi. 2005. Diversity and
homophily at work: Supportive relations among white and African-American
peers. Academy of Management Journal 48, 4 (2005), 619–644.

[5] Robert A Baron. 1996. Interpersonal relations in organizations. Individual
differences and behavior in organizations (1996), 334–370.

[6] Lindsey A Beck and Margaret S Clark. 2010. Looking a gift horse in the mouth as
a defense against increasing intimacy. Journal of Experimental Social Psychology
46, 4 (2010), 676–679.

[7] Victoria Bellotti and Abigail Sellen. 1993. Design for privacy in ubiquitous
computing environments. In Proceedings of the Third European Conference on
Computer-Supported Cooperative Work 13–17 September 1993, Milan, Italy EC-
SCW’93. Springer, 77–92.

[8] Michael S Bernstein, Adam Marcus, David R Karger, and Robert C Miller. 2010.
Enhancing directed content sharing on the web. In Proceedings of the SIGCHI
Conference on Human Factors in Computing Systems. 971–980.

[9] Mohd Heikal bin Husin and Paula MC Swatman. 2010. Removing the barriers to
Enterprise 2.0. In 2010 IEEE international symposium on technology and society.
IEEE, 275–283.

[10] Sara A Bly, Steve R Harrison, and Susan Irwin. 1993. Media spaces: bringing
people together in a video, audio, and computing environment. Commun. ACM
36, 1 (1993), 28–46.

[11] Erica J Boothby, Gus Cooney, Gillian M Sandstrom, and Margaret S Clark. 2018.
The liking gap in conversations: Do people like us more than we think? Psycho-
logical science 29, 11 (2018), 1742–1756.

[12] Virginia Braun and Victoria Clarke. 2006. Using thematic analysis in psychology.
Qualitative research in psychology 3, 2 (2006), 77–101.

[13] Jonathan J Cadiz, Gina Venolia, Gavin Jancke, and Anoop Gupta. 2002. Designing
and deploying an information awareness interface. In Proceedings of the 2002
ACM conference on Computer supported cooperative work. 314–323.

[14] Justin Cheng and Michael Bernstein. 2014. Catalyst: triggering collective action
with thresholds. In Proceedings of the 17th ACM conference on Computer supported
cooperative work & social computing. 1211–1221.

[15] Dominique T Chlup and Tracy E Collins. 2010. Breaking the ice: using ice-
breakers and re-energizers with adult learners. Adult Learning 21, 3-4 (2010),
34–39.

[16] Herbert H Clark and Keith Brown. 2006. Context and common ground. Concise
Encyclopedia of Philosophy of Language and Linguistics (2006) (2006), 85–87.

https://doi.org/10.7551/mitpress/8472.003.0007
https://doi.org/10.7551/mitpress/8472.003.0007
https://arxiv.org/abs/https://direct.mit.edu/book/chapter-pdf/194379/9780262298315_caf.pdf
https://arxiv.org/abs/https://direct.mit.edu/book/chapter-pdf/194379/9780262298315_caf.pdf


Nooks: Social Spaces to Lower Hesitations in Interacting with New People at Work CHI ’23, April 23–28, 2023, Hamburg, Germany

[17] Nina Cong, Kevin Cheng, Haoqi Zhang, and Ryan Louie. 2021. Collective Narra-
tive: Scaffolding Community Storytelling through Context-Awareness. In Com-
panion Publication of the 2021 Conference on Computer Supported Cooperative
Work and Social Computing. 40–43.

[18] Alan Cook, John D Cook, Susan J Hepworth, Toby D Wall, and Peter B Warr.
1981. The experience of work: A compendium and review of 249 measures and their
use. London; New York: Academic Press.

[19] Michael J Davern and Robert J Kauffman. 2000. Discovering potential and real-
izing value from information technology investments. Journal of Management
Information Systems 16, 4 (2000), 121–143.

[20] Ansgar E Depping, Regan L Mandryk, Colby Johanson, Jason T Bowey, and
Shelby C Thomson. 2016. Trust me: social games are better than social icebreakers
at building trust. In Proceedings of the 2016 Annual Symposium on Computer-
Human Interaction in Play. 116–129.

[21] Joan DiMicco, David RMillen,Werner Geyer, Casey Dugan, Beth Brownholtz, and
Michael Muller. 2008. Motivations for social networking at work. In Proceedings
of the 2008 ACM conference on Computer supported cooperative work. 711–720.

[22] Paul Dourish and Victoria Bellotti. 1992. Awareness and coordination in shared
workspaces. In Proceedings of the 1992 ACM conference on Computer-supported
cooperative work. 107–114.

[23] Paul Dourish and Sara Bly. 1992. Portholes: Supporting awareness in a dis-
tributed work group. In Proceedings of the SIGCHI conference on Human factors in
computing systems. 541–547.

[24] Elizabeth W Dunn and Iris Lok. 2022. Can Sociability be Increased? In The
Psychology of Sociability. Routledge, 98–115.

[25] Jane E Dutton and Emily D Heaphy. 2003. The power of high-quality connections.
Positive organizational scholarship: Foundations of a new discipline 3 (2003), 263–
278.

[26] Susan F Ehrlich. 1987. Strategies for encouraging successful adoption of office
communication systems. ACM Transactions on Information Systems (TOIS) 5, 4
(1987), 340–357.

[27] Naomi I Eisenberger, Matthew D Lieberman, and Kipling D Williams. 2003. Does
rejection hurt? An fMRI study of social exclusion. Science 302, 5643 (2003),
290–292.

[28] Achim Elfering, Norbert K Semmer, Volker Schade, Sven Grund, and Norbert
Boos. 2002. Supportive colleague, unsupportive supervisor: the role of provider-
specific constellations of social support at work in the development of low back
pain. Journal of occupational health psychology 7, 2 (2002), 130.

[29] Nicholas Epley and Juliana Schroeder. 2014. Mistakenly seeking solitude. Journal
of Experimental Psychology: General 143, 5 (2014), 1980.

[30] Thomas Erickson, David N Smith, Wendy A Kellogg, Mark Laff, John T Richards,
and Erin Bradner. 1999. Socially translucent systems: social proxies, persistent
conversation, and the design of “babble”. In Proceedings of the SIGCHI conference
on Human Factors in Computing Systems. 72–79.

[31] William M Evan. 1963. Peer-group interaction and organizational socialization: A
study of employee turnover. American Sociological Review 28, 3 (1963), 436–440.

[32] Geraldine Fitzpatrick, Tim Mansfield, Simon Kaplan, David Arnold, Ted Phelps,
and Bill Segall. 1999. Augmenting the workaday world with Elvin. In ECSCW’99.
Springer, 431–450.

[33] Jennifer M George and Kenneth Bettenhausen. 1990. Understanding prosocial
behavior, sales performance, and turnover: A group-level analysis in a service
context. Journal of applied psychology 75, 6 (1990), 698.

[34] Connie JG Gersick and J Richard Hackman. 1990. Habitual routines in task-
performing groups. Organizational behavior and human decision processes 47, 1
(1990), 65–97.

[35] Erving Goffman. 1967. Interaction ritual: Essays on face-to-face interaction.
(1967).

[36] Erving Goffman. 2008. Behavior in public places. Simon and Schuster.
[37] George O Goodman and Mark J Abel. 1986. Collaboration research in SCL. In

Proceedings of the 1986 ACM conference on Computer-supported cooperative work.
246–251.

[38] Saul Greenberg and Michael Rounding. 2001. The notification collage: posting in-
formation to public and personal displays. In Proceedings of the SIGCHI conference
on Human factors in computing systems. 514–521.

[39] Jonathan Grudin. 1994. Groupware and social dynamics: Eight challenges for
developers. Commun. ACM 37, 1 (1994), 92–105.

[40] Luke Hespanhol, Martin Tomitsch, Oliver Bown, and Miriama Young. 2014. Using
embodied audio-visual interaction to promote social encounters around large
media façades. In Proceedings of the 2014 conference on Designing interactive
systems. 945–954.

[41] James M Hudson, Jim Christensen, Wendy A Kellogg, and Thomas Erickson.
2002. " I’d be overwhelmed, but it’s just one more thing to do" availability and
interruption in research management. In Proceedings of the SIGCHI Conference
on Human factors in computing systems. 97–104.

[42] Pradthana Jarusriboonchai, Aris Malapaschas, and Thomas Olsson. 2016. De-
sign and evaluation of a multi-player mobile game for icebreaking activity. In
Proceedings of the 2016 CHI Conference on Human Factors in Computing Systems.
4366–4377.

[43] Robert L Kahn and Philippe Byosiere. 1992. Stress in organizations. (1992).
[44] Ruth Kanfer. 1990. Motivation theory and industrial and organizational psychol-

ogy. Handbook of industrial and organizational psychology 1, 2 (1990), 75–130.
[45] Karrie Karahalios and Judith Donath. 2004. Telemurals: linking remote spaces

with social catalysts. In Proceedings of the SIGCHI conference on Human factors in
computing systems. 615–622.

[46] Fariba Karimi, Mathieu Génois, Claudia Wagner, Philipp Singer, and Markus
Strohmaier. 2018. Homophily influences ranking of minorities in social networks.
Scientific reports 8, 1 (2018), 1–12.

[47] Reuben Kirkham, Sebastian Mellor, David Green, Jiun-Shian Lin, Karim Ladha,
Cassim Ladha, Daniel Jackson, Patrick Olivier, Peter Wright, and Thomas Ploetz.
2013. The break-time barometer: an exploratory system forworkplace break-time
social awareness. In Proceedings of the 2013 ACM International joint conference on
pervasive and ubiquitous computing. 73–82.

[48] Robert Kraut, Carmen Egido, and Jolene Galegher. 1988. Patterns of contact and
communication in scientific research collaboration. In Proceedings of the 1988
ACM conference on Computer-supported cooperative work. 1–12.

[49] Sven Laumer, N Sadat Shami, Michael Muller, and Werner Geyer. 2017. The
challenge of enterprise social networking (non-) use at work: a case study of how
to positively influence employees’ enterprise social networking acceptanc. In
Proceedings of the 2017 ACM conference on computer supported cooperative work
and social computing. 978–994.

[50] Jean Lave and Etienne Wenger. 1991. Situated learning: Legitimate peripheral
participation. Cambridge university press.

[51] Edward J Lawler and Jeongkoo Yoon. 1998. Network structure and emotion in
exchange relations. American sociological review (1998), 871–894.

[52] Robert Louw and Jabu Mtsweni. 2013. Guiding principles for adopting and pro-
moting Enterprise 2.0 collaboration technologies. In 2013 International Conference
on Adaptive Science and Technology. IEEE, 1–6.

[53] Paul Benjamin Lowry, Tom L Roberts, Nicholas C Romano Jr, Paul D Cheney,
and Ross T Hightower. 2006. The impact of group size and social presence on
small-group communication: Does computer-mediated communication make a
difference? Small Group Research 37, 6 (2006), 631–661.

[54] Martin Ludvigsen. 2005. Designing for social use in public places–A conceptual
framework of social interaction. Proceedings of Designing Pleasuable Products and
Interfaces, DPPI 5 (2005), 389–408.

[55] Gloria Mark, Mary Czerwinski, and Shamsi T Iqbal. 2018. Effects of individual
differences in blocking workplace distractions. In Proceedings of the 2018 CHI
Conference on Human Factors in Computing Systems. 1–12.

[56] Gloria Mark, Shamsi T Iqbal, Mary Czerwinski, Paul Johns, Akane Sano, and
Yuliya Lutchyn. 2016. Email duration, batching and self-interruption: Patterns of
email use on productivity and stress. In Proceedings of the 2016 CHI conference on
human factors in computing systems. 1717–1728.

[57] Tam Yeuk-mui May, Marek Korczynski, and Stephen J Frenkel. 2002. Organiza-
tional and occupational commitment: Knowledge workers in large corporations.
Journal of management Studies 39, 6 (2002), 775–801.

[58] J McCarthy. 2002. Using public displays to create conversation opportunities. In
Workshop at CSCW.

[59] Adela McMurray and Don Scott. 2013. Determinants of organisational climate
for academia. Higher Education Research & Development 32, 6 (2013), 960–974.

[60] Stanley Milgram, Leonard Bickman, and Lawrence Berkowitz. 1969. Note on
the drawing power of crowds of different size. Journal of personality and social
psychology 13, 2 (1969), 79.

[61] Donald B Miller. 1977. How to improve the performance and productivity of the
knowledge worker. Organizational Dynamics 5, 3 (1977), 62–80.

[62] Matthew K Miller and Regan L Mandryk. 2021. Meeting with Media: Comparing
Synchronous Media Sharing and Icebreaker Questions in Initial Interactions via
Video Chat. Proceedings of the ACM on Human-Computer Interaction 5, CSCW2
(2021), 1–26.

[63] Robb Mitchell. 2015. Sensing mine, yours, theirs, and ours: interpersonal ubiq-
uitous interactions. In Adjunct Proceedings of the 2015 ACM International Joint
Conference on Pervasive and Ubiquitous Computing and Proceedings of the 2015
ACM International Symposium on Wearable Computers. 933–938.

[64] Robb Mitchell. 2019. Levelling, Nudging, and Easing: Inspirational Design Pat-
terns For Supporting New Encounters. In Proceedings of the 5th International
ACM In-Cooperation HCI and UX Conference. 116–127.

[65] Robb Mitchell and Thomas Olsson. 2019. Facilitating the first move: Explor-
ing inspirational design patterns for aiding initiation of social encounters. In
Proceedings of the 9th International Conference on Communities & Technologies-
Transforming Communities. 283–294.

[66] Christine Musselin. 2007. Are universities specific organisations. Towards a
multiversity (2007), 63–84.

[67] Maaz Nasir, Kelly Lyons, Rock Leung, and Ali Moradian. 2013. Cooperative
games and their effect on group collaboration. In International Conference on
Design Science Research in Information Systems. Springer, 502–510.

[68] Tien T Nguyen, Duyen T Nguyen, Shamsi T Iqbal, and Eyal Ofek. 2015. The
known stranger: Supporting conversations between strangers with personalized
topic suggestions. In Proceedings of the 33rd Annual ACM Conference on Human



CHI ’23, April 23–28, 2023, Hamburg, Germany Shreya Bali, et al.

Factors in Computing Systems. 555–564.
[69] Dennis W Organ. 1997. Organizational citizenship behavior: It’s construct clean-

up time. Human performance 10, 2 (1997), 85–97.
[70] Eric Paulos and Elizabeth Goodman. 2004. The familiar stranger: anxiety, comfort,

and play in public places. In Proceedings of the SIGCHI conference on Human factors
in computing systems. 223–230.

[71] Lydia Plowman, Yvonne Rogers, and Magnus Ramage. 1995. What are work-
place studies for?. In Proceedings of the Fourth European Conference on Computer-
Supported Cooperative Work ECSCW’95. Springer, 309–324.

[72] Raghuram G Rajan and Julie Wulf. 2006. The flattening firm: Evidence from panel
data on the changing nature of corporate hierarchies. The Review of Economics
and Statistics 88, 4 (2006), 759–773.

[73] Yvonne Rogers and Harry Brignull. 2002. Subtle ice-breaking: encouraging
socializing and interaction around a large public display. In Workshop on Public,
Community. and Situated Displays, Vol. 6. Citeseer.

[74] Mark Rouncefield, John A Hughes, Tom Rodden, and Stephen Viller. 1994. Work-
ing with “Constant Interruption” CSCW and the Small Office. In Proceedings of
the 1994 ACM conference on Computer supported cooperative work. 275–286.

[75] Matthew J Salganik, Peter Sheridan Dodds, and Duncan J Watts. 2006. Experi-
mental study of inequality and unpredictability in an artificial cultural market.
science 311, 5762 (2006), 854–856.

[76] Elizabeth B-N Sanders. 2002. From user-centered to participatory design ap-
proaches. In Design and the social sciences. CRC Press, 18–25.

[77] Gillian M Sandstrom and Erica J Boothby. 2021. Why do people avoid talking to
strangers? A mini meta-analysis of predicted fears and actual experiences talking
to a stranger. Self and Identity 20, 1 (2021), 47–71.

[78] Juliana Schroeder, Donald Lyons, and Nicholas Epley. 2022. Hello, stranger?
Pleasant conversations are preceded by concerns about starting one. Journal of
Experimental Psychology: General 151, 5 (2022), 1141.

[79] ThomasW Sileo, Mary Anne Prater, John L Luckner, Barbara Rhine, and Harvey A
Rude. 1998. Strategies to facilitate preservice teachers’ active involvement in
learning. Teacher Education and Special Education 21, 3 (1998), 187–204.

[80] Scott S Snibbe and Hayes S Raffle. 2009. Social immersive media: pursuing best
practices for multi-user interactive camera/projector exhibits. In Proceedings of
the SIGCHI conference on human factors in computing systems. 1447–1456.

[81] Shane Drew Soboroff. 2012. Group size and the trust, cohesion, and commitment
of group members. Ph. D. Dissertation. The University of Iowa.

[82] Paul E Spector. 1997. Job satisfaction: Application, assessment, causes, and conse-
quences. Vol. 3. Sage.

[83] Susan Sprecher, Stanislav Treger, Joshua D Wondra, Nicole Hilaire, and Kevin
Wallpe. 2013. Taking turns: Reciprocal self-disclosure promotes liking in initial
interactions. Journal of Experimental Social Psychology 49, 5 (2013), 860–866.

[84] Lucy A Suchman. 1987. Plans and situated actions: The problem of human-machine
communication. Cambridge university press.

[85] J Svennevig. 1999. Getting Acquainted in Conversation: a study of initial interac-
tions. Philadephia. PA: J. Benjamins Publications (1999).

[86] Jan Svennevig. 2014. Direct and indirect self-presentation in first conversations.
Journal of Language and Social Psychology 33, 3 (2014), 302–327.

[87] D Teferra. 2014. Organized Anarchy’: The Enduring Paradigm of University
Management.

[88] Ambra Trotto and Caroline Hummels. 2013. Engage me, do! Engagement Catal-
ysers to ignite a (design) conversation. In Proceedings of the 6th International
Conference on Designing Pleasurable Products and Interfaces. 136–145.

[89] Franziska Tschan, Norbert K Semmer, and Laurent Inversin. 2004. Work related
and“private”social interactions at work. Social Indicators Research 67, 1 (2004),
145–182.

[90] Jane Webster and Hayes Ho. 1997. Audience engagement in multimedia pre-
sentations. ACM SIGMIS Database: the DATABASE for Advances in Information
Systems 28, 2 (1997), 63–77.

[91] Etienne Wenger. 2000. Key to knowledge Strategy. Knowledge and communities.
Woburn, Butterworth-Heinemann (2000), 3–21.

[92] Alex C Williams, Harmanpreet Kaur, Gloria Mark, Anne Loomis Thompson,
Shamsi T Iqbal, and Jaime Teevan. 2018. Supporting workplace detachment and
reattachment with conversational intelligence. In Proceedings of the 2018 CHI
Conference on Human Factors in Computing Systems. 1–13.

[93] Niels Wouters, John Downs, Mitchell Harrop, Travis Cox, Eduardo Oliveira, Sarah
Webber, Frank Vetere, and Andrew Vande Moere. 2016. Uncovering the honeypot
effect: How audiences engage with public interactive systems. In Proceedings of
the 2016 ACM Conference on Designing Interactive Systems. 5–16.

[94] Susan Yee and Kat S Park. 2005. StudioBRIDGE: using group, location, and
event information to bridge online and offline encounters for co-located learning
groups. In Proceedings of the SIGCHI conference on Human factors in computing
systems. 551–560.

[95] Qiang Alex Zhao and John T Stasko. 2000. What’s happening? the commu-
nity awareness application. In CHI’00 Extended Abstracts on Human Factors in
Computing Systems. 253–254.

[96] Le Zhou, Jin Park, John D Kammeyer-Mueller, Priti Pradhan Shah, and Eliza-
beth M Campbell. 2022. Rookies connected: Interpersonal relationships among

newcomers, newcomer adjustment processes, and socialization outcomes. Journal
of Applied Psychology 107, 3 (2022), 370.

[97] Haiyi Zhu, Bowen Yu, Aaron Halfaker, and Loren Terveen. 2018. Value-sensitive
algorithm design: Method, case study, and lessons. Proceedings of the ACM on
human-computer interaction 2, CSCW (2018), 1–23.


	Abstract
	1 Introduction
	2 Related Work
	2.1 Social relationships at work
	2.2 Barriers to initiating interactions
	2.3 Interaction opportunities created by social awareness systems

	3 Nooks
	3.1 Nook: A building block to lower the risk of social evaluation
	3.2 Example scenario: initiating affinity groups at work
	3.3 System design
	3.4 Implementation
	3.5 Adopting, customizing, and promoting use within a workplace

	4 Deployment Study
	4.1 Participants and Research Setting
	4.2 Procedure
	4.3 Analysis

	5 Findings
	5.1 Nooks provided a sociable online sphere that catalyzed new casual conversations
	5.2 A nook was everyone's responsibility – but occasionally, no one's responsibility
	5.3 Participants' needs for socialization shaped how they used Nooks
	5.4 Nooks provided new awareness about others and created opportunities to interact beyond Nooks
	5.5 Deployment Limitations

	6 Discussion
	6.1 Tensions between supporting initial interactions and supporting interactions with ``insiders''
	6.2 Nooks is complementary to technology-mediated icebreaker experiences
	6.3 Designing and communicating new organizational routines
	6.4 Would Nooks improve organizational effectiveness?
	6.5 Future work

	7 Conclusion
	Acknowledgments
	References

