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Abstract. The importance of social relation has never been as vital as of now, 
in an age of sound bites, aging population and busy work schedule, 
contemplating social behavior has become a rarity. The ‘Structuration’ theory 
[2] elaborates the fact that how much social relation's are important in human 
life. Here we re-define basic concept and category (types) of mobile 
community. A realization of mobile communities through unified UI for mobile 
devices is believed to provide users efficient communication ways while 
satisfying properties of various communities. Such unified UI led to drive an 
adaptive and intuitive user interfaces that depict real-time interaction involving 
multiple parties, contents and activities. Many different scenarios emerge with 
the proposed UI to give a deeper thought and understanding about the role of 
mobile community in everyday life and help promoting user’s communication 
experience. 

Keywords: Mobile Community, Visualizing Social Interaction, Community 
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1   Introduction 

What is fun? The definition could differ, however it generally stands for the activities 
that are enjoyable or amusing. After extensive survey and interview with college 
students who were in their early twenty’s, the authors concluded  that "fun" 
experience is related to many factors which range from achievement, challenge, 
exploration, learning, storytelling, fantasy, immersion, violence, humor, physical 
activity, thrill, aesthetic, self expression, and social interaction. The authors 
constructed an affinity diagram that reflects four fun domains using fifteen fun 
factors, which are as follows: fun related to interaction between people; 
accomplishment from challenge or learning; indirect experience or nostalgia; 
cognitive or affective feeling (Figure 1). 

In this paper, "fun" is more related to new experiences through proactive activities 
like self expression and meeting new people rather than playing game or shopping 
alone. Such experience is similar to features of a social network. A social network is 
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described as a structure made of individual or social connections. It indicates the ways 
in which they are connected through various social familiarities ranging from casual 
acquaintance to close familial bonds. The term was first coined in 1954 by J.A. 
Barnes [3]. Our concept related to social network includes not only relations with 
existing relations such as friends and colleagues but utilizes new ties between people 
through casual meeting. A social relation generally depicts dynamic interactions 
across human communities in belonging society and implies personal participation in 
that society. Such definition, recently, expands to online community in internet era 
and is embodied in cyber space. Blogs, online café, and mini homepages such as 
myspace, second life, and cyworld are representatives of community in virtual space. 
They generally provide a history of communication in community and relationships 
among members who have same interests.  Recently services such as - chatting or 
online meeting/dating are one of main drivers to mobile business. For example, 
ImaHima-IM service in Japan, Time2Flirt in England, mobile community service 
Upoc in United States recently release a free SMS Flirt service. However the 
aforementioned services are generally served using central server or though web 
technology such as IMS / RSS / DCD, regardless of user’s context. And looking 
through mobile perspective none of them serves personalized or intelligent services 
matching user’s context to construct community. Considering the limitation of the 
existing community services, the community in the present study expands to 
conceptual definition: a group of people who has same goal. In turn, friends or a 
family relation itself is a goal, the reasons of existence has nothing to do with gaining 
some benefits. On the other hand, a group who has same interests has different 
reasons to exist: their goal may be achieving fun /entertainment. In addition, there are 
group of people for wish to efficiently and expect better service due to the supply and 
demand policy. 

 

Fig. 1. Fun factors and affinity diagram  

The relations and entertainment communities have more sociable features as 
compared to the group of people for service or works. On the other hands, service or 
entertainment group people may be considered as more dynamic and possess flexible 
features than works and relations communities: once goal within their communities is 
fulfilled, the community disappears – it is temporary. If then, what features are 
important to construct a community if it is real matter to human life? This question is 
a ground point for our present study. "Seamless communication" environment 
between community members is defined as main purpose for the question. How do 



 Media Sharing and Collaboration Within Mobile Community 139 

we define seamless communication? It simply implies the implicit and intuitive 
interaction methods to effectively communicate between members. Detail functional 
explanation of different types of communities will be provided in concept 
development section. Mobile community in the present study has three distinguished 
features compared to other online or offline community: goal, context, and temporal. 
A communication is likely to happen when people have problem given context and 
they wants to solve it, that setup a personal goal. Such a problem very rely on the 
individual context including location, emotion, and activity. However, such that goal 
or context is not static, but very temporal since the individual problem always 
changes given their dynamic contextual feature.   

Goal, Context, and Time are the distinguished features that construct a mobile 
community and their scope not only covers human-to-human relations but also 
device-to-device and device-to-human. Briefly, the community in the present study 
realized through an individual perspective. Namely, individual plays each role across 
four types of communities. A particular role is temporarily accepted due to the 
individual’s goal or exists permanently through genetic or social relations. The 
present study believe that designing community concept by utilizing tree structure has 
a limitation since such that user interface and interaction has been developed owing to 
new technology development such as SMS , MMS, mobile TV that makes phone 
menu / structure disordered.  It is generally believed that poor information 
architecture and low usability on device makes people hard to find a specific function 
and makes user frustrated. Furthermore, recent trends including sharing and 
collaboration may not be integrated well with previous functions on mobile device. 
One of contributions in the present study is developing new mobile community UI 
that accompanies user’s needs related to simple and intuitive features. Based on the 
relations and socio-fun communities, the present study developed four scenarios. The 
purpose of scenarios in the present study is to present concept proof and verify 
feasibility of the conceptual User Interface regarding user’s interaction. The reason 
that the present study initially concentrated on such communities is people spend their 
life for fun, family and future: current trends reports that people spend most of 
resources for their family, fun, future. Such mega trends make us to facilitate 
communication within community by inventing new mobile community platform and 
applications. 

2   Concept Development  

2.1   Personalization and Socialization 

In today’s moment of time the life of an individual involves a set of interactions, these 
interactions are part of the individual’s daily life. An individual possess its own 
personal identity, likes or dislikes and personality. Since the human evolution the 
interactions of the users have also evolved into something more in terms of 
communicating his/her opinion. Thus the concept of ‘personalization’ has emerged in 
which the user may change the way things work or function reflecting owners’ 
personality. In this day and age of technological advancement various technologies 
assist user in a very personalized way. Various facilities are available to the user 
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which allows users to document their daily life; daily calendar, events, pictures, 
music, video and share or consume the same in various social context.  

Also today an individual is part of far larger population than before and its 
involvement in the number of communities is determined by its participation, wherein 
an individual has to perform many roles, as a friend, a family member at home, a 
colleague at office or its relationship with external entities. These roles or personas 
are now not limited to the basic role and interaction but are also being advanced with 
the technology. Nowadays a user can remain connected with various communities, 
which could be part of his workplace, friend circle, family and common interest etc 
all this could be achieved with the help of single mobile device. Mobile ‘Life Diary’ 
[1] is such an application developed for caching the life of the user on the Mobile 
device. The embedded application automatically collect, arrange and store users 
moments during his day, for example: - call logs, payments, schedules, entertainment 
etc and by analysis of which user personal preferences could be evaluated and could 
be acted upon. The ‘Life Diary’ user interface, which includes layout, interaction, and 
intuitiveness, is designed cautiously so as to enhance users experience and social 
interaction in a tangible way. 

2.2   Mobile Community: The Conceptual Model 

The above mentioned background and motivational keywords led us to the proposal 
and formation of a holistic conceptual model of Mobile community as shown in the 
diagram below. The social interaction of the individual is divided into four quadrants 
keeping user/individual/peer at the center. The social interaction is divided into four 
quadrants and are termed as ‘Relations’, ‘Office’, ‘Service’ and ‘Entertainment’ and 
each quadrant has an associative property of being efficient, social, static or dynamic.  

The terminology of the different type of social interactions is derived from three 
main keyword’s i.e. ‘Goal’ ‘Content’ and ‘User’.  These keywords also encouraged to 
develop conceptual User Interfaces (UI), which are described in detail design section. 
The keyword ‘Goal’ drives the interaction between various entities in life of the 
‘User’ for example the goal of the individual could be to build a relationship with 
other community members, within family members, office workers, with 
entertainment services and service providers. Focusing on the first quadrant we 
realize that the social interaction is mainly based on the relationship of user with other 
members of the community. The members could include friends, relatives etc. The 
first quadrant possesses properties ‘Static’ and ‘Social’. The reason behind this would 
be as the relationship between individuals needs to be strong and steady so as to 
improve the social ties between individuals. Also the property ‘Social’ refers to a 
common shared goal of the community and the way the people behave and interact in 
groups. The second social interaction quadrant is ‘Colleagues/Co-workers’. This 
quadrant plays important part in user’s life as recently people spend a great amount of 
time at workplace, forming communities at workplace is imperative nowadays. This 
quadrant possesses one different property from previous quadrant i.e. ‘Effectiveness’, 
while keeping the property ‘Static’ same. The requirements of community within the 
workplace differs from that of ‘Relations’ as the workplace /office environment 
demands more effective and clear communication between colleagues for example a 
user could be member of technical club where the interaction could be professional, 
comprehensive and demanding, this requires more efficient dealings within group 
members. 
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            Life diary main view    Social network view      Detail view (SMS)   

Fig. 2. Life Diary 

 

Fig. 3. Mobile Community Conceptual Model  

 

Fig. 4. Next generation communication  

The last two quadrants of social interaction enjoy ‘Dynamic’ property by virtue of 
the activities within the community and its external environment. The ‘Service’ 
quadrant implies the interaction of user with varied services provided by service 
provider and the communities formed around those services. The property ‘Dynamic’ 
in this quadrant stands for the wide-variety of applications provided by various 
service providers for example on-line education where the user registers for some 
course and becomes a part of the specific educational community. Also, health 
services are important part of daily lives, which can range from personal medical 
prescription services to identifying diseases etc, the options are unlimited. The user in 
such cases could form communities around a specific topic like disease prevention 
and collaborate and contribute to the same. The ‘Effectiveness’ property in this 
quadrant plays significant role as the information gathering and data analysis in 
‘Services’ interaction should be accurate and to the point. The last and most socially 
interactive quadrant is ‘Entertainment’. The entertainment sector has seen a major 
growth since last few years due to he explosion of various Multimedia 
devices/services, it promises plenty of opportunity for social interaction among users. 
What make this quadrant ‘Dynamic’ is the prompt formations of communities based 
on some common interest or trend and disappearance of the community after the 
event. For example the introduction of a new PC game initially would attract lot users 
worldwide; the users with same interest would form communities/chat rooms etc for 
the same. Introduction of another game would leave the previous trend at the back but 
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same people could form new communities based on new trend. The property ‘Social’ 
for this quadrant serves the same role as for Relations quadrant i.e. shared goal and 
topic of same interest permit dynamic social interactions among individuals and 
communities. 

2.3   Next Generation Communication  

As the networking technologies have evolved through time so as the ways of an 
individual to get networked with other users which expand human to human 
communication experience/scope. After we defined the concept and categories of 
mobile community, idea grouping was conducted given human to human 
communication scope. The Fig2 below shows vibrant structure of mobile community 
which can be broadly classified into three type’s of communication mode: one-to-one, 
one-to-many and many-to-many. These three communication modes are developed 
around two main keywords personal expression and Socialization. The idea originated 
from the fact that in a real world the individual is responsible for expressing his 
personal views on day-to day events, which are not limited to the person itself but to a 
part of larger community. Here the concept of socialization comes into play where the 
individual becomes aware of the society and learn how he/she is expected act and 
communicate in many ways within the community. 

The first manner of communication within the community would be one-to-one 
which include interactions between two individual entities. The communication could 
be a direct face-to-face or through a mediating device such as mobile phone. Such 
devices have strong influence on the social behavior and consequences of the 
communicating parties. Such that communication is elaborated with two main 
domains: self expression and location based service. Ideas regarding self expression 
included expressing moods, communication with avatar, message with history, and 
status sharing. The second manner of interaction includes communication from 
individual to several other individuals which themselves could be a community. This 
type of interaction is stated as one-to-many. The mobile device being the go-between 
the parties here as well facilitates the individual goal of corresponding with larger 
audience. Many use cases can be result from such interaction for example: push to 
talk, 1:N payment, network game, rating, voting, location based messaging service etc 
are all involved in one to many communication type at idea brainstorming process. 
The last manner of interaction i.e. many-to-many includes both of the above 
mentioned communication way’s.  It consists of interactions between larger group of 
individuals or communities and can span many demographics especially size, culture, 
networks etc. Many varied models of correspondence can arise from this dynamic 
interaction. Multimedia sharing, booking, schedule sharing, collaborated storytelling, 
network game, large screen, orchestra phone, etc are generated.  

The above explained community dynamics helped us to realize three main 
‘activities’ within the mobile community: Sharing, connecting and collaborating. 
These basic activities formed the basis of our concept generation process and helped 
us in creating strong functional use cases and intuitive user interfaces. 
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3   Detail Design 

The three community activities introduced above i.e. Sharing, connecting and 
collaborating forms the topic of discussion in this section. The basic activity of 
‘Sharing’ starts of with sharing something with other person, and then you have it, 
use it or occupy it. The concept is not just limited to physical objects but is also 
extended to user experience with someone; in that case both the entities involved 
share the same experience because you are together at the same time. In the digital 
world this can be translated to communication activity, which is executed within a 
circle of friends, office colleagues etc. There exist many technologies in today’s 
world to share objects and an experience, for example Location based services (LBS) 
allows us to share our position in a city or a locality to my friend or family. User may 
well be sharing his status during a particular event such as in a meeting; ‘Connected 
Planet’ a project carried out at Philips Design Research illustrates such a concept. A 
user might also share media objects like mp3, Video, Photo files etc to full fill his 
desire for ‘Sharing’ within the community. 

The term connecting ‘Connecting’ may also be referred to as ‘involvement’, or as 
two things joined together. During this activity there a subtle relationship is 
established between the two participating entities. The connection could be one way 
or mutual, but in both cases both are benefited. The concept revolves within 
community members which could be friends, family etc as above. Some of the 
examples could be narrated for this activity as putting out personal experience about 
an event with the community members. As per the factual means of communicating, it 
can be relayed with the help of a mobile device with specialized application for the 
same. The method and device involved for this activity may diverge and could be user 
specific. 

The final activity ‘Collaboration’ forms the important aspect of the community. 
The group effort or teamwork in the current time and in the pas has played a vital role 
for the survival of mankind. In short it could be described as the act of working 
together to produce a piece of work with a common goal. The activity may be 
achieved within the same period of time and duration or a long period of time. And 
the result of collaboration can be shared and owned by the all the people involved in 
the ‘Collaboration’ activity. An existent example could be a birthday card signed and 
decorated by family members for their elder, thereby every member of the community 
(family) collaborate to reach a certain goal i.e. to forward their well wishes to a 
particular member of the family. The tool utilized could be paper card or an e-card, 
sent through post or directly on the mobile phone, irrespective of the communication 
the cooperation of the members result in well defined social activity. 

3.1   Mobile Community: User Interface Design 

The focus of our user interface design and scenario development has been 
concentrated around three important factors; people, contents and goal. The Figure 5 
demonstrates user interface designs that are centered on these factors.  
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During our research on the topic of mobile community 
and especially ‘socialization’ we realized that any 
activity/event has a common goal to achieve, which is 
initiated by the people involved and the goal could be 
or in most of the cases involves some content sharing, 
creation etc. In the above example a ‘voting’ 
application in executed from the suite of various 
mobile community applications followed by selection 
of people which are involved and finally the contents 
of the voting are typed/entered. In the above right 

diagram the focal factor can be modified effectively to reflect the user’s preference 
for any of the three factors and is not fixed. The second diagram shows media content 
as the initiation point which could then be shared with the other users of interest. 

 

Fig. 6. Mobile community scenarios 

3.2   Mobile Community: Scenario Development 

The above figures depict four different scenarios wherein both the concept of ‘personal 
expression’ and ‘socialization’ are utilized to achieve the final common goal. The 
scenarios fall into the category of ‘Relations’ and ‘Entertainment’ quadrant from the 
Figure 1 and possess the properties of being static and dynamic to social. In those 
community scenarios, a total of seven features / functions are proposed as one 
application: voting, video collage, rolling paper, schedule sharing, mobile DJ, personal 
broadcasting, emotional message. Such seven applications share and reuse user’s 

communication information. In turn, 
a log regarding communication 
utilized in voting application is 
reused and shared in predefined any 
other application such as schedule 
sharing or video collage. The 
interaction feasibility and concept is 
justified through scenarios and 
concept UI is willing to be 
elaborated with additional features 
including call, SMS, contact.  

Fig. 5. Mobile Community 
User Interface Wireframe  

Fig. 7. Mobile community platform architecture 
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4   Technology 

A technology vision for mobile community has three key components: mobile 
service, network and hardware, and service software. Mobile phone is not only device 
for voice communication, but point of access for seamless and pervasive service. 
Such services include tribalism, ad-hoc social network, and goal oriented interaction. 
A network & hardware aspect has technological business model and roadmap which 
enables to connect heterogeneous devices (phone to PC or IPTV). A software as a 
service means a service platform that implements future user scenario.  For such 
technology vision, a service middleware platform exists between previous mobile 
device service and network layer which reduces the dependency of hardware and 
network and enables to connect and reuse services. Figure 8 explains the role of 
mobile devices, local server, and server of Network service provider.  

 

Fig. 8. Mobile Community application architecture 

Figure 8 explains the communication ways across community, non community, 
and non telecommunication devices. The present study utilizes JVM (J2ME) to 
execute community service between non community devices such as previous 
versions of standard phone, which have java phone platform. It executes java class 
file type task. On the other hand, community service is possibly operated by net 
phone platform at non telecommunication network device including PC / PDA.  

5   Conclusion and Future Work 

5.1   Virtual Anthropology/Being 

In previous chapter, we introduced two projects “life diary” and “community”. If a 
life diary reflects personal identity and expression by automatically generated diary in 
phone, on the other hand, mobile community deals with the group identity or social 
interaction- the ways individuals effectively communicate to conserve and support 
their communities. Next step (future work) of diary and community is to propose new 
virtual anthropology given web 2.0 trends. The term refers to nothing but the 
increasing popularity of the virtual identity of the human beings. One of good 
examples is ‘Second life’ of Linden Labs. Companies and individuals around the 
world have discovered this powerful representation for expressing themselves and 
create business in and around the same. The ‘Second life’ can represent the 
personality as the real being and can get involved in the social interactions as well. 
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Even if we are ongoing to develop a concept for virtual anthropology, but it may 
reflect personal and social aspects, which get individuals have personal portal – 
individuals may have not only their history and private information as personal 
presence, but social interaction through sharing or collaboration with someone who 
has same goal as well. In addition, identity/profile provided from diary and 
community and common sensing computing capability on web intelligently collect 
information on the web which provides users benefits. By constructing virtual space, 
users may interact or meet with not only friends and family but people who has same 
goal – virtual serendipity.  

5.2   Discussion: Improving Ease of Use and User Community Experience 

How could we improve user experience (UX)? – The improvement of UX is not always 
adjusted by new technology or features like mobile TV service. For example, recent hot 
technology - wibro, dmb, wimax- enabling seamless mobility driven use case 
(scenarios) seems affluence, but those are very technology centric, which become being 
exclusion by end users and limitations of business model. Because such that stories did 
not provide users the essential reasons that they have to use. From those lessons, at the 
mean time, a project “mobile community” provides effective interfaces between human 
and computer (mobile device), which makes better usability. The present study names 
community UI for conceptual UI, which divide two separate view point: readability and 

execution. Such introducing revolutionary 
community UI is believed to give user better 
interaction experience than previous UI for 
communication. In mobile community, 
humans become the social entities and 
mobile device is utilized as digital 
technology that drives new value to end 
users and business model within social 
context. Figure 9 explains how new value is 
created (adopted from Beyond UI, Kim 
Jinwoo)  
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