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® Mobile ethnography (“go-alongs”).
® (Observations of mobility systems.

(Boase & Humphreys, 2018; Boase, 2020; Biischer, Biisher & Urry, 2009; Merriman, 2014)



® Spatial analysis (maps/GPS)
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(Boase & Humphreys, 2018; Boase, 2020; Blischer, Biisher & Urry, 2009; Merriman, 2014)



® Using mobile communication technologies to study social phenomena
O Data collection using cell phones / apps (diaries, biometric data, etc.)
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(Boase, 2020)



Develop innovative mobile methods through creative and unorthodox
approaches (vs. “traditional” methods) to study new socio-technical
configurations.



Mobile Networked Creativity

CREAZIVITY

1: Understanding the 2: Understanding socio- 3: Understanding creative
connection between viral technical configurations via technological appropriation
spread and urban mobility multi-method data collection through a crowdsourced
via mobile game app (Jeff). database (Adriana).

development (Adriana).



How can location-based games help us understand the
connection between viral spread and urban mobility?
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How can location-based games help us understand the
connection between viral spread and urban mobility?
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John Snow’s 1854 London cholera map



Injecting UV light
'Inside the body’
can kill COVID-19:
Donald Trump




The Four COVID Personality Types

(spotted at the local grocery store)

Poor public health communication
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Poor public health communication
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Problem

Leafet | € Magbos © OpenSirectMag imarwes this mag



Help people understand viral mobility in public spaces in a
playful way that is integrated with people’s ordinary lives.
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(de Souza e Silva & Hjorth, 2009; Licoppe 2006; Evans & Saker, 2019; etc.)



1. Maintain social distance.

1. Be less mobile.

1. Visit less crowded areas.

Domino Park in Brooklyn (NYC) (May, 2020)






Game development process

Player
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UX Design Flow



https://miro.com/app/board/uXjVOsu5vgQ=/

® \obile Prototype

® Desktop Prototype



https://www.figma.com/proto/9kJkyjNRYxmlbFh4VcIyx5/The-Social-Distancing-App?page-id=1363%3A23723&node-id=1363%3A23765&viewport=328%2C624%2C0.22&scaling=scale-down&starting-point-node-id=1363%3A23765
https://www.figma.com/proto/9kJkyjNRYxmlbFh4VcIyx5/The-Social-Distancing-App?page-id=1365%3A24225&node-id=1391%3A25443&viewport=337%2C52%2C0.22&scaling=scale-down

Find funding to develop / implement the rest of the game.
Pilot-test in University campi / schools.

Work with different levels of governments to implement new public health
campaigns.

Translate the game into different languages / platforms for use in other
non-English speaking countries.



2. Socio-technical configurations

via multi-method data collection app




® Social configurations: rules, norms, and cultural schema can constrain
and enable communication;

® Technical configurations: hardware and software rules/configurations
can also constrain and enable communication;

® |ndividuals are theorized to reflexively choose which communication
technologies to use within the context of social and technical
configurations.



Why and how are different communication technologies used in the context
of complex family and work configurations?



® Using technology is a type of behaviour.
® People are not good at remembering these types of behaviours.

(Boase & Ling 2013; Kobayashi & Boase 2012)



Reflexive thinking is not evident in behaviour.

>> How can we learn about this type of thinking?



Complex work and family configurations are thought to be increasingly
common in post-industrial societies.

>> How can we make generalizations about how these configurations
relate to the use of communication technology?



Smartphones:

Primary device for many;
Logs kept by default;
Multimedia devices;

Allow data collection apps.

(R




Behaviour:

® Develop a smartphone app to
ethically collect logged
communication behaviour.

(R




Reflexive Thinking:

® Integrate the smartphone app
Into traditional interview
methods.

® Helps to triangulate behaviour
with reflexive understandings of
technology use

(R




Generalization:

® |ntegrate the app into

traditional survey methods.

® Helps to producing
generalizations.

(R




———

Jeffrey Boase Tetsuro Kobayashi Rhonda McEwen James E. Katz Rich Ling
University of Toronto City U Hong Kong University of Toronto Boston University Telenor, Norway

R —— R ——— R ———
Junji Zhi Jack Jamieson Hirokazu Oda Yingduo Tang
University of Toronto University of Toronto CIT, Japan University of Toronto

Social Sclencas and Hul t Conszell de recherches L |
I*. Hwaamhl:-:u:cid Cam::;“ mnmm;r-ajmadu E:;nma Cﬂﬂ&d&



® Multiple researcher
accounts.

_ Welcome to the E-Rhythms Researcher Portal
® All data collection event Research Projec

controlled by researcher. | panicipant consent Form

Participants

Participant Filter

Event Builder

Interview Transcripts

Download Data




Android App

® Anyone can download.

® Users must enter ID.
® |D tied to specific project.

® All actions determined by project tied to ID.




Ethical Collection of Calling and Texting Logs

® |nformed consent.

® Only collect what is useful.
O Do not collect names
O Do not collect message content

® Mask phone numbers.
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Date & Time Time Zone

10-06-12 17:05 America/Detroit
10-06-12 18:30 America/Detroit
10-06-12 18:50 America/Detroit
10-06-12 18:51 America/Detroit
10-06-12 19:10 America/Detroit
10-06-13 14:59 AmericafDetroit
10-06-13 18:55 America/Detroit
10-06-14 15:42 America/Detroit
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Integrating Logs with
Survey and Interview Data
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Loading data...
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50-59
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My problem requires a method that helps to produce generalizations
about behaviour and thoughts.

No one method does all of this.

The E-Rhythms app is an example of how an app that can be woven
Into traditional quantitative and qualitative methods.



Problem: MINC Examples
Understanding creative
technological appropriations
via crowdsourcing.

Mzolantima Swasisa's Digital
Library

Pubhihed: Jon &8, 2022
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Creativity =
Artistic practice, Individual cognitive process, Innovation




A practice that arises from the
networked and recursive
relationships that involve mobile
technologies and displaced /
emplaced communities, in
situations of hardship.

https://mobilenetworkedcreativity.pubpub.org/



https://mobilenetworkedcreativity.pubpub.org/

Collect as many examples as possible, from different parts of the world.
Add more languages to the website to make it more inclusive.
Develop a mobile-friendly version.

Display the examples in curated exhibitions.



Exercises | Discussion

1. Choose a group (groups of 4)

2. Choose a topic

3. Discuss with your group (30 min.)
4. Present your groups’ ideas (5 min.)



Imagine your group is a game development company with the task of finishing
up the “social-distancing game”. In your group:

1. Make a competitive analysis of the game, comparing it with existing apps and present the
similarities and differences (pros and cons) or this app and existing apps.

2. Propose screen designs to fill in the game gaps. How would you design the missing screens
based on the UX flow? Based on the competitive analysis on #1, would you add any missing
screen / functionality?

3. Propose new ways of adding more data collections methods to the app design. What other types
of data could be collected to help answer new research questions? Design those screens.



Contribute

Please help me add more entries to the
MNC repository,

and help me spread the word!

Finding Mobile Netwaorked Creatoity
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