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Critical | Interpretative
historical and textual analysis,
examples, and case studies.

Empirical / qualitative
In-depth interviews, focus groups, and content analysis.



ravel or transpo?rtdl ries.
| |th rﬁlg',.

alir, 2012 Palerr& %alzman, 2002 Axh"t]sen Zlmmermann Schonfelder & 2002
: Aldred &Jungnlckel 2012; Czarnlawska 2007 Jiron, 2011; Kusenbach, 2003 Pink, 2007 ngold & Ve

_zn._ - T

A




orth & Gogginﬂarler, 2021; L'Iippe, 20



® Analysis of mobile phone data (text messages, location logs, etc.
® Development of apps to collect user data (diaries, biometric data, location
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® Spatial analysis (mapping/GPS)
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Mobile Methods

Using mobile communication technologies
and mobility to study social phenomena



Creative Mobile Methods

Innovative and unorthodox approaches (vs. “traditional” methods) to study
new socio-technical configurations.



Amsterdam Real Time (Waag
Society, 2001







Mobile Networked Creativity

Occurring between people and technology, Mobile Networked Creativity (MNC) highlights how unplanned uses of
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mobile technologies reveal creative practices, especially where people have limited access to technologies.
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Using a mobile game to understand Crowdsourcing mobile creativity as

the connection between viral a survival and networked process.
spread and urban mobility.



How can location-based games help
us understand the connection between
viral spread and urban mobility?






OR STRATEGIC STUDIES Global Trajectories of the SpamSh Flu

=P First Wave
. (Mar. - Aug. 1918)

=% Second Wave
(Aug. - Dec. 1918)

=¥ Third Wave
"7 (Jan. - Jul. 1919)

Huma” mobility = viral-mobility

Trajectories based on available documentation, including Patterson and Pyle; Kolata



COVID-19 Pandemic

Poor public health
communication
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Injecting UV light
'Inside the body'

can kill COVID-19:
Donald Trump
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The Four COVID Personality Types

(spotted at the local grocery store)
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Help people understand viral mobility in ha
\ playful way that Is integrated with people’s orgdinary.lives. 2
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https://miro.com/app/board/uXjVOsu5vgQ=/
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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=1363%3A23723&node-id=1363%3A23765&viewport=328%2C624%2C0.22&scaling=scale-down&starting-point-node-id=1363%3A23765

Reports Class

REPORTS

SIMULATION #2 (©

Mobility Report
Location # Infected
Court of Carolina =
Polk Hall 25
Scott Hall 13
Talley Student Union 67

Infection Stats

18 - 55

Group Others

Close Contacts

2 322

< 6/1/22-6/7/122 >

Powerup Stats

Powerup # Used
Cloth Mask 23
Vaccines 5
Test Kit 7
N95 Mask 12

12 . 4

Vaccination Stats

16 - 2

Vaxxed Not Vaxxed

®

Desktop Prototype

2% Participants: 26



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

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.



1. Choose a group

2. Choose a topic from the next slide
3. Discuss with your group (15 min.)

4. Present your groups’ ideas (15 min.)



Activity #1

Imagine your group is a game development company with the task of finishing
up the “pandemic game”. Choose one of the follow to work on:

1. Marketing team: 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. Designer team: 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. Researcher team: 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.



Mobile Networked Creativity

Understanding creative technological
appropriations via crowdsourcing.

Adriana de Souza e Silva & Mai Nou Xiong-Gum



Context

Communication Theory ISSN 1050-3293

ORIGINAL ARTICLE

Mobile Networked Creativity: Developing a
Theoretical Framework for Understanding
Creativity as Survival

Adriana de Souza e Silva @ ' & Mai Nou Xiong-Gum?

"North Carolina State University, Department of Communication, Raleigh, NC 27695-8104, USA
2Furman University, Communication Studies Department, Greenville, SC 29613, USA

Mobile networked creativity is an emergent practice that arises from the ongoing rela-
tionships among people and people with technologies—or networked resources. In this
article, we propose a concept of creativity as emerging from networked connections,
(im)mobility, and situations of hardship. We, thus, make a connection between mobil-
ity and space as networked elements of creativity as opposed to individual agent models.
We focus on how unplanned or emergent uses of digital technologies reveal how creative
practices emerge, particularly in the context of mobile technology use where people are
physically mobile and yet connected via the Internet. We define the concept of creativity
as a constant process of becoming, a “recursive organization” that can be seen in groups
such as migrants, or people living in disenfranchised communities that survive in make-
shift locations such refugee camps or slums. Contrary to the affluent and capitalistic-
embedded traditional ideas of creativity, mobile networked creativity is a practice that
is found mostly in situations of economic hardship, power imbalances, and
(im)mobilities.
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2\ Used to define Shakespeare’s work (1875)

.... Later on used to describe all forms of artistic
¢ creations.

(Weiner, 2000; Gahan, Minahan, & Glow, 2007)



Genetically inherited.
Connected with the idea Greek idea of the genius.

(Isaacson, 2014; Bilton, 2006)



~reativi .

Individiiale ran he rnaved intn heinn cregtive.

, Development of ideas about
‘ 80 ~ [ e products, practices, services or
- Og | procedures that are novel and

potentially useful to the organization.

(Steiber & Aldnge, 2013; Anderson, Potocnik, & Zhou, 2014; Amabile, 1996;
Mumford & Gustafson. 1988: Shalley et al., 2004)



What about non-artistic practices?
What about power dynamics?
s creativity always “good”?

2 I

(Glaveanu et al., 2019; Runco, 2007; Sternberg, 2018)



It is easier to measure aesthetic creativity in an individual (1Q,
memory, attention tests) than to understand when a group of
favela dwellers or refugees are “creative.”
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(Amabile, 1996; Shalley, Zhou, & Oldham, 2004; Runco & Richards,
1997; Abbate, 2000; Hafner & Lyon, 1998; Johnson, 2010)



Mobile Networked Creativity

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



dynamic social networks / digital networks contextual



Nzolantima Swasisa’s Digital
Library

2

Published: Jun 08, 2022

Nzolantima Swasisa constructed a digital library,
called Bibliothéque Lokole Numérique Zero Mega
(or Zero Data Digital Lokole Library)

Mobile Cinema in Pakistan
by Khawar Latif Khan

@‘a
£
Published: Apr 19, 2022

Mobile Cinema is an initiative to take films to
remote areas of Pakistan with the aim to educate
and entertain people.

Safwan Harb’s electric
bike/wheelchair

by Adriana de Souza e Silva
o
Published: Feb 08, 2022

Safwan Harb, a disabled refugee in the Zaatari
Camp, used spare parts to produce an “electric

Pedala Queimados
a3
Published: Jun 07, 2022

Pedala Queimados is an bike sharing system in
the municipality of Queimados, Rio de Janeiro
(Brazil), where community volunteers build
bamboo bikes and rent them via WhatsApp

Truck Art Childfinder

by Khawar Latif Khan
@a

g
Published: Apr 19, 2022

Truck Art Childfinder is a campaign run in
Pakistan to find missing children with the help of
trucks that go on long routes and touch remote
corners of the country.

Bus 581 WhatsApp Group

by Adriana de Souza e Silva

3)

Published: Feb 08, 2022

A WhatsApp group created by the bus driver of
bus line 581, that goes from Cosme Velho to
Gavea neighborhoods in Rio de Janeiro.


https://mobilenetworkedcreativity.pubpub.org/

Next Steps

® (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.



Activity #2

1. With your group...

2. Choose a scenario

3. Discuss with your group (10 min.)
4. Present your groups’ ideas (5 min.)




Scenario 1: You and a committee have organized a 2-day academic symposium on
your area of research. The symposium consists of a series of panel presentations,
break-out workshops, and all-hands events. The symposium is scheduled to take place
on-site; however COVID has mutated in a way that is once again hindering travel and
in-person events. The event is one week away, and your committee is charged with
shifting the event to accommodate a fully digital/online format. How would you approach
this, and which tools would you use, and how, to address issues such as attendance,
participation, intellectual enrichment, potential disparities, etc.?

Scenario 2: During a severe storm utility lines are downed throughout your community
and the surrounding area. Everyone has lost electricity and it could be several days
before getting it back. You and a few neighbors decide to come up with a plan for
providing gas-generated community charging stations and communicating that plan to
people in need. How would you go about this? How would you work with other people,
and what types of resources might be involved in coming up with and carrying out the
plan?

Scenario 3: The women living in a highly patriarchal society find it hard to use
ridesharing apps because of the rampant issue of harassment. You plan to address this
problem, but a major concern for you is that the leading ridesharing apps are way
ahead of the competition. This means that you cannot launch a new app only for
women and meet their needs. What can you do to use the existing infrastructures in a
creative way in order to make ridesharing a safe practice for women? What are some
other important concerns that might come up along the way?

Scenario 4: You normally commute to work by bus, but over the course of a month, the
bus line you are used to taking becomes very unpredictable. You've waited for over an
hour at the bus stop several times during the past week. You cannot use Moovit
because it never displays the correct departure and arrival times of buses in your city
due to severe traffic jams, making it impossible to know when the next bus will come.
Talking to other passengers in the bus, you find out that everyone is experiencing the
same problem. The bus driver overhears the conversations and explains that because
of a funding issue, all other drivers were laid off and there is just one bus in that line
circulating in town. Is there any way to address the situation from a mobile networked

Scenario 5: Mobile networked creativity (MNC) at the base level refers to the
relationship among people, technologies, and spaces. On another level, MNC also
refers to the practices that procure access to these elements. For instance,
organizations such as World Relief will arrange mobile phones and plans for an initial
period of time as newly resettled refugees try to acclimate to their new homes. These
mobile phones serve as a connection among other resettled refugees that they might
already know and the organization and its liaisons, which can help refugees to navigate
the new cultural practices and new spaces. However, access to these mobile devices
are secure only during the resettlement period. It will be up to resettled refugees to start
securing their own access. In addition, based on where refugees are resettled, their
access to mobile communication can be precarious, as in the case of “dead zones” due
to the lack of infrastructure such as broadband or due to competing service provider
coverage.

In this scenario, we ask you to work backwards to see what else might be an obstacle
to having a balanced relationship among each other, technologies, and our spaces if we
are 1) especially new to a location, 2 ) may not understand the language or customs,
and 3) must rely on mobile communication to remain within our networks. Next, what
could be done to address these obstacles?

Scenario 6: Your government has banned online access to a type of information or an
information* channel that is critical to your community. Your community must work
creatively to communicate and share critical information. How would you use “mobile
networked creativity” to problem-solve around the information access ban? What
resources are needed and what are the affordances of those resources? Does the
“mobile” aspect of your solution offer any unique affordances? Who will be
included/excluded by your solution? What protections, if any, will be in place for those
who use your solution?

*PS: You can decide on the kind of information access ban that your government has
put into place. It might include: information about a particular health service, information
about political opposition groups, access to a particular information-sharing platform, or
something else.



Activity #3

With your group:

1. Choose one “real” example of MNC that you or E .
others encountered in their lives, or lives of ke
communities they know (10 min).

2. Add the example to the MNC site by clicking
on the QR code (10 min.)

3. Present your groups’ ideas (5 min.)
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