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Abstract 

From the start of their development, cell phones have 

been aimed to fundamentally support social interaction, 

whereas desktop computers have traditionally been 

perceived as relatively personal devices. Major part of 

the social media use and personal content management 

nowadays happens with mobile devices such as smart 

phones, tablets and hand-held devices. However, as 

the computing power and features have evolved, a 

huge amount of applications, which lure users into 

communicating with the remote people or by 

themselves, instead of interacting with people in the 

surroundings. Personally created content is a strong 

mediator of social interaction and sharing one’s 

experiences with co-located people. We have conducted 

several studies on social interaction on mobile devices 

through shared content. In this paper we present the 

challenges and opportunities of utilizing shared content 

for co-located social experiences. 
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Introduction 

Mobile devices traditionally enrich and support remote 

interaction with the people that are not present. 

Unfortunately this happens only with those whose 

contact information the user has. Novel solutions to 

initiate interaction with strangers or “familiar strangers” 

[11] offer an area for development. User-generated 

content is a strong initiator for social interaction online. 

Shared content can work as a common ground or a 

discussion starter with a people who may not know 

each other. 
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We have studied the social user experience, especially 

experiences that are mediated by sharing personally 

created or relevant content. The work has been mostly 

constructive design research 0, where applications and 

prototypes have been built and evaluated in user trials. 

The studies include cases such a sharing photos, videos 

and playlists. In the future, interesting area would be 

how the devices can support or even trigger collocated 

interaction – especially with people you have not 

shared contact information with but who may be 

familiar to you otherwise. Mobile devices with internet 

connectivity have a huge potential for social 

applications. This paper argues how user-created and 

shared content could initiate co-located social 

experiences between various types of people.  

Content as the Social Experience Mediator  

Previous work related to user-created or “personal” 

content has concentrated mostly on the content 

management and experiencing with personal computers 

and former generation smartphones [1], [3], [6], [12], 

[15]. Sharing personal content mediates rich social 

interactions between the users in social media services 

and online communities: e.g. a shared video on a right 

moment YouTube can evoke feelings and a hundreds of 

comments and video responses from a contacts and 

strangers.  Additionally, the sharing is often done 

through social mobile applications like WhatsApp. 

One possible vein of research is collaborative content 

creation. Multiple users are able to collaboratively 

produce content with their mobile devices, as well as 

enrich the existing content, modifying it to new content 

entities. As previous studies show, collectively created 

and shared content can develop into highly emotional 

objects and work as a central motivator for the 

interaction in a group [10]. While the main motivator 

for storing personal photos and making private 

collections is stated to be personal growth and identity-

building, sharing the memories with others is equally 

essential.   

User experience (UX) research and theories behind it 

have focused mostly on the personal user experience of 

a product or a service. Social context exists in most of 

the theories, but fundamentally it has been merely a 

part of the context that affects the user experience. In 

current online world social context strongly affects the 

user experience, being one of the most important 

factors of using the novel social media services. 

Authors’ work takes a new angle to user experience 

and sees it as a social phenomenon. Authors’ work 

have identified the drivers and hindrances of social user 

experience, aiming for understanding the social context 

on the services that include social layer in addition to 

the personal user experience [14]. The research has 

focused on social interaction and collaboration that is 

mediated by users’ content. The work has taken a look 

into personal content, such as videos and photos [8], 

[13] playlists [4], [5] and exercise data [9] and how it 

can initiate social interaction in related communities. 

Mostly the work by authors has been focusing on novel 

solutions that relate to content sharing. These sharing 

applications and platforms are a powerful tool to break 

the “cocoon” of a personal device by content-mediated 

social interaction. In the previous studies, we have 

supported social user experience by supporting self-

expression, connectedness, collaboration and discovery 

[8] by enabling easy ways for users to share and enrich 

their content. 



 

In the previous work by authors, it has been 

investigated that various things can prevent people 

from being social online. Mostly users interact with 

people they know, but they are evidently interested in 

interacting with others as well. Shared content can 

offer a common ground to start the interaction with a 

stranger or “familiar stranger” [11]. Familiar strangers 

are interesting for further development of applications. 

Applications such as Tinder aim for new social contacts. 

In the work by Paulos and Goodman [11], it is 

emphasized that the habit of not interacting with 

familiar strangers can be broken in a situations, where 

unexpected event takes place or you see “familiar 

stranger” in a different surroundings.   

In the studies, promising areas where the interaction 

can be initiated is e.g. sharing personally generated 

playlists to a selected audience [5], initializing 

spontaneous group interactions in relation to shared 

event, where instant content sharing is enabled [8], 

[13]. Gaming options, such as occupying areas on a 

shared map can initiate social interaction co-locally [4]. 

The approaches where being social and sharing content 

does not compromise one’s privacy are potential cases 

for initiating interaction – also co-locatedly. Unexpected 

events and revealing connections with the “familiar 

strangers” can be initiated with the social applications. 

Challenges that Prevent Sociability 

Since personally captured content, e.g. photos, can be 

perceived highly intimate, emotional and meaningful 

objects, users prefer sharing with close ones and “inner 

circles” [2], [7] [15].  Limiting the audience however 

can be related to other things than the users’ contacts, 

for example on the location. Obviously, sharing to 

people nearby is essential in co-located interaction, but 

still the location is not the only factor connecting 

people.  Challenge is that interaction with the device 

can create a cocoon by itself, when the user’s attention 

is drawn towards the device instead of the people close 

by, even the application she is using may be aiming for 

a social experience.  Enabling features that support 

user by lightening the workload of content sharing as 

well as content consumption, without being intrusive, is 

essential. 

Opportunities: From Personal Content To 

Social Experiences 

We have studied applications that aim for content 

sharing in relation to shared event. Shared event, such 

as movie or watching football match together can 

create a common ground to start interaction with even 

the strangers. Events include creation of a spontaneous 

group with the attendees, which requires smart 

features from the mobile devices. Interesting question 

to investigate is how can the content sharing be pro-

active without being intrusive in co-located situations? 

For example, in the events, users are not willing to go 

through a lot of work to share their content, so 

automatic help from devices can support the sharing. 

On the other hand, sharing everything can compromise 

the privacy in cases where something is accidentally 

shared. How the content sharing can be designed to be 

easy and even automatic without compromising the 

users’ feel of control and their privacy?Interesting 

aspect is how can content sharing work as social 

enablers and facilitate interaction? Can the devices 

themselves be social with each other and lead to 

interaction between their users also? Devices can 

change data directly with each other in the background 

and by user initiative they can be allowed to utilize this 

information. For example, devices can automatically 



 

change contact information of the people who meet in 

an event and if both agree, the contact information can 

be shared to both parties. Additionally, the devices can 

work as common ground creators or social enablers by 

revealing the common interests of the people or by 

giving suggestions.  The scenario 1 in the margin gives 

an example of a co-located interaction initiated by 

utilizing the content and user information. 
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Co-located Interaction 
Initiated by Shared 

Content 

Scenario 1:  Matt is a 

basketball fan that has 

moved to Tampere from 

Boston recently. He knows 

U.S.A. will play against 

Finland in the opening match 

of the World Championships 

and he is willing to see the 

game.  

Matt is having a lunch in the 

University cafeteria, when his 

phone suggests that a guy 

from one of the courses he is 

taking and sitting next to him 

in a cafeteria has shared and 

liked “susijengi” fan videos 

and is a fan of Finnish 

national team in Facebook. 

He starts a conversation 

about where to see the game 

in Tampere.  

 

 


