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Introduction

Over the next few years, theinterpersond communication technologies that we use
mog often will undego atrandormation. Thelocationsfromwhich we communicate,
until now hidden or exposed only throughmanud means will become impartant
contextud elements of alarge portion of our exchanges. With this changewill come a
hod of new possibilities for the mediated connectionswe make with others. The
geographic context of our convesationswill not only provide an important additiond
data point aboutthose with whomwe convese; it will hdp create entirely new modes of
communication as well.

Often, when peoplefirst learn aboutthe capabilities of Sodalight, a set of mohile
communicationsapplications| hdped design, thar first reactionis disbdief. They are
taken aback, nottha thar phonemightknow where it is Bthey usudly know about GPS
(Globd Postioning System) and other location technologies B but people often express
the opinion that Sodalight® form of location-based, oneon-one mediated
communication represents very new modes of communication. However, they also seem
to surprise themselves with how quickly and naurally they can think of examples for
how it mightbe used. Enabling Sodalight on a mobile gadge does require a number of
complex technologies working in concert, butin fact, theidea behind theinteractionsit
allows is smple and andent. One-on-oneconvesation on acity street is perhgpsthe
simplest kind of communicationthereis, butuntil now, technology has notdonemuch

to enhance these types of interactions In fact, communicationstechnology, onthe



bdance, may have donemore to reduce ther inddence. Sodalightis designed with the
hopeof re-enabling and enhandng these types of interactions The system allows
mediated, interpersond communication to be place-based and persond butlightweight;
conveasationscan be asynchronousand people do not need to specifically choos each
patner with whomthey convease.

Sodalightis made up of multiple applicationsbuilt on top of acommon platform.
Theplatform provides for media storage and management, a soda nework database
tha tracks connectionsbetween Band information about b people, and tools for
connecting to user interfaces, induding aweb site and mobile applications Furthermore,
it relies on database and application servers and some more advanced capabilities of
mobile networks such as location-based services and advanced daa services. Sodalight
calsitsfirst applicationto be bult and laundhed, a place-based messaging system,
Sticky Shadows.

A pesonusng Sticky Shadows decides tha there is something aboutthe place
where they are tha they wish to capture, and potentially share with others. The person
aggregaes some media or information aboutthe place Bthey compose a snippé of text,
sngp a phobgraph, or record some video or audio. Then, they place the Sticky Shadow,
GttachingQthe media they have captured to the spot where they captured it. The
composr has access to a hog of optionsfor the Sticky Shadow, butthe mog interesting
choice might beto whomthemessageis made available. Ingead of sending the message
to others directly, as throughshort message service (SMS), email, or telephonecall, the
messageis published to that specific location. And only those people or groupswith
access to the message can see it Pwhen it buzzes and popsup onthe screen of thar
mobile device as they approach thesame location.

We designed Sodaight because we were (a) excited aboutthe new types of
communication made possible by location-aware mobile devices and (b) frudrated by
some of thelimits of thetechnology we already used. As heavy users of ingant
messaging (tools like AOL Ingant Messenge’), my colleagues and | had grown
accusgomed to being able to send short messages and have lightweight convesations
with our friendsand workmates. But we were frudrated that, thoughnewer mobile

phones often suppoted ingant messaging (IM), their standard interfaces did not take



into accountanything aboutthe place from which onechas, a set of daa points that we
thoughtcould make some of our convesationsmuch more interesting.

The Sodalight system integrates with mobile data networks and mobile location
services aready built by mobile nework providers. Thesystem isdesignead to be
agnogic to how the mohile device makes its connetion with data networks and
retrieves location information. In fact, there are a number of waysto retrieve the
location of amobile device, induding satellite-based postioning systems such asthe
US-controlled GPS, and wireless data network-based methodssuch as those usng
triangulationsbetween cellular towers. And mohile service provide's have the ability to
capture increasingly detailed location information. Thisis especialy trueinthe US,
where E911legidation mandaes the availability of location information for those
calling emergency services dispachers from wireless devices. A similar, thoughless
mature, initiative called E112 exists in Europe

Sodalightis an example of sodal software, abroadly defined term tha refersto
computer-based tools tha facilitate interaction and collaboration. Soda softwareis
nothing new. Many of themog powerful networked software applications such as
email, message boads ingant messaging, and weblogs are soda in nature. These
applications and many more like them, have enabled people to coopeate for busness or
pleasure, share stories, and, generally, keep in toudh. Sodalight seeks to create useful
mobile sodal software (a category we liketo call MoSoSo) and in doing so, make it
easy to build and maintain interpersond connectionswhile moving aboutand to allow
for some interesting possibilities for new types of interaction closely related to the

places where theinteractionstake place.

Mobile Applications and Community

Thecreators of Sodalight are acutely aware of some of thenegaive sodal trendsin
our communities. Especialy in the medium and high popuktion densty regionsfound
in the United States, people spend alarge propation of their nonworkingtimein
private space, in ther often large single-family homes, aloneor with family or friends
they commute to and from places of work and leisure in automobiles and, outside of the

rigid structures of labor environments, they spend little timein public spaces. Recent



research indicates tha the accompanied decreased level of sodal interactionis having
seriousnegative effects on the mental and sodiological health of these popuktions' At
the same time, other sodeties aroundtheworld are experiendng similar issues.

Even urban environments, where people routindy movethroughshared spaces, are
morphing into persond spaces. The Qurban bubbkeOphenomenon encapaulates an
increasing propottion of people physcally close to others as they travel within cities, but
existing within a bubble created by media; a music player@ headphones, amobile
phone and other electronic media devices create barriersto sodal interaction tha are
rarely pierced by the people aroundthe user.

However, communities tha are consdered hedlthy tend to have a highe degree of
sodal capital, an indicator of community health defined by the Civic Practices Network
as @hose stocks of sodal trugt, noms and networks that people can draw uponto solve
common problems.OThe writers of this description go onto say that Qhetworks of civic
engagement, such as neghbohoodassodations sports clubs and coopeatives, are an
essential form of sodal capital, and the denser these networks, themore likely it isthat
members of acommunity will coopeate for mutud benefit.3' Perhapsit is posible that
mobile applicationscan ease these socia problems while providing entertainment,

information, and fun.

Sticky Shadows

Sticky Shadows allow for ahog of different types of interactionsbetween people. In
thar simplest mode of use, a person could set a Sticky Shadow for themselves as a
reminde or kind of Qife bookmeark.OFor example, someonecould place a message
outsidea grocery store in themorning on their way to work reminding themselves to
pick up milk when they pass the same spot onther way home in the evening. Butin
thar more interesting soda form, Sticky Shadows could be used to share stories with
others, such as Qhisisthe spotwhere | had my first kiss.Oln this case, afriend of one3
friend stepping onthe Sticky Shadow ingantaneousy becomes aware of something
interesting and persond (but nottoo persond tha it cannotbe shared geneally) about
the person who placed themessage Not only does therecipient learn an interesting fact

aboutthe place and the person, but they also increase thelikely emotiond depth and



sodal connection strength surrounding a potential future interaction with the person who
told the story. If the Sticky Shadow@ author and recipient meet in person or interact
agan, they might more easily realize they have somethingin common or, at theleast,
have an option for atopic of convesation.

Sticky Shadows could serve variousother purposes aswell. They could beused for
recommendaionsor reviews Bonemay tell othersabou arestaurant at which they jugt
ate or aboutan intriguing item on sale at a store. A series of Shadows abouta place
could provide much more useful information than an expert review in a newspaper. Or
someonecould play a scavenge hunttype game with ther friends placing Shadows as
cluesin adesignaed area and competing agang othersto pick up as many as possible.

These modes of use are especialy powerful dueto thear relationship with socal
network data. The daa, stored in a database on Sociaight( server, represents
connetionsbetween people. People are tagged as each other@ friendsor contacts and as
members of affinity groups Based on these connestions individuds setting Sticky
Shadows are able to specify who should receive their messages. When placing
messages, users can decideto make them available to specific people, al of thar
friends their friendsand ther friend<friends or selected affinity groups which could
be based on anything from shared interests to the neighbohoodwhere they live.

A Shadow@ basic record and configuration ind udes the media, its geographic place,
andthe access list of people or groups It also indudes a size, an expiry date, and,
potentially, other filters such as thetimes during which it is available. While default
settingsallow for the easy placing of Shadows, configuration of these additiond filters
allow for some interesting applicationsof Shadows. The size of the Shadow represents
theradiusof the circle within which the Shadow can betripped. Thisis necessary since
a Shadow set at a pak mightbeof avery different scale than oneset outsidea small
shop. Expiry times are important for Shadows tha should only last a set amountof time
before disappearing, such as onetha announes a sale going on at theshop.Findly, the
composger of a Shadow mightwant to configure the times during which the Shadow s
available for retrieval. A nightclub® Shadow might only appear at night and a shadow
set at afarmer@ market might only appear on Saturday afternoons



It should also be asserted that the communication enabled by the Sticky Shadow
applicationis notoneway. Each Shadow could patentially become a convesation about
theplace at which it is placed. The system alows for easy replies by those whoreceive a
Shadow. When auser of the system is viewing a Shadow on their mobile device, they
have to press only onebutton to place anew Shadow in respon to theorigind
message This ability to create threaded location-based messages can quickly create a

community conversation arounda specific place and topic.

Sodal Effects

Thesodal effectsfor users of Sodalight are, as of yet, unddermined since thereis
no established community usng the system at thecurrent time; it is still being devel oped
and tested. We hopeto gaher much more information as the applicationsare made
available to the public and adopted by user communities. The systems were designed
with amajor god in mind, however, of enhanang and enabling sodal interactionina
variety of ways. Within communities, thistrandates to the creation, strengthening, and
enhancement of communities, based on shared interests, values, and places.

We hopethat Sodalight® database of connectionsbetween people allows usto
create new connectionsbeween users. Sodalightindudes two categories of daa points
for this purpose Da Goda networkQ and arepostory of affinity groups A sodal
network is ssimply made up of connestionsbeween people. The socia network captures
data aboutwho a pason@friendsare. In turn, it is able to compute whoisin ones
extended sodal network by creating alist of one@ friendgriends In terms of
computer-based applications web-based tools, such as Friendder, popukrized the
congept.

For Sodalight, thesoda network serves a nunber of purposes, al of which act as
filters for themediatha people access. By induding this sodal network filtration
system, we hopeto ddiver messages tha are more interesting to the people who receive
them. We can assume tha it@ more likely you'll want to hear wha those in your
extended Dat least by oneor two additiond degrees Dsodal network, have to say about
the places they go, versusa complete stranger. At the same time, we hopeto cut down

on unwanted messages, induding spam, since thereis sodal pressure ontho placing a



message aganst bothering others to whomthey have asocia connection. For example, a
rationd user would likely make thedecision, @ am not going to bother my friend®
friendswith this Sticky Shadow aboutwhere | had my first kiss since they don®know
me and thus probably dor® care.OThistype of sodal pressure is greater the closer the
sodal connection to a progpective recipient.

Affinity groupsserve another, related purpoe. People with something in common
join the same affinity group so that they can share knowledgeabouttheinterest area
they have in common. For example, people who enjoy shopping for antiques mightjoin
an appropriate affinity groupin order to learn and make connectionswith other like-
mindeal people. When amember of theantiquelovers affinity group sets a Shadow
outsidethe shopof an antiquededler with areview, any member of the same groupis
able to see this Shadow. Affinity groupsmight also be place-based; aresidentia city
block might create an affinity groupto allow for collaboration aroundneighboihood
issues or people traveling from a city mightjoin an affinity group A groupfor
Orraveling New Y orkersOmight allow a New Y orker visiting a city such as St. Gallen,
Switzerland to pay special attention to thingsin the city tha others from their hometown
also enjoyed.

By learning wha othersin one&d network of sodal connectionsand affinity groups
think aboutplaces and things a person can form new connectionswith people they have
never met, and learn more aboutthose whomthey do know. At the same time, it
provides away to maintain relationshipsin away tha isnatural, yet lesstime-
conauming than composng aletter or making a call. Thetypes of ongoing connestions
fogered by Sodalight can be more akin to runnnginto an old friend onthe street than
the maintenance of arelationship with regular contact.

Throughthis type of contact, people also could potentialy create shared feelingsof
responsbility and ownership for aspects of thar neéghboihood.A colleaguefrom Japan,
to whom| explained Sodalight, quickly thoughtof deploying the system in a Tokyo
neghborhoodtha is concerned abouttrash onits sreets. If residents of the
neghbohoodshare a common platform with which to discuss a common problem like

this, they might be better at mobilizing aroundit.



In additionto thenurture of soda connections people would be ableto providea
form of natural surveillance tha can aid community. Urban planne's and architects of
thelast few decades agree for themost part that having what they call Geyes onthe
streetOhd ps create safer, more cohesive environments for community members. People,
living or working on the street, who casudly watch over everything that hgppensthere,
they argue serveto deter crime and encourage commund feelings Jane Jacobs a noted
urban planner, has based he career in pat on thisidea and discussed the surrounding
issuesin her semind work, The Death and Life of Great American Cities." Technology
can serve asimilar purpose in promoting community cohesiveness. By allowing people
to develop both weak and strongrelationshipswith others who live and work around
them, well-designed M0oSoSo (mobile soda software) applicationsenable the creation

of effective pulic characters.

Potential Problems

In al cases, in order for people to communicate and work togeher, they mug share
some information. Often the parties involved consder some of tha informationto be
persond. And often, people would prefer freedomfromtheintruson of informationinto
pats of thar lives. Sodal software can accelerate the process of working togeher and
allow for new types of coopeation, butit also introduees nev modes of socal
interaction tha have nat been mastered to as great an extent as time-worn modes such as
theface-to-face meeting or even thetelephonecall. A sideeffect of this novdty isthat
methodsfor controlling one3 privacy are not as well developed in the new modes.
MoS0So has the built-in potential to lessen privacy issues since access to persond
information can belimited to those within one® social network, but issues regarding
persond invasiveness remain. A lack of privacy assodated with atechnology, whether
real or jus perceived, can have strong effects on those choosng whether and how to use
that technology.

Onetypeof privacy isfreedomfrom unwanted communication. There are times
during people@ daily lives when they would simply prefer notto be bothered. Or they
may prefer notto be bothered by certain groupsof people. If aclose friend wantsto get

in touch, onemightbe hgppy to hear from them, but tha same person may not want to



speak with ther boss. For MoSoSo applicationsto be successful, it is critical that they
take this subtle, butimportant issueinto account

Privacy conaernscan be more severe when location information aboutusersis
available. Users are often worried tha location information will beused againg them
and they would rather keep such information to themselves. Users may be concerned
aboutfriendsor relatives, strange's, commercial enterprises or govenment and other
organizationsknowing where they are. These are entirely valid coneernsandit isupto
theMoSoSo designe to create tools that mitigate these issues and to effectively
communicate how usersOprivacy might be compromised.

In order to clarify how community knowledgeof location can be possible without
causgngusersto fed asif they are unde surveillance, | suggest thefollowing core
requirements of location aware applications (1) configuration of othersCaccess to one3
location informationis peformed easily and location informationis available only to
those whom the person beng tracked grants access, (2) one3 privacy statusand options
are made clear to them, and (3) when a user electsto leave tracking off, thereis aslittle
sodal stigma and sugpicion attached to this choice as possible. Of course thefind
requirement will only become pertinent once location aware applicationsare much more
commonly used, butit isto our bendfit to start planning and thinking aboutthese types
of issues early on. As new modes of interaction become commonplace, new modes of

practice will develop quickly.

Contextual Information and the M obile Toolset of the Future

Key to thefundiondity of many new mobile applicationsbBinduding Sodaightbis
thequdity and quantity of contextud information available to the mobile devices and
the systems tha suppot them. The contextud information aboutthe situationsin which
mobile devices are used as people movethroughtheir lives will increasingly hdp owr
toolsto hdp us Thenecessary data can be compiled from varied sources. device-based
media capture tools such as cameras and RFID (Radio Frequency Identification)
scannes, local and neworked daa storage, broadcast media reception, and person-to-
person communication tools. Some of the daa points, such astime, and the people

involved in thecommunication ingance can be collected relatively easily and



immediately. Location daaisinaeasingly available with increasing accuracy. Through
the aggregation of this data and the development of more advanced tools, the computer-
based systems with which we work will be able to make better decisonsabouthow to
adapt to theways we live our lives.” And throughthe use of the systems, we may, in

fact, beable to strengthen the communities in which we live.

Conclusion

We bdieve tha soda software will have a significant impact onthe mobile world B
as Friendger and other services are beginning to have on the web. Connected with
location-based data, well-implemented examples of mobile sodal software will become
powerful tools. They will likely changethe wayswe routindy interact and convese. In
fact, they may even changeour undestanding of sodal networks because they will not
only strengthen butalso enlarge our neworks in yet unknown ways. Using Sodalight,
induding its Sticky Shadows application, as an example, this chapter provided afirst
examinaion of the potential ben€fits, and possible pitfals, of such atool. The so-called
mobile age will Bwithouta doubtbrevea many new ways to fogder ties with the people

aroundus
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