
d e v i c e
• hardware
• OS
• condition
• familiarity
• battery level
• software
• capabilities

c o n n e c t i o n
• speed
• reliability
• set up

c a r r i e r
• practices
• services
• pricing model

i n t e r f a c e

 

 

g o a l s
• identity
• status
• logistics
• communication
• information
• entertainment
• social interaction

a t t e n t i o n
• continuous / full 
• continuous / partial
• intermittent / full
• intermittent / partial

t a s k s
• make call
• compose message
• meet friends
• announce location
• send photo
• view video
• find local information
• etc...

 

 

 

Context of Mobile Interaction For mobile computing, context is everything. Freed 
from the relative homogeneity of the desk-bound 
PC, mobile interactions are deeply situated.

In order to design for successful mobile interactions, 
we must understand the overlapping spheres of 
context in which they take place. To that end, we 
have constructed a model of context for mobile 
interaction.
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walking, driving, eating, juggling groceries, waiting for the bus, in line...

sound, light, space, privacy, distractions, other people...

economics, religion, etiquette, law, social structures...




