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To,  REFHET A RIALTE "ﬁ‘{) LAoafFRALEFT e AT — &
#7% t(ubiquity) ~ i f4+£(convenience) ~ Z_i= % (localization) % i# 4 it (personalization)
(Heinonen & Pura2006) - # ¢ » =+ 7 e 4§76 T 5 ¥ & #3if » B PRF% (location
based service » LBS)iic & » # ®e A HEH B 3 d T Sholpb T 7 oo FliTH K
B eniFd T 5B 5 8 (contextuality) o ¥R E PE R 2 b BEIG X T RE D 4p B
I 0 4 F AT pFERS B 4 3 2 (connectivity) » # % pEFRF 22 3 B enis s (L

& Townsend 2008) - $t+48i * F & 5 - AT Sk 7% Dl E - A HmALFTR

(ad

PR CERAALEE 0 FTREF P AT A B R P F L FEEs Hh

™,

ifaié * H 5 ¢ o (user-centered) LBk 2 o (T T 0T ARl LT ’ﬁ rTE A fd g
Fooo- & A# i (mobility) - ¥ - 3 3 # 4 (interactivity) « (T {24 i@ * ¥ 7 5 E S K
PR MAFHEp Een T Fe, o Ry R FY LAFE %v‘(onthe
go > on the move) - Reichenbacher (2005) 2. & 7 &+ i * —ﬁ(mobile user) - Reichenbacher
T Achp ¥R L S EH AP > 1T B A LS A R
BAEEE . AR RPA EFEY TR TS AR B BRI RS
BB R o Tl Y B3 F A chp ¥ s & % Arik(spatial knowledge) T £ 5 pE
(temporality) > F & (F# 72 A R * P F 2 FEd > wiF2aLt AR RF BESF

! f’r—‘ﬂ'z McStay (2010) 4 & p Ito, M. (2005), “Introduction: Personal, Portable, Pedestrian,” in M. Ito, D.
Okabe and M. Matsuda (eds) Personal, Portable, and Pedestrian: Mobile Phones in Japanese Life, Massachusetts:
MIT. McStay e < 4c™ 7. , Whereas the internet can be thought of as a colonizing of the virtual, mobile
is about the colonizing of the settings of everyday life.”
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HARR Y A T BAEA AR R K§ T eng oo gt b > Heinonen & Pura

(2006)+ # % - (FH KB ho BT ATARPE U] o TR AT E R % 3 (location)
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BR Y AR EPN F R AR o Steuer enE_ AR E A o AHEB N DR E o
Haand James (1998) 7 ¥ =k 35 f{derpm g > g 3 B p 2 5 1 ﬂ%f?ﬁz AN S| 'hﬁ e
(playfulness) ~ 25 # A& (connectedness) ~ % # 4z & (information collection) ~ 3 & /i@
(reciprocal communication) # i% #% (choice) o Steuer P & R & &/ 6 cofL 8w o BB
iz f‘;{ & i g 03 # (user-to-interface interaction) ; Ha and James @ & R e B 55 34 42
P g AREL DT R BRI E - % H & 7 (use-to-content interaction) £
H & % F o3 $(user-to-user mteractlon) ° fﬂ‘ﬁi‘ 5 T3 # — (78 3 #(mobile
interaction) B| 55 2% %] {7 6 %5 B BLAFA 6 55 enadt K& 14 (connectivity) » 7 384 R AR
(Handley 2006)  &_1 & % ¢ % (Li & Townsend 2008) ; % + Dixetal. (2000)4p
izt an # 5 783 % (connected mobility) > 4R F B R T H kB H B hF
¥e o Braiterman and Savio (2007)7% 5 78 3 & A d & * F Zpde o R AP ¥ LB B
BEOGRR A RYDOFRREAEITBAL DA R B AT L ai

WHREeHETFRLE A6 ~ R % FFEd R E~ o apl Y FRRERA

I

% Foodspotting ¥_ T % & | 3% . f 31 > d Alexa Andrzejewski, Ted Grubb, % Soraya Darabi = 4 %
FliE R > AR F T A ek eF http://www.foodspotting.com/about -
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2. FRT LhR T R EFEIREHRY K0 0 FET SRS FAN
B e #vi# i¥(context aware computing) ?

3. BFd T oo FHR Y FANF Eh L i) 7

éﬁﬁyipzﬁﬁﬁaﬁﬁ%*ﬁ THE e A AH > A SR AP
AR IR Fivg%’¢ﬁLF IR Y E NG J‘(Ul)‘:%’* EHREI(UX) ~ A

P
# 3 # (human-computer interaction) ~ {7#* 3 #% 3+ ~ (THIRIF ~ FE FH 2 F 2
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AR AR SR R ERE %‘;‘i By AR v i@ g % (utilitarian)fe 3 &
4. (hedonic)iz = B £ 4 5 35 3¢ iz 35 (4-Heinonen & Pura 2006 ; Nysveen, Pedersen, &
Tharbjernsen 2005) - é‘,; % 4rBabin, Darden & Griffin (1994) ~ Novak, Hoffman &
Duhachek (2003) % 2 55§ * 2.0/ 7 ®ihp >3 ¢ ’P A % $% (extrinsic motivation) 5%

t 0 B 50 % AP ¥ en(goal directed)if B F R A ZEBYRERELG R EN B



# % (intrinsic motivation)#75g %> > 12 /% & 14 % (experiential) ~ % A&(fun) ~ 2 j#

(enjoyable) i) % % &

FALTET ApM 2 JI;% 29 #F7 > Nysveen, Pedersen, & Tharbjgrnsen (2005) i 5%
PRI LR 2 1‘#6' P ERF TR B A AR s R B2 R
2o TR ARG RS AT E PN FIRGENRYy o B UG A R e 3 6
Bt G L PE R R A R A E R B EMRE T R a et s
FEBRBITRLPEEC TP RFF R BT o PEF R BB R R E R

4,

ﬁ i# * g, B A3 JE P48 2 (entertainment) @ {8 ﬂ BRI F R R ﬁ [

i

] 3 8 P HRsE = sy (efficiency) € i f(convenience) - F #k3+ > Carpenter, Moore
& Fairhurst (2005)#-F * {2-3 &b chd A g » E* AL PR F Eos it o B
Bor 2R o ¥ B Ee 73 % en(useful) ~ £ 5w F (economically)f- & A i
(productive)eié * Sz - @ B4 B¢ FEA T D] EA4E ) :}et(pleasurable)frﬁi?-?
8 % o Kim & Hwang (2006)i& - # # 3 {7 &> % j& ¢ * (mobile internet usage)ij” %
e RERER A R e A SR e e e o W H R e g H
Bt (TERREEY AANPEF RBEF LB R AN Ao B
MIAGFSATEEE S BFFEHe DY AR E G REFE S DHE - 4o
LSO AP X SR S S E o #3% o Kim & Hwange = § BT 0 %
B NETRREREY AN ERT Y e B 2N L E B Ao b Verkasalo et al.
(2010)ef 3 » dp i@ * F 7 S AR AR E RS 0 & 3 RILE <o(perceived
enjoyment) 2 § * |+ g F-(perceived usefulness) 3 4p B 12 > T fo P B BAT £ 3] £ 48 % # —‘ﬁ
g * { B2 #4% o B8 > Conci, Pianesi & Zancanaro (2009) & * L 3c4% % o0 kA2 §
FRERRY AN A ARWON R SRR AR E I IR ETR

FaPRER DG S o 0 R4 G BRI LR Y LR s F s

s

o
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G ISR ] 0 PR AR T L) F A TR A - TR
BN o § oo
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Rk piEE %

RN ] it A
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I REF P A E 4 r(context aware computing) 7

¥ - Tamminen etal. % (2004):% 5 17 & i35 8- B HLIUR L& L > FS v AR
it ep F AR AL AR TR R KRR AL S o
% 32 (physical) = § #7 ~ 4p 3 S enbis FI& o B R GRRF EHR Y So RS
Tamminen et al. 3 & {7 # -4 (context) — {Féi¢ * i@ * (7 KB chiF sl > & s
% _F (Feh™ % (situational acts) ~ AL 4 & HEAEZ B~ RALHEE B AL ¢ S (A %3
i) N e & 5l%§%‘rﬂ$¢i%’ﬁ$§£ Fls1aptiad s 87 mapto

DMmM%?%(mmwmFﬁﬁﬁﬁ%%@%ﬁﬁ@%i%iﬁﬁﬂﬁﬁ’%

A

PARFE LARIES T e AR LT L si(infrastructure) ~ K ¥ 2 g %J
% za(system) ~ {7 #+ 4 1% (domain) €2 4 7 7% 3 (physical environment)® o # = HEFAHE

T EHM 2 R 4 ot (1) Situational acts within planned ones; (2) Claiming personal and group spaces; (3)
Sacial solutions to problems in negation; (4) Temporal tensions; (5) Multitasking, % % * < Tamminen, Sakari,

Antti Oulasvirta, Kalle Toiskallio, Anu Kankainen (2004), “Understanding Mobile Context,” Pers Ubiquit
Comput, 8, pp. 135-143.

® 4% 4 Dix, Alan, Tom Rodden, Nigel Davies, Jonathan Trevor, Adrian Friday, and Kevin Palfreyman (2000),
“Exploiting Space and Location as a Desigh Framework for Interactive Mobile Systems,” Computer-Human
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WF M B FRIEEERY TR M FRAARHE Y AR - R QR
FEEE 0 B R B A EiE e D4 2.3 $(situated interaction) > drde i i & *
g%gaﬁ,&g@wﬁw%@maﬁﬂ@wﬁaﬁmmwﬂo# WB PR (76
EE BB ZPEOFEET > BT R FHEOFR AT TR OF MR RE

B il > deE Y TS PBHP Y hEE Y o iPad ELE TR Y i
#oE % o Dixetalzni ¥ * FHa 2 o 2= % (location) ¥ 2% € & 90 F] 5 &
BB Ay i do s B(space) o A R A M N E - B H g
HeehE F o B (real world) > & {76 KB hiips2 T oo R ¥ KT g "HLiFT 2 (navigate)
7 I e R (virtual worlds) » 4ot w4 R b%“l%i}‘%’ (a8 o I A T

BN

Foodspotting /& * #25% » FF 2 A 4c R X A BB R H'igent N 2 a4 2k o

i-*‘uf?iﬁi% BRGS0 ¥ - B B 3‘;%‘?‘??@&?”7@&64 % PF R o Heinonen &
Pura (2006):% & {78 JRA% il B £ & 4 & H 75 5 chiF & 8 TR0 f2(criticality) -
¢ 3P R 1 (temporal criticality)£2 2 & 527t 12 (spatial criticality) o a*;,‘rﬂéf fed g A
FRGG et > % FHEFET o) FEFORAE > FRRA LS PR Y TR AcTRT
AR AR APEMIFHTRGOE S > WERASRER: D BF TS
JP et P BT RAE » TAROF  FleEv * B a2 c B RA G Y T
By gz ¥ chlifRg it 2R R i ¥ FRAcFAEY ~ A N EEF
B0 ZRTRAEMER LT A FAFESSET AR R T R R hfF
% & =« (level of mobility)£ 7 T"?“ﬁ BooofAET LR 4”} £ ¥ % & (Dixetal
2000) -

“,f TEEBEERLEY > T8 T L aiFd R foae 4 (context awareness)s &

FIETT SN F R B EE & 451 o de Vosetal. (2008)Hk 1T & 7 H T o B E A

T

45K e }“”%'E’f%ﬁ’”“r’l%?””?l%*ﬁﬁ*lém&f’ﬁ‘m‘*%'“ EFRZEFAS
AR odeVosetal &5 if & M {THRIFNFB R Ui 4 FIR o @ ﬁ%f?ﬁé'r%-fﬁt},éfr

SRR ETRLIIZ R F R FORE AU L ERIR AR TR RIE R A

Interaction, 7(3), 285-321 > = ® % 2 1 @ {8 » #5(p. 292) -
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{7 6 PRAx 2 2 5 # (classification of mobile services)’ » Heinonen & Pura (2006)~ #; %
ERES W

T S AT E AR A DE RS B PRE TRIRBFR Y TR S E B A ER
Bt ¢ BB 0 AL € kB L ¥ (social setting) /& 2_% ¢ * 53 & Bh(location) £ pF 3 i3
t(presence)shE & f & - Heinonen & Pura 1 5kAL ¢ TR K & d AL ¢ 3 # 42 & (social

(s
interaction) £ 4+ ¢ % [k # (social environment)® = o fred > AL EBRBELRFT
FREERER T BAHA IR BAENIET AP IR EIAIFEYN I
o hH (78 A %k 5@ (taxonomy of mobility)® » Dix et al. (2000)%+ {7 # 5 # % stenfs
BEBATE S F RS MR B PR FRERAET 2L AuFE N RE

i® A (personal) ~ # 48 (group) &« = ¥ (public)ent 3 % % -
EAwiM e g R0 APFR e g iFmE — FHER - 7832
BT EARETBERE T s T SR A7k £ - M

SESYEREE T E R

- i FdRY B AT 1‘%‘_

PR Wk

;}F:I/,q)—ffﬁ., g’#rﬁ-rﬁm: ,E;}’i‘{'ﬂ"ﬁlf"#’fé?'g H 78T
78 5

Oy Y TR R R R
FELE T R T T SR DS O Y

®deVosetal. 5w # I > < K 3 o £ R FHE S L EFRBOEFRE i 4 RS Eg
EHPETERPIREFAZ 0B *ﬁﬁﬁvﬂiﬂ‘ﬂ LR RS R L mﬁvFRziilm EA=E A 3F
TR P ERIRA R F R A .

"4 8, Heinonen, Kristina and Minna Pura (2006), “Classifying Mobile Servies,” Proceedings of Helsinki
Mobility Roundtable, Sprouts: Working Papers on Information Systems, 6(42) > < © Bt 1 7 & PRI 4 528
L -

® Heinonen & Pura (2006) i 54+ & TR 5 £ B vt € TR T = » ¢ 4200 p (alone) = 344 (in group) ©

% 1. Dix, Alan, Tom Rodden, Nigel Davies, Jonathan Trevor, Adrlan Friday, and Kevin Palfreyman (2000),
“Exploiting Space and Location as a Design Framework for Interactive Mobile Systems,” ACM Transactions on
Computer-Human Interaction, 7(3), 285-321 > = ¢ £ % Il 1 7 fe (78 f =t & &7 & si(p. 299) -
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% (de Souza e Silva 2006) » & * H @ st & Bi {724 i (78 nip 4 i o de Souza e Silva
SEdnay P o g FEPESRY FRAE T RTRE

¢hd % % B (hybrid spaces) » 76 & & 5 i % 5@ (connect) ~ {7 # (mobilize) £ 4 §

(2006) & H R it (7 85 fL e 2 @

!

jﬁ@%mﬁ%i%%@ﬁamoﬁﬁﬁﬁ%4ﬂmiéfﬁﬁﬁ’Fﬁiéjﬁﬂ@$ﬁ

N

mRE F TR
SRS A3 FEET LR FER R AR SR

g X RHE RER S FERA R H LA S AR

b

pi)
put

IS

» EHE 7B RIE A SE PP L T % 4f 0 Heinonen & Pura (2006)# = & s tf o 1,

Lo 4
Ho 5w B RaEG SHEE FEHIREEE 2 B bl (o & Pl Bige &7
B PRAR16 * BE TR AL BT H AR S o A WA o Hr-ad R 0% ) A Sk 2 (discrete-

continuous) £7 i 4 14-4 47 4. i¢ * 4§ & k 3§ (spontaneous-analytic)'? » & — #g4) 17 # JR 7%

1% de Souza e Silva 3 % 8 & % & (hybrid spaces)ﬁﬁ ERME AL E R - B 2 e
shfg gt il g 7 B (connected spaces) ~ {7 # 3 B (mobile spaces)i A€ 7 F"* (social spaces) °

" Heinonen & Pura (2006) *r# ! e 4. 4 = 5 : 3 § 47 3] (type of consumption) ~ 4 (context) ~ i §
Tk 3 % B (social setting) 2 & i (relationship) °

2" % 9. Heinonen, Kristina and Minna Pura (2006), “Classifying Mobile Servies,” Proceedings of Helsinki

Mobility Roundtable, Sprouts: Working Papers on Information Systems, 6(42) » ~ ¢ B+ 5: M fifge -
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Barbara Ballard™:5, % 78+ % %
R T UfRAL AN o B2 chiT e

AR RA AT PR ETE  eF B agdasi i 1 o PDA(personal digital

S EER ER R LA § {11 5
xE

S WA R R T RRTAT

ﬂ

assistant) ¥_E£ iz ¥ * 223 M4k B £ 2432 > PSP(PlayStation Portable) f| §_3= e #5 2%
}f‘«ﬁk‘; o FRm s J}St,{ﬁl’mtﬁﬂ’g ﬂ —:"";F’ Foo g_j¢ Algller‘; -7 e 7}3__‘9 ’ ,bé‘, 3 — ‘;:.E.ﬁk
b d 2 2 LA E Al £ 8 (smart phone) - 2007 £ E A 48 g2 5 T Touch |

¥ R pEgE 356G ( HSPDA ; High Speed Data Packet Access ) &

3 Ballard, Barbara(2007). Designing the Mobile User Experience. England:John Wiley & Sons Inc. p1
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4 http://mag.udn.com/mag/digital/storypage.jsp?f_ART_ID=90088

5 http://en.wikipedia.org/wiki/App_Store

161988 # Donald A Norman - h‘K;{ EREE LR 4 (The Psychology of Everyday Thlngs)a‘%‘i Frogg s He

= (user-centred design) ik £ A 0 S K M“:y;u% ¥ ﬁ HF R @A T L L B BN
R H f gb“xiﬂfr{r'lg o i A, ¥R kAR s T :}%B’\mf—rﬁv ’frJa- - 7é g;:a:j_
SRR ?‘]‘m}p feLATBfE S RIFR e Fh 2 oo R 48k Byl R o 4 Norman, Donald A.
(2002) ° * 3+ 12 & (The Psychology of Everyday Things, /& = d13 1988 &) o S tigindiig o o
P241-242
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(experience design); 8] - ¥ Love (2005)z% % 7 # 4 #% 7 $:(mobile human-computer
mteractlon)l‘f AR AR a2 b s R S RE PR 0 ¢ B TRE R
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