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Abstract. We present the design and implementation of WhisperMobile, a 
mobile social system for creating, sharing, and finding social events over 
mobile phones. Using WhisperMobile, people can create new events and then 
organize friends to go to an event. People can also find local events nearby, as 
well as find events of interest based on a previously defined web profile. We 
outline a taxonomy of the design space for software supporting social events, 
describe the results of our field work in understanding how people organize to 
go to events, and present the design and evaluation of WhisperMobile.  
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1   Introduction 

Planning and attending social events are a part of our everyday lives. However, 
current software does not support all the activities surrounding social events. In 
particular, while there are many web-based social event sites that are good for 
planned events (such as evdb.com, zvents.com, upcoming.org, eventful.com, and 
SonicLiving), there is little support for ad hoc and impromptu events. Here, we define 
impromptu events as events that are not planned within 24 hours in advance, for 
example events that are happening right now (e.g. “free food now”) or later in the day 
(e.g. “bowling later today?” or “dinner in 15 minutes?”). 

There is also another implicit issue, namely that these web sites were designed with 
the expectation that people would interact with them via desktop computers. Since 
people are not always at their desktops, this constraint limits spur of the moment 
decisions to find and attend events. For example, if you were already out with friends 
and wanted to find out what interesting events are going on nearby, there would be no 
easy way to do so. Similarly, constraining ourselves to the desktop computer limits 
how we share events with friends. For example, if you happened to see a well-known 
author giving a talk at a book store, there would be no easy way to capture and share 
this event with others. 

To address this problem, we are developing WhisperMobile, a mobile social 
application that facilitates creating, finding, and sharing impromptu social events. 
WhisperMobile lets people (1) create new impromptu events as well as (2) find 
nearby events that others have posted, and then (3) organize friends to go to that 



event. WhisperMobile is the mobile companion to the Whisper web site that we are 
also developing, though the bulk of this paper focuses on the design, implementation, 
and evaluation of WhisperMobile.  

This paper makes the following research contributions. First, it presents a 
taxonomy of the design space of software supporting social events. Second, it 
presents the results of interviews, surveys, and field studies that we conducted 
examining how people organize themselves to go to social events. Third, it presents 
the design for WhisperMobile, which has been iterated on several times based on 
informal user studies. Fourth, it presents key findings from an evaluation we 
conducted with WhisperMobile. 

2   Related Work 

In this section, we first describe related work in this space of mobile social 
software for events, looking both at mobile social applications as well as web sites 
supporting social events. We then present an analysis of the related work, organizing 
the pieces into a taxonomy based on the number of people involved and the relative 
time scale before an event.  

Mobile Social Applications 
There has been increasing interest both in the research community and industry in 

mobile social applications. At a high level, these applications can be divided into five 
categories: applications that (a) provide better awareness and sharing of personal 
information, (b) facilitate messaging, (c) allow anonymous large-scale collaboration 
(such as Hitchhiking [23] or Gawker Stalker [7]), (d) facilitate web-based 
communities (such as Nike+ [17] or Hollaback NYC [1]), and (e) help people meet 
new people (such as Nokia Sensor [18] and Lovegety). We will only focus on the first 
two categories, as they are the most relevant to WhisperMobile. 

With respect to awareness and sharing, there are a number of applications that 
provide lightweight awareness of others, for example, Awarenex [22], 
ContextContacts [19], and Motion Presence [2]. There are also mobile applications 
that let others directly query a person for more information, for example, People 
Finder [3], Reno [21], IMBuddy [9], and Loopt [13]. 

With respect to messaging, several mobile applications allow messages to be 
viewed asynchronously, often triggered by some specific context. For example, 
GeoNotes [5] lets people see and attach notes to a physical location. Similarly, 
PlaceMail [14] lets people attach reminders to physical locations, though is intended 
for smaller groups rather than the public in general. DeDe [10] lets people send 
messages that can be triggered based on time or place, again for smaller groups. Other 
mobile applications allow broadcasting of text messages to a selected group of 
friends. For example, twitter [24], SWARM [11] and Microsoft’s SLAM [15] let 
people broadcast text messages to multiple people simultaneously. DodgeBall [4] and 
Groovr [8] let people send messages to others in their social network, as well as 
provide functionality for sharing photos. 

WhisperMobile differs from this past work in that we offer a mobile social 



application customized primarily for social events. For example, WhisperMobile’s 
awareness and messaging features are intended to facilitate social events rather than 
for general purpose uses.  

WhisperMobile is most closely related to the work by Fithian et al [6] (and 
extended later as Pousman et al [20]), which presented the design and evaluation of a 
location-aware event planner. A key difference between WhisperMobile and the 
above work is WhisperMobile supports finding and organizing friends to go to ad hoc 
events as opposed to solely supporting planned events.  

WhisperMobile is also closely related to the work by Kowitz et al [12], who 
examined how adults aged 20-30 handled impromptu gatherings and presented a 
design for a system called Gather. Gather lets people create new impromptu events 
and organize friends to go by managing voice, email, and IM notifications. Two key 
differences here are that WhisperMobile also allows browsing of nearby events and 
presents an actual system implementation as opposed to an interaction design. 

Web-Based Social Event Applications 
There are also several web-based tools for facilitating social events. Social 

networking sites like FaceBook and MySpace let people post and share events. There 
are also several other web sites that let people post and browse through public events, 
including craigslist, citysearch, zvents.com, eventful.com, going.com, sonicliving, 
upcoming.org, meetup, and thisishappening. Other sites are intended for a small group 
of friends, for example, renkoo, involver.com, and evite. There are also several sites 
for organizing meetings aimed primarily at the workplace. These include, for 
example, meetingwizard and meetwithapproval. 

WhisperMobile differs from these existing sites in that it focuses on supporting ad 
hoc near-term events. In contrast, most of the sites above are designed to support 
planned events and only for people at desktop computers.  

Taxonomy of Software Supporting Social Events 
We organized the related work above into a taxonomy (see Figure 1) based on the 

number of people who can see the event (x-axis) and the relative time before the event 
happens (y-axis). Items on the left side are typically systems that support public 
events, primarily web sites designed to let people browse through or search for events. 
Items on the right side are typically support private events that people are explicitly 
invited to. Items in the lower half support events that are planned several days or 
weeks in advance, whereas items in the upper half are used either to coordinate events 
as they happen or to organize ad hoc events. Not coincidentally, related work in the 
lower half are primarily web-based systems, whereas much of the related work in the 
upper half are mobile-based systems. 

Our focus with WhisperMobile is in the top-right corner, facilitating impromptu 
social events. Most of the mobile systems in the top-right corner are messaging 
systems, which can be used to help coordinate events but do not provide any explicit 
support for social events. As stated in the introduction, WhisperMobile has features 
for creating new impromptu events, finding nearby events created by others, and 
organizing friends to go to an event. 

 



 

3   Field Studies and Early Prototypes of WhisperMobile 

In this section, we present the results of our initial explorations into understanding 
social event software. This includes an early prototype, as well as interviews and 
surveys to understand the design space. These findings helped form the basis of the 
current design of WhisperMobile (presented in Section 5). 

3.1. First Iteration of WhisperMobile 

When we first started, our initial goal was to build a mobile location-based service 
that would make it easy to find nearby events. After quickly implementing and 
evaluating a prototype, we discovered that this was only useful in certain situations 
(e.g., when visiting a new city) or for certain kinds of events (e.g., garage sales). Early 
feedback from participants suggested that there was a large class of social events that 

 
Fig. 1. A taxonomy of software supporting social events. The x-axis describes the number of 
people the software is designed to support, while the y-axis describes the relative time scale 
for which the software was designed to be used (i.e., several days or weeks before the event, 
or as the event is actually happening). The three circles represent parts of the process that 
Whisper will eventually support. Our focus in this paper, with WhisperMobile, is on the top-
right corner. 



people wanted to go to with their friends. Participants also indicated that location was 
not a dominant factor in decisions to go to an event, contrary to our assumptions.  

As a result, we took a step back, focusing on supporting social events. We also set 
out to develop a web/mobile hybrid as well, with the web version providing a way of 
organizing people on the time scale of weeks and days, and the mobile version 
organizing people on hours and minutes.  

3.2. Formative User Studies 

In previous work [16], we conducted a series of interviews, field studies, and focus 
groups to understand how people manage events when mobile, looking specifically at 
impromptu events.1 This section recounts this work and expands it with more details, 
as well as presents some new results from additional field work.  

Contextual Inquiry and Retrospective Accounts 
We conducted three different kinds of contextual inquiries to understand how 

people planned events, how they informed others about these events, and how people 
chose what events to attend.  

The user group for the first contextual inquiry was graduate students across various 
disciplines at our university. We asked participants to notify us when they were about 
to plan an activity for later that day, so we could observe what they did, how they did 
it, and why they did it. While this technique was useful for gathering data on certain 
kinds of impromptu events, we could not directly observe users planning spur of the 
moment events. To address this, we did follow-up interviews with twelve individual 
participants, using directed story telling as a mechanism to elicit information. 

The user group for the second contextual inquiry was a group of 25 first-year 
masters’ students new to our university. Over the course of a month, we observed 
how the students informed each other about possible events through email and 
informal discussion, the content and location of events, and which people attended 
which events. In addition, we interviewed these students to understand the challenges 
they faced in either planning or attending the events. 

Finally, with their permission, we also observed individuals scheduling impromptu 
events during the evening (dinner, movies, bar meetups) and monitored how the 
events were planned and scheduled as well as what mobile devices were used. 

Focus Groups 
We also conducted a focus group with four participants in their twenties (also from 

our university), consisting of two graduate and two undergraduate students. Adopting 
a comic book style, we designed and presented three scenarios to illustrate how 
Whisper might be used, allowing them to comment on how Whisper would or would 
not support their event-going process. 

                                                           
1 These field studies were previously published as an extended abstract [16], which is 

considered a non-archival publication. We provide more details on that work and describe some 
follow-up work we have conducted since then. 
 



Surveys 
Finally, to confirm our qualitative findings from above across a larger, more 

diverse set of people, and to find new trends in practices, we conducted a web-based 
survey. There were 79 respondents, with an average age of 24.9. 96% of the people 
surveyed owned a mobile device.  

An interesting finding was that 88% of people used cell phones to call others as a 
means of informing people of an impromptu event. This evidence suggested to us that 
developing a mobile phone based application was a plausible approach. However, one 
common complaint from follow-up interviews with selected respondents was that 
mobile phones were limited to point-to-point contact, meaning that a person could 
only call one person at a time rather than communicating information to multiple 
people quickly. We also found that 84% of participants found it “important” to know 
who was attending these events in deciding whether to attend. 

3.3. Key Findings from Field Studies 

We present some key findings our field studies: 
·  Point-to-point contact is slow: For ad hoc events, the current practice of calling 

people is slow and tedious, since only person can be called at a time. Though this 
works for very small groups of people, it becomes increasingly difficult to 
coordinate and communicate with larger groups.  

·  “Meet and plan”: People mentioned that they would sometimes first get together 
before having a concrete idea of what to do. In such cases, the event activity (ex. 
dinner, bowling, movie etc.) and location are often negotiated and planned at the 
place the group meets up. This “meet and plan” was often initiated using a low-
bandwidth medium such as email, IM, or text messaging. People favored this 
approach in that it would not necessarily distract others, could be used to poll a 
large number of people to check their availability, and could also be used to 
determine if a person was available for a voice conversation. However, planning 
and negotiation often took place over a higher-bandwidth medium, for example 
phone calls or meeting in person.  

·  Cascading Effect: We also observed a “cascading-message” mechanism, where 
people would pass event information to a select group of friends and ask them to 
spread the information to more people. This mechanism was used to effectively 
communicate an event to a larger group.  

·  Role of Location Information: Originally, we thought location information would 
have a central role for events. However, from our user research, it seems that 
location plays only a supporting but useful role. For example, location 
information could be used to filter out polling messages for people that are too far 
away (i.e., messages that ask who is available for an event). Location information 
can also be used to coordinate people as they go to an event (to see who is lost, 
who is late, etc). Finally, location information can still be used to find events that 
are currently near a person, useful for groups that are interested in leaving one 
event and attending another. 



·  Privacy Issues: Thus far, there have not been any serious or unexpected privacy 
issues. Several users preferred being informed of impromptu events via SMS or 
e-mail because of the ability to ignore invitations and other messages without 
having to quickly come up with a socially acceptable excuse not to attend. 
Another issue is who should be notified of an event and who should not. 
However, no participant saw privacy as critical, suggesting that, unlike other 
ubicomp technologies, privacy will not be a major obstacle for adoption. 

4   USER SCENARIOS  

In this section, we present some scenarios describing how various features in the 
current version of WhisperMobile can be used.  

4.1. Checking for Nearby Events 

WhisperMobile lets users check for what events are physically nearby. This feature 
works by getting the user’s current location and matching against a database of 
events. As an example, suppose Alice is a tourist in downtown Manhattan and is 
interested in what is going on in the city today. Alice pulls up WhisperMobile on her 
cell phone (see Figure 2) and selects events that are “near me” (see Figure 3). She is 
then prompted for a ZIP code (also known as a postal code). After typing in her ZIP 
code, she sees a list of nearby events that are either starting soon or already in 
progress, with those closest to her displayed first in the list.  

In our current implementation of WhisperMobile, we use ZIP code rather than 
relying solely on GPS. The rationale here is that on some phones, GPS can be slow in 
acquiring one’s current location, leading to a poor user experience in retrieving 
nearby events. 

4.2. Checking for Invited Events and Events of Interest 

WhisperMobile also lets people view a list of events they have either been invited 
to or have explicitly stated some interest in. Users can be invited using either the web-
based version of Whisper or through the mobile version (described in more detail in 
Section 4.3). Users can also express interest in specific kinds of events using the 
Whisper web site, by explicitly marking an event, using keywords (e.g., “sports”), or 
setting preferred categories. These events are also filtered by distance (by default set 
to 50 miles) and are displayed in WhisperMobile under “My Events” (see Figure 4).  

As an example scenario, suppose one of Carol’s friends used the Whisper web site 
to invite her to watch a weekly episode of a television show later that evening. A few 
hours later, Carol was distracted at work and forgot about this event. Before she 
leaves work, she checks WhisperMobile and sees the event, reminding her to go.  



4.3. Creating and Sharing Events  

WhisperMobile also lets people create and share events with others (see Figure 7). 
For example, while walking home from a day of classes, Carol and Daniel decide to 
grab a bit to eat but do not want to leave their close friends out. Rather than calling up 
their friends one at a time, they simply post a private event and invite some of their 
friends. Their friends will be informed of the dinner arrangements, either through the 
WhisperMobile system (for those that use it) or through SMS (for those that do not). 

WhisperMobile also supports sharing of “discovered” events. For example, 
suppose Ben was using WhisperMobile to browse for what events were going on 
nearby, and saw an interesting seminar. Using WhisperMobile, he can also 
disseminate this event using this sharing feature. This facilitates the sharing by the 
“cascading-message” mechanism described earlier. 

 

 
Fig 3. The “Near me” screen shows a list 
of events near a ZIP code that is entered 
by the user  

 
Fig 2. The start screen for WhisperMobile. 
People can create new events, view events of 
interest (based on their preferences in the 
Whisper web profile), and find events near 
them. The text “2 new” next to “my events” 
signifies new events that a person has been 
invited to since last checking WhisperMobile. 

 

 
Fig 4. “My events” screen shows a list of 
upcoming events (subscribed on the web).  



4.4. Polling Friends to See Who Can Attend an Event  

WhisperMobile can also be used to poll a large number of people to check their 
availability and interest in going to an event. For example, on a weekend, Jennifer, a 
college student, plans to watch a movie later that evening. She wants to watch the 
movie with her friends, and so invites the whole group to the movie using 
WhisperMobile. Jennifer’s friends receive the event invitation, either through 
WhisperMobile or through an SMS message with the event details. Her friends can 
use WhisperMobile to confirm their status for the event (see Figure 5). 

Once the polling is done, Jennifer and her friends can see who is interested in 
going to the movie (see Figure 6) by choosing “who’s coming” under the event details 
(bottom-right of Figure 5). Now, Jennifer and her friends (who are interested in 
watching the movie) call each other and decide to meet up at a particular location and 
time, and discuss further plans. 
 

 
Fig 5. Users can set their status for the event, 
as “yes”, “no”, or “maybe”. 

 
Fig 6. People interested in going to the event 
can be viewed by choosing “who’s coming” 
(the link at the bottom right of Figure 5). 

5   DESIGN OF WHISPERMOBILE 

Here, we present WhisperMobile’s UI and design rationale in more detail. We have 
gone through three iterations of designing and evaluating WhisperMobile. This 
section presents the design of the third and current iteration, which was also used in 
the evaluation detailed in Section 7. 

5.1. Minimizing Text Input  

In earlier iterations of WhisperMobile, we had several text entry fields for letting 
people enter data about an event, for example the name, time, and a brief description 
of the event. However, informal feedback from several participants suggested that this 



was a tedious process, primarily because text input is slow and difficult on most 
mobile devices. We also saw that people tended not to scroll on long forms, leading 
people to miss information “below the fold”. 

Based on this feedback, we iterated on WhisperMobile’s user interface to eliminate 
scrolling. We also used three techniques to minimize the amount of text input 
required by users.  

The first technique is to let people choose entries from a customizable or recent list 
(see Figure 7b). We provide some default options for name, place, and time of the 
event that can be selected from a list. We also remember the most recently entered 
text. In many cases, this approach lets people use a joystick or directional pad rather 
than having to enter in text.  

The second technique is to minimize required fields, making additional details 
(such as a picture as shown in Figure 7c, voice annotation as shown in Figure 7d, 
street address, and a more detailed description) optional. Note that voice annotation 

 
(a) 

 
(b) 

 
(c) 

 
(d) 

  
(e) 

Figure 7. If a user chooses to create and add a new event to Whisper (see Figure 2), they are 
taken to the “create event” screen (a). WhisperMobile uses recent or customized list of location 
information to help facilitate text input (b). People can also add optional details, including taking 
a picture using the camera phone (c) and recording a short voice message (d). Finally, people can 
choose which groups of people or individual friends they want to share the event with (e). These 
techniques were all designed to minimize text input. 

 



was implemented in earlier prototypes of WhisperMobile, but was not included in the 
version used in the evaluation described in Section 7. 

The third technique is to limit the creation of new events to those that are in 
progress or happening on that same day. An alternative design would have allowed 
the creation of events several days in advance. We chose to include this constraint so 
that the current system date and time could be used instead of requiring users to enter 
in the date, and in some cases, the time of an event. Note that this constraint does not 
exist on the general Whisper web site. 

5.2. Incentives for Adding New Public Events 

While evaluating earlier versions of WhisperMobile, we realized that we needed 
more incentives for people to share events. A person already at an event often has 
little incentive to post that event to an Internet database because there would little 
gain for that individual. This observation led to the inclusion of a simple social 
networking feature to WhisperMobile, making it easy to notify friends about events 
(see Figure 7e). Our rationale was that people would be more likely to add a new 
event if they knew it would get more people to attend or if they also wanted their 
friends to enjoy the event. 

5.3. Supporting Non-WhisperMobile software users 

To support users without wireless Internet access, we also included SMS 
notification features in WhisperMobile. For example, event notification is done 
through an SMS message for users that do not use WhisperMobile. We have also 
designed it so that SMS can be used to poll and retrieve events by sending short 
commands to our SMS server, though this feature is not fully implemented and was 
not part of the user evaluation.  

There are pros and cons to using SMS versus using the WhisperMobile software. 
The primary advantage of SMS is that it is widely available on virtually every mobile 
phone today. On the other hand, the advantage of using the WhisperMobile software 
is that it 1) provides rich features like photo and voice, 2) makes it easy to choose 
groups of friends from the WhisperMobile GUI list rather than typing in or 
broadcasting to all friends, and 3) makes it easier to create events as it requires less 
text input as discussed earlier. Given that we wanted to avoid the critical mass 
problem, we opted for a hybrid strategy that would let users who could use 
WhisperMobile do so, while also including those that only used SMS. 

6   IMPLEMENTATION  

WhisperMobile is built on top of the Whisper web site. The Whisper web site is 
implemented as an Apache web server backed by a MySQL database. The Whisper 
web site provides simple REST-based APIs for clients, for example querying for 
nearby events or creating new events. WhisperMobile simply makes requests to these 



APIs. Where necessary, WhisperMobile requests can also contain information about 
one’s current location, in the form of GPS coordinates or postal code.  

Our architecture also supports SMS. Requests to the Whisper server can specify a 
text message and a list of phone numbers to send the message to. The message is then 
forwarded to an SMS server which distributes the text messages, saving the user from 
having to message all individuals whom they might want to invite. This approach also 
reduces the financial cost of individually messaging friends. We use clickatell.com as 
our SMS server.  

Our initial implementations of WhisperMobile were on GPS-enabled Motorola 
A780 phones, though we have since transitioned to GPS-enabled Nokia N95. 
Wireless networking is accomplished over a GPRS service. WhisperMobile is 
currently implemented as a Java midlet built with the Java wireless toolkit for J2ME 
2.5. Wherever possible, computation (e.g. complex queries) is handled on the server, 
to limit the strain placed on the handheld.  

7   EVALUATION  

Here, we present our evaluation of the third and current iteration of 
WhisperMobile. This evaluation consisted of three rounds of individual user tests and 
one round of freeform testing with a group of friends. The individual user tests were 
lab-based evaluations meant to assess usability as well as solicit feedback on the 
system. The group user tests were meant to assess usability as well as overall utility of 
the system in the field. 

7.1. Evaluation Setup 

For the individual user tests, we prepared a list of tasks that would cover essential 
system functions. Our goal was to see if the user was able to successfully finish the 
task within a reasonable time. We also observed how participants used the system to 
gain insights into problems with the user interface. 

For the freeform group testing, we recruited one group of five friends who usually 
planned events together. We gave four users Nokia N95 phones equipped with the 
WhisperMobile system along with basic instructions on how to use it. They used their 
existing SIM cards and phone accounts in the N95 phones. The fifth user used a 
CDMA phone and hence couldn’t use the Nokia 95 and hence the software, but did 
use SMS messaging and voice calls to communicate with the group. All user accounts 
and their social network were setup using the Whisper website. Participants were 
compensated $30 USD, which also covered any charges for wireless Internet access. 

This group evaluated WhisperMobile for three days over a weekend. At the end of 
this evaluation period, we got qualitative feedback by interviewing them in 30-minute 
sessions about their thoughts on the usefulness of the system as well as the usability 
of the user interface. Although the event polling and creation functionality of the 
system were tested, this evaluation did not cover the real usage of “near me” events, 
which would require an established community that would post events regularly.  

All our participants were graduate students from two local universities, some with 



and some without technical backgrounds. The age group of our participants ranged 
from 23 to 30 years. We chose this demographic for their familiarity with technology 
in general and their desire and ability to attend social events. 

7.3. Key Results  

During the evaluation period the group planned three events among themselves. They 
used WhisperMobile to communicate and poll within the group. Some issues that 
were elicited are explained as follows. 

·  Polling: All users indicated that the polling feature using SMS was very 
convenient for initiating the planning of an event and communicating it to their 
friends. However, to confirm and negotiate about decisions they still called each 
other and passed on the final event details by the cascading-mechanism described 
earlier. The practice prior to evaluation was that the group never used SMS 
messaging very often. As one user puts it, “It costs 15¢ for every message I 
receive or send. I wouldn’t want all my friends to spam me with messages.” On 
the other hand, several users liked how WhisperMobile used asynchronous 
communication, as it allowed people to ignore invites and not feel socially 
obligated to attend. 

·  User interface: Most users expressed that they liked the simple design of the user 
interface. One user said, “I like it because it’s simple, yet aesthetic.” Also, similar 
to our previous findings, the group was not comfortable with mobile phone text 
entry in general: “I hate typing on cell phones. I hardly use text messaging.” 
Commenting on WhisperMobile’s event creation interface, one user said: “It’s 
easy to enter information using a list of choices rather than typing it every time.” 
Regarding the listing of events, some of the users said they would prefer to 
browse for surrounding events by categories and not from an uncategorized 
listing. 

·  Viewing who is coming: Many users liked the idea of been able to view the status 
of other event participants, which help them to decide whether to participate. 

·  Obligation to reply with a reason: Some users felt that only a mere yes/no/maybe 
to communicate participation was not enough. One user said, “If I can’t go to an 
event, I would want to let my friend know why I can’t make it to the event.” 

·  Lightweight system preferred: Several users indicated that to communicate their 
event status, they would need to run the application and navigate to the event and 
then set their status. They found this a bit tedious. 

In general, all users found this service to be useful and interesting. People often 
used terms like "exciting", "great idea" or "interesting service" to describe the system. 
WhisperMobile also did help with some elements of planning impromptu events, but 
somewhat surprisingly to us did not help with the cascading effect. The findings for 
text messaging to share events was also mixed, though this feature may depend 
heavily on existing practices within a group as well as pricing issues. 

Given these findings, we are preparing another iteration of WhisperMobile as well 
as another round of evaluation with a larger groups of friends. 



8   CONCLUSIONS AND FUTURE WORK  

Mobile social systems present a great number of challenges as well as 
opportunities, in terms of coordination, communication, system design, and 
evaluation. In this paper, we helped expose some of these issues by presenting the 
design, implementation, and evaluation of WhisperMobile, a mobile social service for 
capturing, sharing, and finding impromptu social events. The design of 
WhisperMobile was informed by a series of field studies looking at how people 
organize themselves to go to social events. We also presented a taxonomy of software 
supporting social events.  

Our user evaluations showed that participants could easily use the system and had 
strong interest in using it. We are currently in the process of iterating on Whisper and 
WhisperMobile and preparing to deploy these systems to a larger community, to 
further evaluate usability and utility, and to shed more light on the design space of 
mobile social systems.  
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