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ABSTRACT 
Mobile access to the Internet is increasing but still dominated by 
early adopters. To attract more users, user experience of mobile 
Internet needs to be improved. This requires understanding 
better mobile users and usage contexts to identify the kinds of 
services that users will be ready to use.  In addition to increasing 
the attractiveness of services, successful user experience also 
requires improvements in devices and infrastructures such as 
networks, browsers and proxies and means to find situationally 
relevant services. This workshop calls developers and 
researchers of mobile Internet to exchange experiences and 
ideas how user experience of mobile Internet could be 
improved.   

Categories and Subject Descriptors 
H5.m. Information interfaces and presentation (e.g., HCI): 
Miscellaneous.  

General Terms 
Design, Human Factors, Standardization. 

Keywords 
Mobile Internet, user experience, user acceptance. 

1. INTRODUCTION 
Internet access on mobile devices changes the way the Internet 
is used. In addition to enabling mobile devices to access existing 
Internet content, mobilizing the Internet enables totally new 
kinds of Internet content and services. Mobile Internet services 
can be made very topical and personal, as they reach individual 

users almost anytime. Users can be provided with situationally 
relevant information and services by utilizing location and other 
contextual data. Mobile users may take an important role in 
uploading topical content to Web services. We have already 
seen the first steps into this direction in various social media 
applications. 
When thinking about the importance of Internet in the lives of 
younger generations, it seems inevitable that Internet use will 
extend on handheld devices that are available almost anytime, 
anywhere. When we asked market research companies (Gartner, 
Strategy Analytics, Jupiter Research, Ovum, IDC) to comment 
on the future prospects of mobile Internet, all of them stated that 
there is a definite trend of growth in Internet use on mobile 
devices. For example, Gartner estimates that by 2010, more than 
50% of cellular subscribers in the U.S. and Western Europe will 
access the Web on a mobile device at least once a week [3]. 
Internet usage on mobile devices has not been highly popular 
outside some Asian countries so far, however. Despite the 
significant usage numbers in Japan, only 12.6% of the users are 
very satisfied or satisfied with accessing Internet over a mobile 
device [1]. According to a market research in US, it is the lack 
of compelling experience that inhibits adoption of Internet 
services on cell phones today [7]. All this highlights the 
importance of improving mobile Internet user experience to 
extend the user population from early adopters to early majority. 
This workshop is a continuation to the first Mobile Internet User 
Experience (MIUX) workshop held in conjunction with Mobile 
HCI 2007 conference in Singapore (http://wiki.research.nokia. 
com/index.php/MobileInternetUX-2007). In that workshop we 
identified four aspects where mobile Internet user experience 
can be improved: understanding the users and usages of mobile 
Internet better, improving services, improving device hardware 
and software, and improving infrastructures such as 
connectivity, cost, service discovery, network proxies, 
guidelines and standards.  

To this workshop, we are inviting researchers and developers of 
mobile Internet to exchange experiences and ideas how user 
experience could be further improved. The scope covers both 
making the ordinary Internet services easier to use with mobile 
devices and designing Internet services specially for mobile use. 
We are seeking for experiences on user groups of different 
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mobile Internet services and experiences on usage practices of 
mobile Internet. We are looking for success and failure stories 
of the development of Internet services, devices, and software 
suitable for mobile use as well as experiences on enabling 
infrastructures such as guidelines, standards, proxies and 
connectivity solutions. Each position paper should state clearly 
how the user experience is affected by the described solution. 

2. SCOPE AND TERMINOLOGY  
By the term mobile Internet we mean using the Internet on 
mobile devices, excluding traditional laptop computers. Internet 
services may be specially designed for mobile use or users may 
access ordinary Internet services directly or via conversion and 
adaptation proxies [11]. Mobile Internet can be used with 
different handheld devices that utilize cellular or other network 
connections.   

We use the term service to cover both Internet applications and 
Web sites, although not all Web sites may be categorized as 
‘services’. Some services are used via the mobile browser on the 
mobile device (thin client solution), some services require a 
special software running on the mobile device (thick client 
solution). For example a push email application is a typical 
Internet application requiring a separate email application 
running on the device, whereas accessing a Webmail account 
via a mobile browser represents thin client solutions. 

Mobile Internet user experience is also affected by 
infrastructures such as wireless connections, proxies, and tools 
for service discovery. The infrastructure also includes standards 
and guidelines that support service providers in designing 
mobile friendly services and in labeling those services so that 
users can recognize them.  
User experience (UX) is a term that describes user’s feelings 
towards a specific product, system, or object during and after 
interacting with it. Various aspects influence the feelings, such 
as user’s expectations, the conditions in which the interaction 
takes place, and the system’s ability to serve user’s current 
needs. 

Different elements affect user experience. According to [4], the 
three main elements are user’s internal state, context of use, and 
the system being used. In the case of mobile Web browsing, the 
system consists of four main components: the device, the Web 
browser on the device, the network connection, and finally the 
Web sites [14] (Fig. 1,). All these system components may come 
from different parties, making it challenging to provide a 
seamless user experience. 

 
Figure 1. Elements affecting mobile browsing user 

experience [14] 
For this workshop, we need to broaden the Web browsing model 
of Figure 1 to cover also other types of Internet applications. 
Instead of the Web browser, there may be some other software 
on the device that handles data traffic between the device and 
the Internet, called client software. Similarly, in addition to 

plain Web sites, there is also other kind of data on the Internet to 
be transferred to the client software. Broadening the model of 
figure 1 to cover all mobile Internet use cases will be a topic for 
discussion in the workshop. 

3. Improving mobile Internet UX  
In this workshop, we discuss about improving the user 
experience of using the Internet on mobile devices. Of the UX 
elements in Figure 1, we can hardly affect the user or context, 
but different parties can improve the user experience of the 
different components on the system side. In this section, we 
discuss some of the ways we identified in the first workshop.  

3.1 Users and usage situations 
The key to delighting user experience is to understand the users 
and use situations of mobile Internet. Many people today do not 
see Internet usage on mobile devices interesting [7], so we need 
to study users and usage situations to understand why. 
With mobile Internet, the physical, social and temporal contexts 
affect the usage situation and the context may even change 
during the usage session. Mobile Internet should serve the two 
basic kinds of user needs, utilitarian and hedonic [2]. Mobile 
Internet should serve both people who are in a hurry and people 
who want to kill time. Example cases include 1) the user needs 
some information or function immediately and 2) the user looks 
for something to entertain him/herself to kill time [12].  
Users differ in their needs, wants, skills, and resources. For 
example, service developers tend to focus on consumer services, 
and professional users are often forgotten. User requirements for 
these two user groups may be quite different. Current mobile 
Internet users still represent early adopters. Early majority, the 
users of future mobile Internet, may be very different than the 
early adopters.     

3.2 Mobile Devices 
Although mobile devices are increasingly using common 
platforms and Web standards, there are still many variations in 
the devices. Basically handheld devices can be classified as 
mobile phones and PDAs (Personal Digital Assistant) although 
the difference between these is disappearing. User interfaces are 
different, display sizes, processing power and memory capacity 
vary. Mobile devices may be equipped with different add-on 
hardware and software e.g. for positioning, networking and user 
interaction.  The variety in mobile devices needs to be taken into 
account in service development but due to the large variety, the 
task is not easy.  
The role of Internet access with the devices vary as some 
devices are specially designed for Internet access whereas with 
other devices Internet access is only one function among other 
functions. Which kinds of devices should the services be 
designed for or is it possible to support both kinds of devices? 

3.3 Mobile Services 
An important decision regarding the implementation of 
individual services is whether to provide mobile users access to 
the existing Web service or whether to provide a separate 
mobile service. Services specially designed for mobile use can 
take into account the limitations of the mobile devices and 
networks. The services can even utilize contextual information 
such as location or tag-based information in the environment. 
With separate mobile services usability can be improved but 
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maintaining them may not be affordable for the service provider 
unless mobile usage is remarkable part of the usage.  
Compared to Internet services designed for desktops, mobile 
services may provide value to the users by utilizing three 
characteristics of mobile devices [8]. Firstly, the devices are 
typically always on, enabling services that keep users informed 
and connected to topical information. Secondly, the devices are 
personal, enabling services that provide personally selected 
information and functionalities. Thirdly, the devices are carried 
with, enabling services that utilize context data to provide 
situationally relevant information and functionalities.     

3.4 Infrastructures 
There are lots of different types of mobile devices and a vast 
amount of Internet services. Connecting these two ends and 
making each individual device to work well together with each 
individual service requires a delicate infrastructure. The 
elementary part of the infrastructure is the network that delivers 
the IP packages. Proxies and gateways can be used to optimize 
the Internet content for the different devices or even to different 
users.  
Mobile users need ways to differentiate mobile optimized and 
ordinary web sites. Content predictability can be supported e.g. 
by a specific domain name such as .mobi launched in 2006 [5]. 
W3C has developed the “mobileOK” trust mark that indicates 
mobile-friendly designed sites for the users [15]. These and 
other guidelines and standards assist in adopting best practices.  
The value of mobile Internet to the user is based on the wide 
selection of services rather than any one individual service [8].  
Service discovery in mobile contexts can be supported by 
portals that include selections of mobile-optimized services. In 
mobile use search needs improvements as currently inputting the 
search terms as well as going through the search results is often 
overwhelming to the user [10, 6]. Also context data can be 
utilized in search [9].  

4. CONCLUSIONS 
Mobile Internet has great potential in providing users with 
personal access to topical information and services. In most 
parts of the world, however, Internet on a mobile device is still 
used by early adopters only. In order to cross the chasm from 
early adopters to mass market [13], we need to improve mobile 
Internet user experience. 
User experience research of mobile Internet has mainly been 
carried out in the context of mobile services or techniques. In 
this workshop we would like to extend the focus and discuss the 
wide entity of issues that affect user experience of mobile 
Internet. Improving user experience will require multi-
disciplinary cooperation of different actors in the field.  Focus of 
the research has to be extended from individual services to 
service entities and infrastructures.   
We are calling developers and researchers of mobile Internet to 
exchange experiences and ideas on how user experience of 
mobile Internet could be improved. The contributions may be 
studies on users and usage contexts of mobile Internet, success 
of failure stories of the development of mobile services, or 
experiences on developing infrastructure level solutions needed 
for mobile Internet. We also welcome analyses on the factors 
affecting mobile internet user experience and the change that 
mobility will bring to the Internet. The workshop site with 

position papers is at http://wiki.research.nokia.com/index.php/ 
MIUX08. 
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