BETWEEN WORK AND LEISURE:
INTERACTIONS WITH PRODUCTS IN PUBLIC IDLE TIME

A THESIS SUBMITTED TO
THE GRADUATE SCHOOL OF NATURAL AND APPLIED SCIENCES
OF
MIDDLE EAST TECHNICAL UNIVERSITY

BY

YUNUS TUNCEL

IN PARTIAL FULFILLMENT OF THE REQUIREMENTS
FOR
THE DEGREE OF MASTER OF SCIENCE
IN
INDUSTRIAL DESIGN

SEPTEMBER 2015






Approval of the thesis:

BETWEEN WORK AND LEISURE:
INTERACTIONS WITH PRODUCTS IN PUBLIC IDLE TIME

submitted by YUNUS TUNCEL in partial fulfililment of the requirements for the
degree of Master of Science in Industrial Design Department, Middle East

Technical University by,

Prof. Dr. Giilbin Dural Unver
Dean, Graduate School of Natural and Applied Sciences

Prof. Dr. Giilay Hasdogan
Head of Department, Industrial Design

Assist. Prof. Dr. Harun Kaygan
Supervisor, Industrial Design Dept., METU

Examining Committee Members:

Assist. Prof. Dr. Naz Borekgi
Industrial Design Dept., METU

Assist. Prof. Dr. Harun Kaygan
Industrial Design Dept., METU

Assist. Prof. Dr. Cagla Dogan
Industrial Design Dept., METU

Assist. Prof. Dr. Giilsen Tore Yargin
Industrial Design Dept., METU

Assist. Prof. Dr. Ozlem Savas
Communication and Design Dept., Bilkent University

Date: September 9, 2015



I hereby declare that all information in this document has been obtained and
presented in accordance with academic rules and ethical conduct. I also declare
that, as required by these rules and conduct, I have fully cited and referenced all

material and results that are not original to this work.

Name, Last name : Yunus Tuncel

Signature



ABSTRACT

BETWEEN WORK AND LEISURE:
INTERACTIONS WITH PRODUCTS IN PUBLIC IDLE TIME

Yunus Tuncel
MS, Department of Industrial Design

Supervisor: Assist. Prof. Dr. Harun Kaygan

September 2015, 135 pages

Idle time and practices of it are a neglected area in design literature. While work and
leisure activities are shaped by laws and political regulations, idle time does not
constitute generally accepted practices. However, idle time activities can offer
individuals flexibility in their experiences in modern urban life. On the other hand, it
also generates times such as waiting moments and traveling time in between everyday
activities. In these moments, individuals use their own creativity by the help of
“mobile interfaces” to organize their involvement in social relations in unique ways.
The purpose of this thesis is to explore idle time activities to develop an understanding
about how individuals use idle time to experience their social lives in both physical

and virtual environments by using mobile interfaces.

The literature review of this study focuses on foundational concepts on everyday life,
psychogeography and symbolic interaction, by taking mobile interfaces and travel into
consideration in public idle times. For this purpose, observations in three different
public settings are made. Following that, cultural probe research is conducted to

explore what individuals take with them and what they observe in idle time. After



cultural probes, | conducted interviews with participants to have a detailed

information about what they had filled on the cards.

The thesis concludes with findings and insights on public idle time activities and their
interpretations with regard to social, incidental, symbolic and ubiquitous interactions.
Briefly, public idle time is framed as active social time in which individuals encounter
chance moments and they use their personal creativities to experience pleasant public

idle time.

Keywords: idle time, symbolic interaction, mobile interfaces, travel time
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IS VE DINLENCE ARASINDA:
KAMUSAL ALANDAKI BOS ZAMANDA URUNLERLE ETKILESIM

Yunus Tuncel
Yiiksek Lisans, Endiistri Uriinleri Tasarimi Boliimii

Tez Yoneticisi: Yrd. Do¢. Dr. Harun Kaygan

Eylil 2015, 135 sayfa

Bos zaman ve onunla alakali aktiviteler giinlilk yasam literatiiriinde ihmal edilen bir
alandir. Is ve dinlence aktiviteleri 6ngoriilebilir ve bigim verilmisken, bos zaman
tanimsiz ve kullanigsiz bir durum olusturmaktadir. Buna ragmen, bos zaman
aktiviteleri modern sehir hayatina orijinallik ve kisisellik sunabilir. Sehir hayati kendi
ritmini ve dongiisel akisini beraberinde getirirken, diger taraftan giinlilk yasam
aktivitelerinin arasinda bekleme anlar1 ve yolculuk gibi anlar da yaratmaktadir. Bunun
gibi durumlarda, bireyler kendi yaraticiliklarini tasmabilir arayiizler yardimiyla
kullanip sosyal iligkilere katilimlarin1 6zgiin sekillerde organize edebiliyorlar. Bu
baglamda, bu tezin amaci bos zaman aktivitelerini arastirip, insanlarin nasil bu anlarda
somut ve soyut cevrelerine uyum saglamak i¢in mobil arayiizleri kullandiginm

anlamaktir.

Tezdeki literatur incelemesi mobil araylzler ve etkilesimi g6z oniinde bulundurarak
giinliik hayat ve psikocografya konularindaki temel kavramlara odaklanmaktadir. Bu

calismada alan arastirmasi verilerini zenginlestirmek ve dogrulamak i¢in birden gok
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aragtirma yontemi seg¢ilmigtir. Alan arastirmasi igin, ii¢ farkli kamusal alanda

gbzlemler, derin kiiltiirel inceleme ve onu takip eden roportajlar yiirtitilmiistiir.

Tez kamusal alandaki bos zaman aktiviteleri ve bu aktivitelerin sosyal, rastlantisal,
sembolik ve ayn1 anda birden fazla yerde olan etkilesimleri iizerine bulgular ve

cikarimlarla tamamlanmaktadir.

Anahtar Kelimeler: bos zaman, sembolik etkilesim, mobil arayizler, yolculuk streci
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CHAPTER 1

INTRODUCTION

1.1. Background

Everyday life consists of the duality of work and leisure. They support and reproduce
each other. Roughly, work is strictly defined by working hours, rules and its discourse
whereas leisure is periodical unproductive time and it increases the amount of
ambiguous global activities such as family time and Sunday strolls (Lefebvre, 1991).
On a deeper level, leisure produces passive behaviors such as spectating and
consuming the served media. Designers take these activities in consideration to create
mainstream lifestyle concepts that mass production and mass consumption require.
On the other hand, leisure activities can also involve active creative attitudes such as
amateur photography (Lefebvre, 1991). Even if it is creative cultural leisure, it is
expected and planned thoroughly by individuals. People design their leisure time days

and even months ahead.

However, idle time is the third area in everyday life which is mostly neglected. Idle
time has generally constituted empty time or time in between meaningful activities
that are ascribed to work-leisure unity. By claiming this, public idle time activities
such as observing the crowd on a bench in downtown or traveling in the city by bus
are positioned in tentativeness and they are assumed unfruitful. However, people use
these times for socialization and relaxation, and such moments constitute a substantial
amount of our time. While doing so, they create their unique experiences

spontaneously.

What people carry in public idle time determines the experience. For example,
smartphones occupy an important time in our modern life. They can be easily carried

and they offer many functions that allow users to socialize and be informed any
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moment in idle time. Although smartphones are the most prominent example, there
are many other “mobile interfaces” that let individuals make use of such moments and
they can differ from tablet PCs to books or even windows of buses. The fact that idle
time is directly connected with the carried mobile objects makes it an intriguing area
to explore as a designer.

The challenge of working on idle time as a designer is that idle time activities have
not been extensively studied in design literature. Embracing the social implications of
it can raise awareness for designers on users’ practices in public idle time. Therefore,
one should investigate social aspects of idleness and idle time activities in order to
develop an understanding of it. Such understanding can provide knowledge on users
and their social practices. This study is about exploring which activities people
perform in public idle time and how social implications of these activities should be
interpreted in order to understand users more thoroughly. Specifically, questions
should focus on how people design their idle time, what they actually do, how they
interact with objects and how they interact with other people online and offline in idle

time.

Theories and concepts such as everyday life, Situationism, non-instrumental
interaction, symbolic interaction, geography, travel and mobile technologies are
included to create a framework on social implications of idle time activities. Rather
than mainly focusing on implications of UX and psychology, this study consists of
the inferences on social practices through public idle time activity itself because
focusing on activities and their relation to products instead of focusing on solely
material interaction or behavior can provide design discipline a unique understanding

on idle time.

1.2. Aim of the Study

The aim of the study is to build insights on public idle time activities by exploring

how individuals plan and experience these activities in social context.

To fulfill such aim, below questions establish the main research areas:
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e How is idle time positioned in everyday life?

e How do individuals manage, plan and experience their idle time?

e What are the social implications of public idle time?

e How do people use public idle time to socialize?

e How does idle time offer creative and unique experiences in everyday life?
e What are the implications of symbolic interaction in public idle time?

e Which products affect the public idle time experience?

e How are products related to public idle time activities?

1.3. Structure

This thesis starts with literature review and explores the theoretical background of the
study. After the literature chapter, it continues with the research design and presents
the methods and their justifications for the study. Then, the findings of the research
are presented and related with the literature. Finally, | summarize and discuss the key
insights derived from the study in conclusion.

Chapter 2 presents the theoretical background of the study. In this chapter, first |
briefly explain how idle time is positioned in everyday life literature by mentioning
rhythm and dynamics of everyday life. I then discuss the concept of “tactics” and how
it can be related to idle time. Next, | explain why and how situationists create a
political stance by arbitrary everyday choices and how such perspective could be
implemented to idle time. Then | review the theories on non-instrumental interaction
and symbolic interaction that both indicate practices that occur in idle time. Lastly, I
turn to specific examples and explain how mobile interfaces and specifically
smartphones are related to idle time in the literature, then I continue by reviewing how

traveling and “virtual travel” on ICTs are related to idle time activities.

Chapter 3 describes the research design. This chapter consists of four main sections
that are Preliminary Research, Participant Observations, Cultural Probe and Follow-
up Interviews. In preliminary research, | conducted semi-structures interviews with 2

participants. Participant Observations are the phase in which | observed people in 3
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different settings. Following that, | organized cultural probe research with 12
participants. | distributed envelopes that includes different types of cards to write and
draw what they take with them and what they do or see around them. Lastly, |
conducted follow-up interviews with 6 participants who attended cultural probe
session. | asked them to explain the situations on the cards and other public idle time
experiences. The detailed explanations of the sampling, data collection and data

analysis methods can be found at the beginning of Chapter 3.

Chapter 4 presents the findings of the fieldwork. The findings of each research stages
are related to each other and to the concepts in the literature. In the first section, |
exemplify and discuss how individuals arrange idle time in their daily lives. The
following section explains how observations and chance encounters shape the
experiences of people. Next, the findings on symbolic factors in social interactions
are discussed in reference to the concepts of the literature. In the last section, the
findings about the transition via mobile interfaces between virtual and physical realms

are presented and related to the relevant literature.

In Chapter 5, | conclude by presenting the insights on idle time activities developed
with the help of both fieldwork results and the concepts in the literature. Lastly, the

limitations of the study and possible further research suggestions are explained.



CHAPTER 2

LITERATURE REVIEW

2.1. Introduction

Public idle time is a broad subject that is fed by many disciplines. Especially in regard
to modernity in urban city life, idle time has been argued and elaborated by many
researchers. One should understand initially the difference between urban lives in pre-
industrial and post-industrial society. Modern society’s unit (time) has been regulated
due to work programs and the industrialization of modern daily life (Russell, 1935).
By the distinction of work and leisure, not only individuals’ working time but also
their leisure time has been predetermined. Therefore, there seems no real splitting line
of work and leisure as they circulate together due to the fact that they maintain and
reinforce each other after industrialization (de Certeau, 1984). Being a topic of last
two centuries, industrialization today goes beyond production and expands to all other
spaces of everyday urban life (Highmore, 2002).

Where does idleness fall into in the scope of work and leisure; production,
consumption and reproduction? Idleness has generally been related to laziness or lack
of activity, therefore of creativity. Leisure signifies “non-productive consumption of
time” (Veblen, 2005, p. 43). However, since the past, leisure class who is idler
comparing to working class, has maintained intellectual life, contributed to the
sciences and regulated social relations (Russell, 1935). Since they had more free time,
leisure class has been occupied by higher needs in Maslow’s hierarchy of needs
(1943). In Maslow’s hierarchy, biological and physiological needs that are at the
lowest step on hierarchy are mostly acquired by working. On the other hand, superior
needs on the hierarchy such as self-esteem and self-actualization, ergo creativity are

more on the leisure side. As creative leisure activities lead to critique of everyday,
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each individual in our modern times can perform their critique of everyday life
(Lefebvre, 1991). It is not rare anymore to see people using the latest technological
mediums on the market to reproduce their leisure time. The distinctions within classes
or socioeconomic characteristics interpenetrate each other in modern urban life in

public.

The aim of the thesis should be to define idle time as complex, intricate and open-
ended rather than trying to present concrete boundaries around it. The distinct
character of idle time is that it constitutes an ambiguous area to discover its own
unique aspects. Idle times in public have been studied mostly in sociology,
psychology and philosophy. Many professions ignore the potential of idle time in
public. Negative connotations of idleness cause it to be overlooked by product
designers as well. Consequently, in the time of idleness, what users do with products
remains a mystery. However, activities in public idle time contrarily could be
promising to designers once they are defined by the help of borrowed terms of other

professions and disciplines.

Psychogeography of Idle Time]

[Idle Time in Everyday Life

Online Dérive

PUBLIC
IDLE TIME

Non-instrumental Interaction Mobile Interfaces

[Interactions in Idle Time Products in Idle Timej

Symbolic Interaction Traveling and ICTs

Figure 2.1: Theoretical framework of the study



In this chapter, the topics of idle time in everyday life and how city and its
psychogeography are important in regard to idleness in everyday are discussed by
referring to the literature. Secondly, the theories of non-instrumental interaction and
symbolic interaction are overviewed to refer to interactions in public idle time. Later,
the use of mobile interfaces in idle time, act of traveling and communication
technologies are presented in relation to how public idle time and product interaction
come together. Moreover, public idle time and product interaction creates a
concurrence in digital and physical worlds based on the dynamics of sociality (Figure

2.1). At the end of this chapter, all topics are gathered in a brief conclusion.

2.2. Understanding the Idle
2.2.1. Public Idle Time in Everyday L.ife

In this section | review idle time by the help of concepts and discussions in the
literature on everyday life in which idle time is positioned in between work and
leisure. Before digging into the details of public and private, it is useful to briefly

define everyday life.

Everyday life consists of a sophisticated relationship of private and public spheres, it
not only includes domestic experiences but also mundane modes of work, travel and
leisure (Felski, 1999). Moran (2005) categorizes everyday life under four different
spaces: workspace, urban space, living space and “non-places”. He adds, apart from
workspace, urban leisure and living space, non-places are identified as obligatory

waiting places such as bus stops, buses, queues.

Felski (1999) states that everyday life is the blend of linearity and repetition. These
two have reciprocal dynamics between themselves and everyday life literature invites
us to perceive them as inseparable. Social time includes its own elements that are
cyclic and linear time. Cyclic time is related more to the law of nature as orbit of daily
life depends on the orbit of our world and the rest of the universe. Linear time, on the
other hand, is connected to cognitive reasoning and progressive knowledge (Lefebvre,

2002). Linear time is forward moving abstract time of modern industrial society;
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everyday life is, on the other hand, characterized by natural, circadian rhythms which
have changed little over the centuries (Lefebvre, 1991). As we see above, everyday

life consists of work, leisure and obligatory waiting.

As work, leisure and obligatory waiting such as travel and queuing constitute much
of our daily lives, how can one locate the idle time in everyday? Lefebvre (1991)
locates it as a third time in everyday life as “compulsion time” in which people have
to be in non-places and these non-places are generally associated with travel and
waiting times. The characteristic of idle time is that it dissolves in the cracks of
smoothly running modern everyday that seems to consist of work, travel and leisure.
Even though idle time is a distinct area by its characteristic, its practices can still be

understood in social context of everyday.

Felski (1999) discusses that our perception of space in daily experience is deeply
influenced by technology such as television, mobile phones and computers as we can
know about other places through cyber mediums. Products, more broadly time, in
modern urban life are generally pre-specified by lifestyle advertisements and
institutional rules. Certain ways of life are promoted and highlighted. Consequently,
pragmatism obscures the theory of choices and possibilities (Lefebvre, 2002).
Nevertheless, creativity surprises and the new stimulating ideas emerge from the
unpredictable, serendipitous moments that could be found in idle time. As Lefebvre
(2002) brings in, moment does not occur anywhere and anytime as it is a festival, yet
not a prodigy. It succeeds only when its intelligence brightens the everyday

mundaneness.

2.2.2. Reclaiming the City in Idle Time

After briefly comprehending the location of idle time in everyday life, | continue with
the implications of tactical creativity in idle time under this topic. De Certeau (1984)
mentions “strategies” and “tactics” in everyday. Strategies regulate our lives
according to laws and political decisions whereas tactics are based on individual

creativity and they are used to cleverly escape from strategies. Tactics are “clever



tricks of the ‘weak’ within the order established by the ‘strong’, an art of putting one
over on the adversary on his own turf, hunter’s trick, maneuverable, polymorph
mobilities, jubilant, poetic, and warlike discoveries” (de Certeau, 1984). Moreover,
making do and creativity are unable to be chased by contemplating work and leisure
because the possibility of tactical trajectories are overseen by the strategic nature of
predetermined rules (de Certeau, 1984).

In urban city life, individuals are mostly in hurry that they either work, travel or
actualize their spare time plans all swiftly. In these moments, which prevail most of
the urban daily life, one may find a little excitement in regard to the ways of
consuming. After all, Highmore (2002) claims that modern life is represented by
routine activities and organizing methods and that the non-everyday (exceptional) is
to be sought in the core of everyday activities. However, idle moments such as waiting
for a bus or a friend in public, or sitting in a café alone might be more promising for

creative individual experience.

The major difference between routine activities and exceptional activities is that in
the latter, one has the advantage of being creative more than in everyday life activities.
Non-everyday activities provides a privilege (tactics) to the user which cannot be
found in fixed rules of everyday. According to de Certeau (1984), tactic is nowhere:
hence this fact makes it mobile. Tactic’s mobility provides an exemption of pertaining

to transient possibilities of moments.

Nonetheless, Poster (2002) argues that deficiency of definitiveness of everyday time
does not necessarily cause an enlightenment of self and can cause individuals to obey
the dominancy of governing institutions. However, it might cause enlightening
observations about those very little times when consumers come up with yet another

tactic as well.

Tactics, or ruses of individuals, momentarily occur in a state of freewill and
consequently the right to experience the public environments occur, as well. Freedom
is habitually related to movement through public space (Felski, 1999). Although

Felski claims that routine activities of everyday are indispensable to get the most basic
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necessities done, otherwise it would be almost impossible to survive with constantly
questioning the fundamentals of modern life and trying to reinvent it; she also alleges
that habit is sneaky and should be criticized. On the other hand, where one should
look to be surprised and to discover the unique in everyday can be the creative public
time since it embodies nothing but ruses, behaves mostly as traverses which stay

heterogeneous to the system (de Certeau, 1984).

The city’s importance makes tactics even more alluring because everyone is expected
to use city streets, especially crowded downtown streets, as places to pass by as
quickly as possible. These places act as a distributor machine that deliver people to
different districts in the city. This distribution is strategic and totalizing in its discourse
(de Certeau, 1984). People distributed here are from many districts, therefore from
many different socio-economical classes and education levels. Only such places could
be an opportunity to face absurd encounters and apprehend a holistic understanding
of sociality in urban. It could be seen as the exaggerated version of any other place in
a city.

In summary, students may have to catch their first course in the morning, a man in a
suit has to be at the office at 8 a.m. and he is already late, a bus driver needs to be
agile on the most crowded road because the bus carries dozens of such people.
However, checking a text message from a classmate while waiting for a bus, waiting
for his coffee order in the “fastest” Starbucks in the world or using the time in red
light to get off the bus and check the tires and get back on the driver seat are probably
predictable to none of us. The main reason of it seems to be that the trajectory of
activities are oversimplified by its presentation since the quality in activities are reified
by the prominence of the trajectory itself (de Certeau, 1984). In other words, people
are exposed to others in public only in regard to symbolic value of what they do. Man
in the earlier example is a “persona”, therefore when we see such person in a coffee
shop, it is his suit that we give meaning to. He is indisputably a business man who is
in a hurry and that is correct in the context of such trajectory. Nevertheless, there

seems to be more to seek for.
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In this section, | tried to elaborate on everyday city life with the characteristics of
unpredictable tactical behaviors. | explain the literature of situationism in the next
section to make a detailed understanding on the unplanned side of public everyday
life.

2.2.3. Situationists’ Perspective and the Dérive

Situationists, who founded “Situationist International” in 1957 as a movement against
the post-Second World War period consumption practices and production of space in
cities related to it, see the city as a place in which Situationists seek to add everyday
activities or behaviors in an unexpected place or a time (Hartmann, 2003).
Psychogeography seeks to record emotional and behavioral consequences of certain

geographies on people.

Commodification in that sense is accentuated in Debord’s book “The Society of the
Spectacle” (2006) as a huge spectacle through which society and everything related
to it, such as art and education, are depoliticized. Situationists believed that the only
way to transform the everyday life to a better one is to subvert it and expose the
mechanism working behind it. For instance, the concept of urban transportation is
vitiated by hitchhiking interminably and without a destination all day long on streets
of Paris during a transportation strike (Debord, 1958). Their aim is to exaggerate the
ways and emotions that are attached to a certain activity or situation to draw attention

to the issues.

A situationist practice is “dérive”, which is an aimless wandering, a wandering that
seems aimless when composed to mainstream understanding of operation of things in
daily urban life, that embraces the spontaneity and serendipity of encounters and its
only aim is to turn the overt ways of production of space of the consumer society
inside out in order to raise awareness and create new emotions and experiences. The
motivation behind dérive is psychogeography, which could be defined as emotional
and behavioral traces that geographical environment leaves on individuals (Hartmann,
2003).
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“Online dérive” is an appropriation of dérive as in cities. With the latest inventions, a
new era which is called “cyberspace” has emerged. Hartmann (2003) adapts the
attributes of situationist perspective and introduces dérive into the cyberspace. With
the reference of dérive in the city, he defines cyberspace as “...a sphere full of constant
movement and chance encounters. It also suggests a mixture of public and private, of
impressions and/or engagements.” It is a space that infiltrates every other space and

time.

As in Situationists’ point of view, dérive forms a special kind of moving through the
space which shows similarities to Michel de Certeau’s “Walking in the City”
(Hartmann, 2003). Either it is web of architecture in a city or on the internet, taking a
detour and drifting by the flow of spontaneity could be the foundation of the
distinction between “opaque and blind” mobility in bustling city (de Certeau, 1984).
The former is the obvious that is visible in everyday rush whereas the latter is only
that which could probably be seen by individuals or groups like Situationists who seek

an alternative dimension to public sphere and daily life.

One can adapt the characteristics of “féte”, which means a festive celebration, from
the city to cyber space as an unplanned journey. The character of “systematic wander”
shows parallelism to online search unless it has an exact purpose (Hartmann, 2003).
Consequently, individuals in urban life do not only have public space as their activity
area, but a simultaneous cyber space which possesses all the other spaces in it, such
as public and private, on the go. They have the privilege of managing the spaces of

everyday life at any moment.

Just as in cities, the opportunities in cyber space seem borderless. Papacharissi (2002)
argues that internet access is a fruitful tool to participate in political debates, yet she
adds that shifting political discussions to a virtual medium excludes some groups who
do not have internet access at their disposal. On the contrary, she emphasizes that the

overbearing debate is shaped by a few.

However, it has been more than a decade since she highlighted that obstacle, and

internet access has transformed and has been embedded to mobile devices since then.
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Online situationist activity seems to have more privileges than ever before. Lately,
there emerged plenty of platforms such as social media webpages and online blogs in
which creativity of individuals take place with an instant contribution. Consequently,
depoliticized society as Debord (2006) explains could get rid of the drawbacks of
purposefully selected media exposure by political institutions and situationists
roaming online may have the opportunity to subvert “opaque” everyday life once

again.

From a situationist perspective, online dérive might be seen as the virtual alternative
to systematic wandering by creating an alternative geographical narrative. Although
Situationists’ point of view does not directly refer to being idle in public, idle time in
public has a similar characteristic that is both making use of seeing the physical and
virtual, which is especially valid for idle time, landscape as a situation from which
they might generate tactics. What should be emphasized here is that ruses of individual
are not only in the physical world, nor only in the virtual; but they are transitional

between them by the help of digital transfer of the information.

2.3. Interactions in Idle Time

From the perspective of seeing that subject consciousness is overrated in
contemporary environment, one could add de Certeau’s (1984) argument in which he
states that the statistical studies are sufficed with classification of material used by
consumers. Such use shows only the imposed ways of consumption of time and place.
However, the essence of tactics lies beneath the very activity of “making-do”. Hence,
dérive, either online or offline, could only be seen in the ways of interacting. It then
becomes inevitable to consider people’s interaction with objects and this
consideration leads to social interactions. One could then start examining the
peripheral concepts of interaction such as non-instrumental interaction and symbolic

interaction to have a grasp on spontaneity of everyday life.

Pragmatism disdains the fact that actions are dialectical, ergo disdains both

possibilities and risks of dialectic nature of everyday (Lefebvre, 2002). Why one needs
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to look at idle time is because mundane activities of work and leisure have already
been extensively studied and rediscovered many times in a pragmatic manner.
Therefore, it is intended here to separate idle time from work and leisure to lead up to
an understanding of being idle. We might, therefore, learn from a phenomenon which
is not politicized unlike work and leisure. Either it is hedonic or symbolic interaction,
practices in idle time could be promising for discovering new motivations and

meanings behind product use.
2.3.1. Non-instrumental Interaction

How to relate non-instrumental qualities of a product with idle time activities could
be seen confusing initially. In fact, the nature of idle time might lead researchers to
explore non-instrumental aspects of products because idle time activities possess the
potential of spontaneous creativity, serendipity and random encounter. Therefore,
researchers and designers could learn more about how user-product relationship

emerges and constitutes a meaningful whole.

Non-instrumental qualities could be defined as features that go further than pointing
out functions and aims of an interaction system (Mahlke, Lemke, & Thring, 2007).
According to Rafaeli and Vilnai-Yavetz (2004), there are three different aspects of
artefact analysis, which are instrumentality, aesthetics and symbolism. Mahlke et al.
(2007) distinguish aesthetics and symbolism from instrumentality in regard to non-
instrumental attributes. Aesthetics are related to sensual characteristics and hedonic
relations whereas symbolism refers to associated meanings that are elicited by the
product use. Desmet and Hekkert (2007) similarly framework product experience
under three main types, which are aesthetic experience, experience of meaning and
emotional experience. According to them, a product can look beautiful or sound good
and feel nice to touch, which all refer to aesthetic experience. They describe
experience of meaning by semantic and symbolic associations and emotional

experience by referring to emotion psychology, love, fear, desire and so on.

As seen above, non-instrumental aspects of a product are generally related to

aesthetics (visual, haptic and acoustic), hedonic qualities and symbolic indications in
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the literature. These aspects are also described as holistic which is mentioned as

symbolic, aesthetic and hedonic in the sense of UX (Hassenzahl & Tractinsky, 2006).

Hassenzahl and Tractinsky (2006) claim that UX is about technology that
accomplishes more than just instrumental need since its use is subjective, place and
time related, progressive and convoluted. They add that UX is an outcome of the

user’s inner state and context besides characteristics of the designed system.

Mahlke et al. (2007) ask participants to evaluate three different mobile phones
according to their non-instrumental attributes and try to find out how much these non-
instrumental qualities affect the general judgment of the products. The products were
similar in respect of their instrumental qualities. However, it was the judgments of
non-instrumental qualities that made a difference. These results provide insights about
the potential of non-instrumental qualities in product design (Mahlke, Lemke, &
Thiring, 2007).

In their article, Rafaeli and Vilnai-Yavetz (2004) work on emotional consequences of
three aspects of non-instrumental interaction. They collect data from experts by asking
explanations about instrumental, aesthetic and symbolic dimensions of an artefact. In
this study, the color of buses of a public transportation organization in Israel is the
artefact. Each aspect of the artefact is evaluated and commented by the experts in the
related field. For instance, aesthetics assessments are only allowed to be made by
designers and symbolism is asked to advertisers and company spokespersons.
Although it seems reasonable to let experts explain conscious motivations of
interaction strictly about their knowledge, the emotional consequences of an artefact’s
attribute may affect more than the experts. A designer could also have things to say
about symbolic and surely about instrumental characteristics of an artefact or a
system. Such sterile categorizations may cause a limited understanding of non-

instrumental qualities and uses of objects.

Non-instrumental interaction literature provides an understanding on how the
framework of user experience is created and which attributes are there when a

designer considers a user experience in general. Aesthetic, symbolic and instrumental

15



attributes of a product seem to be useful in evaluating everyday experience. Similarly,
when one thinks about the motivations behind idle time activities in which the users
benefit from their own creativity unlike in categorized and regulated work and leisure
activities and their social circumstances, there seems to be more to explore than non-

instrumental interaction.

2.3.2. Symbolic Interaction

Symbolic interaction theory interprets human as interactions. Human is nothing but
interactions. Therefore, symbolic interaction is everywhere in everyday life. It is a
way of perceiving all the interactions in the world. Consequently, symbolic interaction
is not specific to idle time. However, one of the aims of this thesis is to look for

interactions and activities in regard to symbolic interaction point of view.

Denzin (2004) summarizes symbolic interaction as the theory that provides a fruitful
understanding of action, meaning, intentions, affection, social structure and person;
and it is related to anthropology, sociology and psychology. Symbolic interactionism
takes its roots from social psychology and sociology. However, symbolic
interactionism favors meaning over factors unlike psychological and sociological
reasoning (Blumer, 1969). Meanings for things are bypassed and absorbed by the
presumed factors in psychology such as conscious or unconscious impulses,
perception and cognition, stimuli, attitudes etc. and in sociology such as norms,
values, group affiliation and status demand (Blumer, 1969). Blumer (1969) claims
that bypassing meaning by favoring the factors that form behavior neglects in the role
of meaning which is the fundamental agent that constitutes behavior according to

symbolic interactionists.

According to Blumer (1969), symbolic interaction relies on three basic presumptions.
The first one is that human beings act towards things around them in regard to the
meaning that things have for them. Secondly, these meanings are obtained from or

emanate out of the social interaction between individuals and their fellows. The third
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presumption is that these meanings are practiced and altered through explicative

mechanisms used by people in managing the things they come across.

Blumer (1969) emphasizes the distinction of symbolic interactionism as that it regards
meaning as a thing that emerges through the process of interaction between people.
As he remarks, “the meaning of a thing for a person grows out of the ways in which
other persons act toward the person with regard to the thing” (Blumer, 1969, p. 4).
Therefore, meanings are seen as social products that are shaped in the delineative

activities of human interactions (Blumer, 1969).

As it is clear from the statements above, symbolic interaction emerges from the
meaning. Individuals try to find meanings in their actions and social interactions.
According to Mead (1934), meaning which can affect people’s actions and which can
be also affected by them are modified through social interaction which is mostly
symbolic. Humans can become an object to themselves due to the symbolic interaction
which causes the emergence of “I” and “Me” at the same time. “I”” is how individuals
perceive their actions and “Me” refers to the perception of other’s opinions about what
is performed by the individual. This “I” and “Me”, according to Mead (1934), creates
“the Self” in social context. The Self is specific and unique for every particular
situation since the environment around the individual is shaped by uncountable
variables. This concept creates the Self as knower and the Self as known (Evans,
2012). The Self here is neither fixed nor permanent. It alters due to the context and

time by “internalizing the external world”.

According to Mead (1934), the individuals must enter their own experiences as object
or become an object to themselves in order to become aware of themselves and they
can do that only by perceiving their experiences as others perceive them, thus
awareness of the Self and self-interaction only occur by the means of social

interaction.

Participants of a social setting adapt their acts to existing acts in a particular condition
and mostly unconsciously influence others doing so (Blumer, 1969). Moreover,

experience on a symbolic interaction is an immense process in which people transform
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and maintain objects by attributing meanings to them (Blumer, 1969, p.12). Therefore,
it might seem reasonable to perceive the importance of objects as the tools to show
the intentions of the Self and to perceive intentions and interpretations of others as the
feedback of one’s existence (Blumer, 1969). Moreover, individuals do so by engaging
in a process of the conversation with themselves instead of an interaction of
psychological aspects (Blumer, 1969). It is the vital point to comprehend products and
design of those products in regard to their use and their symbolic connotations which
not only affect the environment but also affect the realization of the reciprocal

symbolic interaction between actors.

Symbolic interaction mainly focuses on the following topics: (1) human groups or
societies, (2) human being as an actor, (3) social interactions, (4) objects, (5) human
action and (6) the interdependence of lines of actions (Blumer, 1969). It then might
seem reasonable to assume the importance of objects in this kind of interaction since
in symbolic interaction people create a dialogue by using the messages transmitted

via objects on a symbolic level.

Recently the works in symbolic interactionism have been added to the studies in
anthropology, science studies etc. (Denzin, 2004). It was also later related to lives,
identities and social relationships. It is explained that symbolic interactionists devote
themselves to the study and analysis of how action is developed in the course of action,
when two or more agents that can be anything that establish a joint action by bringing
their distinct lines of action together voluntarily or involuntarily (Denzin, 2004).
These agents can be something pointed to or referred to such as a cloud, a book, a

banker, a ghost or people (Blumer, 1969).

Being different than other kinds of agents that perform action, human agents seem to
be directly strained by constitutional order. Given that this statement is the reason why
individuals’ actions are regulated, interactionists believe in asking “how” questions
instead of “why” (Denzin, 2004). Thus, it could be fair to say that asking how leads
to new inventions in both social relationships, interactions and science studies as it

shows similarities with saying that symbolic interactionism sees meanings as
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outcomes of social practices and achievements that are shaped in the course of

activities between people in interaction (Blumer, 1969).

2.3.3. Goffman’s Perspective on Symbolic Interaction

It is intended here to emphasize Goffman’s standpoint on symbolic interaction since
the concepts and explanations could provide a unique way of seeing symbolic
interaction aspects in its relationship to evaluation of product use and product design.
Some keywords that are used by him are elaborated more in research design.
However, Goffman’s work conduces with a substantial intensity to the theoretical
background of this study as well.

Regarding idle time, Goffman frequently uses the terms “civil inattention” and
“bystander” individual to describe a public setting in which people use their gestures
and facial expressions, or their voice and posture to tell something particular on
symbolic level to others in the setting (Goffman, 1963).

Civil inattention is that people in public setting gives enough visual awareness to
another that they appreciates the other person’s existence, and yet shows no particular

interest in constituting a particular interaction with that person.

Bystander is a kind of civil inattention on encounters rather than individuals.
Bystanders has the apathy of not engaging in an event and to stay as spectators by
showing they are occupied by other thing. Individuals put their bodies in use as objects
while doing so. They cover their eyes and mouths (Goffman, 1963, 1979) and they
stare at some specific point or even whistle and beat time with their feet to show that

they are not engaged in the event.

Indications of “having no purpose” in public are shaped by social rules. However,
either for civil inattention or bystander, individuals cover having no purpose or avoid

encounters with an acceptable visible activity. Goffman (1963) states:

Certain minimal ‘recreational’ activities are also used as covers for
disengagement, as in the case of ‘fishing’ off river banks where it is
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guaranteed that no fish will disturb one's reverie, or ‘getting a tan’ on the
beach—activity that shields reverie or sleep, although, as with hoboes'
lolling, a special uniform may have to be worn, which proclaims and
institutionalizes this relative inactivity. As might be expected, when the
context firmly provides a dominant involvement that is outside the
situation, as when riding in a train or airplane, then gazing out the window,
or reverie, or sleeping may be quite permissible.

Goffman (1969) brings the term “backstage”. Backstage is where performers elude
themselves from the presence of audience and they act out of their character of social
interactions. Backstage gives the freedom of acting according to the motivations that
are seen inappropriate and not welcomed in front of audience. In accordance with
social interaction and presentation of the Self, backstage is where individuals do not
need to present themselves to others.

Other times in regard to symbolic interaction, they use products as in their function,
their form, their material features, and their hedonic properties. The more material
world gets around people living in urban and the more digital they become by the
collective unity of their bodies and gadgets, the more designers may need to look into

the role of products in symbolic interaction.

2.4. Products Used in Public Idle Time

After analyzing concepts about social public settings and behaviors in urban life, it
seems necessary to connect them to objects, since practices with objects are not
identified by commercial media, in other words not by the product itself, but the
unique ways of using that sit in the gap between consumer and the way it is expected
to be consumed (de Certeau, 1984). Highmore (2002) lays stress on unique and
successful career of British detective Sherlock Holmes whose adventures has been
subject to many stories, novels and TV shows. Highmore claims that investigating
crime acts in Sherlock Holmes narratives is to look for the stories of the interaction

with everyday objects which tell about the exceptional sides of their use.
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In the next two sections, products that are used in idle time in public are examined
through the social consequences of their use in urban public space. While doing so,
mobile interfaces that shape the pace and certain social characteristics of the urban

life is mentioned.

2.4.1. Smartphone / Mobile Interfaces

Sheller (2004) argues that there is a strong potential in scrutinizing the complex nature
of the interrelationship between mobile communication, people and physical space.
Empirical inquiry points out that the use of mobile technologies, particularly
smartphones, continuously alters the prescriptive social codes by simultaneously

causing both a sense of freedom and alienation (Hatuka & Toch, 2014).

When moving through the public places, the users find themselves in linked spheres
such as a text message that has just been sent by a friend, tasks related to work, social
networks, phone conversations and the physical interactions around the individual
(Hatuka & Toch, 2014). The common questions among urban studies, media studies
and sociology are how the overlapped aspects of urban public environment affect the
interactions in the physical space and how these converging spheres at the same time
produce behavior in public space (Hatuka & Toch, 2014). In the following part, |
explain how mobile technology and especially mobile phones in urban life are

discussed in the latter sections of the literature review.

It has long been argued that with the substantial expansion of cities, public spaces
have become more ephemeral and detached and what is left behind in urban life is a
symbolic level of interaction (Madanipour, 2010: 5; Sennett, 1992). However, it does
not necessarily refer to negative consequences. For example, de Souza e Silva and
Frith (2012) are keen on seeing things on more constructive side. They examine the
socio-spatial changes of modern urban life by outlining the importance of location-
aware devices within the relation of mobile interfaces. These location-aware
technologies do not only permeate information but also modify relations of

communicating and the places in which social interaction takes place by working as
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the tools of symbolic interaction (de Souza e Silva & Frith, 2012). Nevertheless, I first
discuss the negative social effects of mobile phones on the public spaces. Later, |
move on with the favorable consequences of smartphones and mobile technology in

general.

2.4.1.1 Negative Social Aspects of Mobile Communication Technologies

Hoflich (2006) sees the mobile phone as an incongruous technology which pervades
the public by private occupations. The mobile phone use in public causes the two
spheres (public and private) to interpenetrate each other and in a public setting which
involves mobile phone, users are prone to giving priority to their phone interactions
rather than to collocated others around them (Hoflich, 2006). These collocated others
temporarily feel estranged in public which may result in more vulnerable and alone
situation (Humphreys, 2005). This may lead to a “bubbled” private or “parochial”
circumstance in which the individual closes the interaction with physical environment
partially or completely for a while (Lofland, 1998, p. 12). Hampton et al. (2010) state
that these spatially virtual bubbles of parochial interaction in public space diminish
the chance of mobile phone users interacting with strangers or vice versa. They claim
that the situational absence and physical presence that are happening at about the same
time decreases the number of individuals available for interaction in the public setting.
When one thinks about the social characteristics of the public realm, the situation
above leads to be people who are not participating in interactions and therefore,
mobile phone alters the aspects of urban public places for all individuals in such

places, not only for its users (Hampton, Livio, & Goulet, 2010).

Some important terms that are related to the situations above should be referred here
before moving on. One is parochial realm or semipublic which means a setting that is
neither private nor public as it always take place in between them. Lofland (1998)
emphasizes its importance by establishing the fact that many public areas are actually

not very public, but also not private, due to the mobile interfaces.
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“Absent presence” is a term that Gergen (2002) came up with when he examines the
sociocultural impact of mobile phone use. He interprets the term by giving the
example of a social setting with close ones that an individual enters and finds herself
in a situation in which colleagues, friends or family members are occupied by their
mobile interfaces such as computer, mobile phone, TV and even a book. They
acknowledge your existence but are still unwilling to show a specific attention. They
are present in that place with that person, yet simultaneously mentally far away and

absent. It is the condition of absent presence (Gergen, 2002).

Putnam (2000) comes up with the term “thin trust” when he sheds light on the trust to
other people in a social setting. It does not necessarily have to be a public setting, still
he claims that there are different kinds of degrees of trust. “Thick trust” is the one we
have for our close acquaintances and thin trust on the other hand, is the one we have

to “the generalized other” which surfaces in public or sometimes parochial realm.

Lastly, “blase” attitude is a term Simmel (as cited in de Souza e Silva & Frith, 2012)
first introduced. He claims that with the dramatic increase of external stimuli in urban
space, individuals needed to develop an attitude so that they are able to selectively

pay attention to their surroundings.

Absent presence, thin trust and blasé attitude show similarity to Goffman’s (1963)
civil inattention. In all of them, there is an individual in a public or parochial setting
who manages the exposure and availability to interactions with environment. Those
people sometimes clearly show that they are not interested in serendipitous encounters
and interactions in public setting and sometimes they do that unwittingly when they
really feel that the thing they are occupied with the mobile interface is worth more
attention than the things or people around them in public (de Souza e Silva & Frith,
2012).

A similar situation is called “portable-personal territory” by Hatuka and Toch (2014).
It is a personal space in which individuals manage a multifaceted set of spatial and
social relations. However, instead of emphasizing this only as an individual’s isolation

from spatial space, the authors also intend to interpret it as a benefit of mobile
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technologies which strengthens the resilience of a person in public. Normative
constraints that are attached to the place are neutralized by new possibilities of
technology, thus creating new possibilities in social space (Hatuka & Toch, 2014).
Likewise, de Souza e Silva and Frith (2012) lay stress on that people establish new
ways of relationships with places with the new mobile interfaces rather than isolating

themselves.

People’s occupations with mobile interfaces emancipate them in the way in which
they tackle feeling socially defenseless and vulnerable, and use self-defense agencies
to justify their solitary existence (Humphreys, 2005). However, the use of mobile
technologies can affect bilaterally even though individuals can escape from feeling
estranged to the environment. They can also sometimes isolate themselves from the
physical space voluntarily to avoid encounters which may cause discomfort to the
individual (Goffman, 1963; Humphreys, 2005; de Souza e Silva & Frith, 2012; Guo,
Derian, & Zhao, 2014).

Humphreys (2005) focuses on the call on cellphones and how it changes the social
causes and consequences. He states that cellphones, like any other wireless
technology, can privatize and publicize. For example a cellphone user can publicize
their private information by sharing it in the physical environment or privatize it by
shielding their virtual and physical zone temporarily. However, it is suggested that
even though telecommunication technologies allow people to connect to the distant,
it would be an understatement to claim that such technologies make near connections

insignificant (Humphreys, 2010).

According to Hampton et al. (2010), interpersonal impact of the public sphere has
diminished in last two decades and a privatized public has replaced the former. He
argues that the personal networks of individuals have been the center of the public
realm as they become more intimate and closed and the urban control mechanisms
consolidated the effect of mass media. It is also suggested that personalized mass
media in public could be used for reclaiming the characteristics of public in a new
way (de Souza e Silva & Frith, 2012).
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In empirical studies, it has been found that although places such as streets, public
parks, cafes are places in which people think of as refuge from their families or
household responsibilities for some time (Hampton & Gupta, 2008), when online and
offline communication are combined, the number of companions that Wi-Fi users stay
connected to in public spaces is extreme (Hampton, Livio, & Goulet, 2010). It has
also been found by Hampton et al. (2010) that Wi-Fi internet users shelter themselves
in public and look for a less active and less populated space and because of the “heads-
down” posture of the use of such technologies, users are less attentive to their

surroundings.

When Wi-Fi internet, mobile phone conversation, book and music player users are
compared according to their attentiveness to environment in public, it has been found
that Wi-Fi users are less aware of the surrounding stimuli compared to book or music
player users, but more attentive than people who are having mobile phone
conversations (Hampton, Livio, & Goulet, 2010). Similarly, with participant
observation and surveys, Hatuka and Toch (2014) find that the sense of privacy in
public is higher for smartphone users comparing to that of mobile phone users and
their findings also support that the level of being bothered by others in public is less
for smartphone users along with less chance of hard-copy reading, resting or talking
with friends. Conversely, serendipity or chance of random encounters of wireless
internet users shows similarities to that of book and higher than observations of those
who are using mobile phone or portable music player (Hampton, Livio, & Goulet,
2010).

These show that smartphone use, although not as much as portable music players and
mobile phones, decreases social attachments in physical space. However, the decrease
of attention in physical space can lead to focusing on virtual or digital space for a
while to find a connection to physical space again as some scholars emphasize.
Although the existence of mobile technologies seem to decrease the amount of social
relations in public, it is discussed how mobile technologies affect social engagement

in public positively in the next section.
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2.4.1.2 Positive Social Aspects of Mobile Communication Technologies

Humphreys (2010) claims that mobile networks eliminate some of the obstacles of
social interaction with others in public. One of the first examples of such technologies
was Dodgeball (an application for smartphones) by Google, which lets people find an
attachment to their physical space by informing users about which acquaintances are
around and available for a cup of coffee (Humphreys, 2010). Although it was not used
extensively for smartphones since the application simply sends a text message to the
acquaintances automatically, it has been an inspiration to many applications on
smartphones (Humphreys, 2010). In his article, Humphreys (2010) suggests that
applications like Dodgeball encourage individuals for establishing and managing
public and parochial space according to their will. Subsequent to that, Humphreys
offers other uses of mobile social networks such as avoiding the particular people or
locations and it consequently changes the individuals’ trajectories and the city

experience.

“Swarm” is another popular application on smart phones which is used to check-in at
a place to let acquaintances know where the user is and to get information about places
such as which food is good and what to do there in general. Such applications allow
people to combine private and public, digital and physical.

Humphreys (2010) opposes to the idea that mobile social networks privatizes the
public. Instead he clearly points out that such networks allow people to adjust the
amount of familiarity to physical and virtual spaces and possess the control of the shift

between them.

Claims of de Souza e Silva and Frith (2012) show similarities in regard to the
emancipation that mobile social networks or more generally mobile interfaces
provide. Individuals coordinate the economy of their attention that simultaneously
distances them from and approximates them to public space rather than completely
isolating themselves from their physical environment (de Souza e Silva & Frith,
2012). They claim that it would be beneficial and constructive to see the use of mobile

interfaces as interfaces to public space rather than withdrawal and detachment from
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it. This approach allows researchers to precisely understand and interpret why and
how individuals use mobile interfaces in public space (de Souza e Silva & Frith,
2012).

Mobile interfaces help arranging the involvement in a public place according to the
individual’s motivations. Mobile interface use can provide both more involvement
and more isolation. For example, Goffman (1963) emphasizes the fact that waiting
rooms, club cars, trains and airplanes all have magazines, newspapers which let people
show minimal involvement to the physical space by disclosing the fact that individuals
occasionally may want to avoid dealing with the other people and purposefully isolate
themselves from the place in which they are not familiar with.

Even though sense are intendedly closed on purpose in some examples, De Souza e
Silva and Frith (2012) emphasizes that the actors in situations where they use the
mobile interfaces as social tools do not completely withdraw their attention neither
from physical nor from virtual, but rather adjust it between being completely in
physical or completely in virtual space. They go on by claiming that book, newspaper,
portable music player, mobile phones cannot occupy every sense of an individual. For
example, a reader, either on a book or smartphone screen, directs the visual senses to
that particular mobile interface. However, haptic, aural and olfactory senses are still
directed to the physical environment (de Souza e Silva & Frith, 2012).

As it is clearly stated in their book, de Souza e Silva and Frith (2012) profess that the
visual sense is the easiest to control in public space as wherever people look they
always see what they want. Contrarily, the auditory sense is the hardest to control

unless the individual uses earphones.

As a new mobile interface back in 1979, Sony Walkman’s thrust in the market was
seen as freedom to youth because they were able to bring their music wherever they
go and even more than books and newspapers, Walkman was a strong tool for
individuals to control the involvement in public and auditory experience of their
trajectory (Bull, 2000). As de Souza e Silva and Frith (2012) state, we cannot totally

control whom we sit next to in a bus, in a train or on a bench in downtown, but we do
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control what we are listening to in such situations regardless of who or what is around
us with the invention of portable music players. Acoustic aspect of smartphones is
only one function that approximates the experience as Hatuka and Toch (2014)
observes and contemporary mobile technologies provide the ability of participating in
multiple spheres simultaneously (see also Sen, 2014 on how users manage multiple

spheres by using earphones).

Mobile interfaces described here only add another layer to our appropriation to the
experience of space and it is not ignorable that these layers alter the characteristics of
public space, but such technologies do not somehow upset spaces and contaminate
our senses in public spaces (de Souza e Silva & Frith, 2012).

In summary, mobile interfaces and especially smart phones alter the characteristics of
how people arrange the public-private balance in urban public environments. Users
are able to adjust their level of participation in a public sphere with the chosen senses
while being occupied in a virtual realm on smartphones or other mobile interfaces.
These tactical behaviors let us isolate ourselves properly in an urban setting. Mobile
interfaces offer a totally different realm meanwhile, a virtual realm in which social
connections and meanings are adapted and reconstructed. In the next section, | focus

on this aspect of mobile interfaces.

2.4.2. Act of Traveling and ICTs

Mentioning Dérive, Symbolic Interaction and Mobile Interfaces in the previous
sections, the relationship between ICTs and travel exemplifies the topics in the
previous sections and it presents a vast amount of literature that is related to them.
Traveling is inseparable from ICTs within the context of this study. However, one
should not understand only physical travel when travelling is mentioned here. There
are different kinds of traveling in the literature that refer to different aspects of modern

urban life.
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2.4.2.1 Types of Travel

As Urry (2007) claims, there are different kinds of travel. “Corporeal travel”, physical
travel of bodies as we know it, and “virtual travel” are the two important subtopics of
his mobility study. Urry (2002) foreshadows the implications of distinction between
kinds of travel in his earlier article by stating that virtual travel provided by
information technologies will not completely replace corporeal travel. He adds that
the co-presence of virtual and corporeal travel provides the fundamental richness to
social life. It is also discussed by Urry (2002) that, nevertheless, virtual travel seems
to modify the nature of co-presence by reintroducing present and absent (see also
Gergen 2002), near and far. Additionally, nearness is not a phenomenon that is only
created by communication between individuals but also in relations between the

individual and the technology itself (de Lange, 2009).

Lyons and Urry (2005) state that knowledge had been fixed to specific places and
embodied in certain minds before the virtual mobility emancipated it, and they add
that information is everywhere and nowhere now. Although information is not
anymore bounded by place in the modern digital era, virtual travel does not constitute
a replacement of corporeal travel in regard to information. It is clearly shown that
amount of corporeal travel does not subside with the increasing amount of virtual
travel (Aguilera, Guillot, & Rallet, 2012; Urry, 2002). In other words, virtual travel is
not a direct alternative to physical travel, but complementary to it. In fact, the rate of
corporeal travel is even augmented in direct proportion to virtual travel (Urry, 2002,
2004; Aguilera, Guillot, & Rallet, 2012). However, there are opposing comments
about that there should be a change in amount of corporeal travel after the gradually

increased virtual travel.

2.4.2.2 Multitasking

Kenyon and Lyons (2007) claim that with the help of multitasking and with less
dependence on physical presence, virtual mobility may reduce the amount of physical

mobility by lessening congestion and environmental damage. Kenyon and Lyons
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(2007) assert that internet use provides the mobility of activities, places and
information instead of the mobility of individuals, thus it can allow multiple activities,
both virtual and physical, to exist at a single location. They add to it by stating that
individuals are able to use more than 24 hours in a day and it is possible to create more
time in a day by multitasking. Kenyon and Lyons (2007) claim that multitasking has
important roles on the study of travel and internet use (see also Aguilera, Guillot, &
Rallet, 2012). According to them, not giving importance to key activities in
multitasking can lead to overlooking the everyday activity behavior, ergo to neglected

motivations of travel.

Kenyon and Lyons (2007) then ask significant questions that can relate to designers
and design researchers, such as “What are the fundamental attributes of an activity
that are relevant in understanding the appropriateness of activities, whether online and
offline, for multitasking? Which combinations of activities work well together, which
do not — and why?” They relate the questions about multitasking to examples. For
instance, offline grocery shopping requires active presence at the location, which in
this case a grocery shop. However, online grocery shopping can take place at home
while preparing meal (see also Kwan, 2007). Besides, according to Kenyon and Lyons
(2007), online grocery shopping does not require full continuous attention and
consists of usually intermittent moments of attention. Therefore, the availability of
discontinuous engagement may be the key aspect of multitasking (Kenyon and Lyons,
2007). Guo et al. (2014) similarly state that using smart devices enables passengers to
multitask and create a chance for serendipity, either online or offline.

The interpretation of Line et al. (2011) correlates with the above example as they state
that information and communication technologies (ICTs) not only enable individuals
to deal with the uncertainties in activity and travel scheduling but also enhance the
fluidity of everyday time-space coordination. Similarly, Sheller (2004) indicates that
mobile technologies reshape the experience not only of travel but also of public
spaces. A supporting claim is that public social life composes of intermittent

experiences of fleeting encounters and temporary impressions (Simmel, 1997).
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2.4.2.3 Ubiquitous Presence

Findings of Line et al. (2011) show that ICTs eliminate the need to be physically co-
present, and the presence and proximity can also be felt virtually. For example, Line
et al. (2011) mention a friend of one of the participants who had been attacked while
walking home and advised by police to act like talking on the phone to keep danger
away. This shows similarities with the symbolic indicators as Goffman (1963)
mentions. Safety-related topics associated to mobile phones are also valid for
children’s safety at a distance for mothers (Line, Jain, & Lyons, 2011). Additionally,
the pervasive nature of ICTs allows the juggling of the social roles in time-space
continuity (Line, Jain, & Lyons, 2011; Couclelis 2009).

2.4.2.4 Travel Time Use

Lyons and Urry (2005) state in their paper that the borders between travel time and
activity time are more and more blurred (see also Aguilera, Guillot, & Rallet, 2012)
as many people use travel time as activity time and the cost of travel time is decreased
because of it (see also Line, Jain, & Lyons, 2011). Rather than referring to economic
implications, they imply the importance of travel time use for social occupations at

the level of individual.

On the other hand, economic implications are clearly highlighted and the benefit of
“travel time use” for work related topics are mentioned in the article of Jain and Lyons
(2008). Travel time is interpreted by Jain and Lyons (2008) as gift rather than a burden
with the help of the theory of “gift relationships”. They state that when social

relationships require co-presence, time is a value of the gift-exchange by individuals.

Jain and Lyons (2008) aim to categorize the travel time as a gift by trying to
understand “the interaction between the travel infrastructure mobile object and the
traveler in the ‘crafting’ of the journey experience.” According to them, activities
during travel time should not be understated to the level of just killing or filling time.
The individual and monetary burden of vast time spent during transportation is thus

converted into a chance to multitask (Jain & Lyons, 2008).
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Time spent during travel has been portrayed as burden or loss of time in the past, thus
transport policies have always sought to diminish travel hours and tried to increase
the travel speed and the time spent during travel has always been seen unproductive
time by employers (Jain & Lyons, 2008). Additionally, if one interprets travel time
consisting of different stages such as setting out, waiting and being on the move; then
the prevalent focus on speed (see also Virilio, 2006) is challenged by economy of time
in modern life (Jain, 2009). Moreover, individual should be able to easily carry their

belongings and stay functional during journeys to truly make travel time useful.

About the harmony of things and passengers during a journey, Watts and Urry (2008)
discovered that the belongings such as laptop, book, mobile phone, pens and the body
of the self, constitutes the passenger and they must move all together since all the
objects accompanying are extensions of the body. Therefore, they draw attention upon
the importance of the spatial configuration and creating one’s own space during the
journey. They state that ethnography shows the significance of affordance in travel to
become aware of the benefits of travel time, yet to make changes in the experience it
requires policy makers to shift the modelling of the passenger in an attempt to include
the materiality of travel (Watts & Urry, 2008).

Watts and Urry (2008) state that facilities such as Wi-Fi networks, power sockets and
meeting infrastructures for constructing a work space on the go is important at some
level (see also Kwan, 2007; Watts & Lyons, 2010). However, they warn against seeing

travel space as only work space by oversimplification.

As stated above, travel time is not necessarily attached to work-related concerns or
transport economies (see Watts & Lyons, 2010), it could be seen as a gift to maintain
social networks as well (Jain & Lyons, 2008). According to Jain and Lyons (2008),
journey could be reconsidered as the time to relax, read, to make phone calls which
may be beneficial for both traveler and for people in their social network.

If we are unable to make sense out of what travelers are doing, we cannot fully
understand the reasons behind the use of virtual mobility as a tool of connection

(Kenyon & Lyons, 2007). For this very reason, Guo et al. (2014) conduct a study in
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Vancouver, Canada with both observations and surveys and they found that the most
common multitasking activities in buses and at bus stops are (1) idling-listening, (2)
listening-writing digital, (3) listening-reading hard copy and (4) listening-reading
digital.

It cannot be said that passengers are always doing nothing while traveling, and even
so, the so-called inactivity has a value for them (Russell et al., 2011). People can
sometimes seek for a longer trip so that they have enough time to listen to music, relax
and read or just window gazing and daydreaming (Jain & Lyons, 2008; Jain, 2009;
Bull, 2000).

Furthermore, how to use travel time as productive and beneficial for the individual (as
a recreational time in which traveler listens to music to relax for example) is
something that travelers can learn in time and eventually they can design the journey
for a more beneficial experience (Jain & Lyons, 2008; Lyons & Urry, 2005; Bull,
2000). The ones who find their travel time very worthwhile are generally the people

who plan their journey in advance (Watts & Urry, 2008).

As Couclelis (2009) states, people make use of travel time in unexpected and creative
ways. Therefore, the stress and burden of the necessity (Kenyon & Lyons, 2007) can
be directed to opportunities via ICTs (Line, Jain, & Lyons, 2011).

Additionally, Mokhtarian and Salomon (2001) emphasize the importance of what they
call “anti-activity”” which is the time used for relaxing or thinking without an agenda
for a while and emptying mind until the arrival (see also Jain & Lyons 2008). In their
research, almost half of the participants disagree that travel time is wasted time and
more than half think that travel time is indeed useful even if there is no multitasking
and being productive (Mokhtarian & Salomon, 2001). Nevertheless, exploring the use
of ICTs and other mobile objects in the context of traveling is potent for better
understanding and designing the tools and the experience.
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2.4.2.5 Convenience of the Activities during Travel

When Lyons and Urry (2005) discusses the role of ICTs during travel, they question
whether it is a substitute or enhancement in such time. They give a specific example
for train journeys. When a passenger plays cards on a touch screen, one might think
that it is a substitute to bringing real pack of cards. However, they state that to play
real cards, a flat surface is needed in a crowded train carriage. So, it is aimed by their
example to show ICTs not only substitute but also enhance the travel time activities
with the help of virtual mobility (see also Aguilera, Guillot, & Rallet 2012).

Lyons and Urry (2005) discover that some travelers will be more equipped and they
plan their journey in advance according to the vehicle. They find that people are most
productive in train journeys, followed by car and least in bus journeys. However, even
though productivity is the least among all three, Jain (2009) claims that bus is a place
on the move that reticulate both urban and rural lives and has been overshadowed by
the forefront studies of train and the car.

Lyons and Urry (2005) speculate that stressful commute can affect the productivity of
the traveler (see also Aguilera, Guillot, & Rallet, 2012). For example, Guo et al.
(2014) states that it is more likely that passengers use smart phone or tablet if they sit
in vehicle. As Schwanen and Kwan (2008) also claims that commuters use return-
home trip as socializing moment with the help of mobile technologies whereas

business related topics are handled during the trip to work place.

Similar to that, Russell et al. (2011) state that some activities tend to differ according
to the length of journey and the longer the trip, the higher chance travelers are reading,
window gazing or sleeping (see also Watts & Urry, 2008). Window gazing was the
most common on short journeys (Lyons et al. 2007) and the authors claim that the
length of journey decides on the activity in most cases. Jain (2009) describes gazing
from the window as “a transient visually mediated world, creating a quasi-tourist

space in the most mundane space.”
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According to Russell et al. (2011), reading and using headphones are both common
activities during journeys and they both appear more on train (long trip) than on bus
(short trip). Texting was much more common than talking on the phone as well
(Russell et al., 2011). All activities in travel require certain level of comfort, either it
is a flat surface to write, or enough time to fall asleep; broadly, more time or more
space to engage in a certain activity (Russell et al., 2011; Watts & Urry, 2008).
Besides, time passes relatively, and the more active passengers are, the more their
time likely to compress (Watts & Lyons, 2010). Additionally, the motive to stretch or
compress the journey time is also related to what is outside of the window (Watts &
Lyons, 2010).

Jain and Lyons (2008) categorize travel time under two subtopics with the help of
both literature and field research. The first one is “transition time”, which contains the
need of gearing up to the demands of the destination and the other is “time out” which
stands for the total escape from the obligations created by co-presence as a matter of
situation and enable time as a “back-stage” (see also Guo, Derian, & Zhao 2014). The
ability to utilize time with the materials to read and mobile technologies can be a
significant facilitator for transition time and time out (Jain & Lyons, 2008).
Passengers even make use of the “no-signal” time during underground journeys to
ready text messages to be sent as soon as there is signal again. One can immediately
remember such tactics used by individuals against the strategic organizations in

transportation as in de Certeau’s (1984) discussion.

Social networks connect together by the help of travel (Kwan, 2007). In regard to
maintaining long distant and local social networks, it was found by Line et al. (2011)
that mobile phone was the indispensable actor of communication among participants.
Participants usually see using the mobile phone as deferring boredom by texting or
calling or utilizing the time as catching up with others (Line, Jain, & Lyons, 2011).

Additionally, Green (2002) refers to one participant’s response in her research and
states that mobile phone encourages short conversations, thus it enables more

conversations that were unavailable before. However, there are some opposing
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perspectives on the subject. For example, Boden and Molotch (1994) discusses that
regarding the “thickness” in which facial gesture, body talk, sharing time and location
take place, co-present interactions cannot be substituted by other kinds of

communication.

Line et al. (2011) impart the fact that despite their indispensable adoption by users,

ICTs are incidental, rather than instrumental about the social practices.

In one chapter of Vannini’s book “The Cultures of Alternative Mobilities: Routes Less
Travelled”, Jain (2009) focuses on all stages of bus journeys including the
performances of bus passengers in her article. She comes up with the term “mobility
scapes” which is basically presented as the intermingling time and space during the
journeys. She ethnographically explores the interplay between the passengers and
material such as carried objects and infrastructures and the constant re-making of

mobile spaces with the sensory and emotional experience (Jain, 2009).

As Jain (2009) examines travel time use with a specific focus on ICTs, she realizes
that Walkman, iPods, mobile phones, other mobile interfaces such as books and
newspapers (also counted as mobile interfaces, see de Souza e Silva & Frith, 2012)
are the indispensable objects that enable the passenger to craft the experience of

journey.

The course of travel time is barely continuous and consists of intermittent acts of
waiting, traveling and arriving (Jain, 2009). Therefore, passengers plan their trip as
“an imagined journey has begun to materialize in the activities of bag packing and
information sourcing (Jain, 2009; see also Watts, 2008). For example, they keep
certain objects such as season ticket, mobile phone, keys, money in their bags,
whereas newspaper, book, magazine and lunchbox have their temporary existence in
bags (Jain, 2009). Therefore, as she states, these mobile objects shape the travel

experience all along.

Objects, accompanying the traveler, broaden the possibilities of waiting; thus waiting

elude itself from being labeled as wasted or passive time (Jain, 2009). Waiting
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engages haptic, olfactory and aural practices; and nobody says they enjoy waiting, yet
it is acknowledged as mode of operation (Jain, 2009). Jain narrates waiting as the
situation in which “not-quite-yet-passengers occupy space haphazardly, but with

individual intent.”

During travel making a phone call, texting, listening to music and reading all ease
spatial detachment, compress the time that is stretching out and invigorate the “dead
time” (Jain, 2009). Guo et al. (2014) similarly suggest that increased privacy, personal
space and more equipment such as wireless connection, power supply and writing
surface during travel may provide an augmented engagement in ICT-related activities.
Their results also show that raising the quality of the use of travel time either actively
or passively is as much important as the increased speed and reduced travel time.
Analogously, Watts and Lyons (2010) claims that activity, thus productivity is directly
related to the environmental possibilities of unpacking during travel.

In this section, | highlighted a few key points about travel and idle time activities in
public. First of all, travel is both physical and virtual in contemporary everyday life.
People do not only physically travel to share information but also they let the
information and their senses travel virtually by using mobile technologies. This virtual
travel also affects the very experience of the users. Therefore, even though the
physical movement is minimum in virtual travel via ICTs, it is still an active process.
Furthermore, both physical and virtual travel are generally planned by individual and
this planned and active experience occur along with mobile products. Thus, travel
time which used to be seen as wasted time enables people to create their own
experiences. To conclude, it is certain that social interactions are arranged and adapted

by the individual in idle time dynamically by using ICTs and other mobile interfaces.

In this chapter, | highlighted key concepts in the literature that present relation to
public idle time activities and interactions in the scope of the study. | presented a

literature review on the concepts below:

e Everyday life and how public idle time is related to it,
e Psychogeography of public idle time and dérive,
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e Non-instrumental interaction and symbolic interaction and how they are related
to idle time activities,

e The relation of mobile interfaces (smartphone, laptop, books and windows) with
public idle time practices,

e Travel and the use of ICTs as idle time mobilities.

In the next chapter, | present the decisions on research design and justify the chosen

methods for each stage.
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CHAPTER 3

RESEARCH DESIGN

In this chapter, | describe the research design and how the research stages were
implemented. Reasons and consequences of choosing qualitative approach throughout
the research process is explained in detail with examples and clarifications. The stages
of the research are outlined with charts and further details. Lastly, population and
sampling, access to participants, data collection, transcribing the data and data
analysis methods are described and discussed for each research stage (Preliminary

study, participant observations, cultural probe and follow-up interviews).

3.1. Research Approach

As scientific research divides in two, quantitative research and qualitative research,
many scholars who study human sciences and social world in general believe that
social world is distinct from the natural world in a way that it needs extensive

exploration of subjective reality (Savin-Baden & Major, 2013).

Qualitative data requires interpreting and getting a good understanding of the stories,
explanations and words of the participants (Matthews & Ross, 2010). Qualitative
research does not only represent “not quantitative research” and has brought some
solid characteristics to its identity by analyzing interactions and communications of
certain groups or people and using new data analysis methods “from the inside out”
(Flick, 2007). The ultimate task of a qualitative research is to discover patterns within
the words or the actions and to present patterns by staying as close as possible to the
world as participants experience it (Glesne, 2011). Qualitative research benefits from

the unexpected and usually overlooked details in a specific environment or among a
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specific group to conclude a reality by interpreting the findings (Flick, Kardorff, &

Steinke, 2004).
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Figure 3.1: Research stages
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This study consists of in-depth inquiries to comprehend people’s behaviors,
experiences and thoughts about the idle time activities in which any accompanying
objects or mobile gadget is used. In order to reach the goal of this research, participant
observations, cultural probes and follow-up interviews have been designed. These are
explained in detail in the next sections.

3.2. Research Stages

This research contains basically, two parts which are preliminary research and
primary research. The primary research is conducted in three sub-sections: participant
observations, cultural probes and follow-up interviews (see Figure 3.1).

As a result of literature review and its interpretation with the aim of the research, it
was decided to first investigate the activities and behaviors through “passive
participation” (Savin-Baden & Major, 2013, p. 392) to develop an understanding of
what people do in their public idle time. The strength of the observations is allowing

me to perceive nonverbal interactions in this research.

The observations, were then complemented with users’ direct contributions, which
were designed as cultural probes. The main advantage of cultural probes in this
research was that they provide narrations of the participants’ interpretations about the
idle time activities. Its flow is not controlled and shaped by the researcher during the

process.

Follow-up interviews were conducted to learn users’ point of view. The interviews
were planned as subsidiary of the cultural probes. In the following sections, they are

explained in detail.

3.3. Preliminary Research

The preliminary research was conducted as short interviews to form an opinion about

how to make a detailed primary research and which things should be questioned in
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the field. It was an introductory study to gain insights about what to expect during the

main field study and how to get most out of it.

For this stage of the research, | used elements from both semi-structured and
unstructured interviews. The preliminary interviews were conducted while literature
review was going on and it was relatively the early period of the entire research.
Unstructured interviews are used when researchers try to develop structured interview
guidelines (Savin-Baden & Major, 2013). Researchers use this type of interviews
when they would like to investigate the initial comprehension as they stay highly
responsive (Savin-Baden & Major, 2013, p. 360). Nevertheless, | prepared a semi-
structured interview template to sometimes follow an order. For this stage, some
aspects of both semi-structured and unstructured interviews were valid. | both
investigated the initial perceptions and tried to develop interview guidelines with a

flexible order of questions.

3.3.1. Participant Information

There were two interviewees who agreed to participate to this stage. Both participants

were male and young adults as shown in Table 3.1.

Table 3.1: Preliminary research participant details

Participant Age Sex Occupation
Participant 1 27 Male Computer Engineer
Participant 2 26 Male University Student

3.3.2. Data Collection

Sessions at this stage were limited to 15-20 minutes for each interviewee and the
interviews were conducted at participants’ flats in March 2014. The reason why the
durations were short was that it was problematic for me to develop strong probe

questions as a novice interviewer.
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While interviewing about people’s perceptions, opinions and behaviors towards a
specific topic in a hypothetical manner, it is preferred to ask questions about people’s
past experiences and events (Glesne, 2011). Therefore, especially during the
preliminary research, interview questions were developed to understand how
participants usually act in certain situations. Consequently, the answers of the general
comprehension questions at this stage which are either hypothetical or about their past

were expected to be fruitful and guiding.

Audio recording is one of the best methods to record session (Savin-Baden & Major,
2013). Audio recording was implemented to record data during interviews with the

concern of looking face-to-face with the participant.

After interviewing participants, I realized that “rapport” with the interviewee (Savin-
Baden & Major, 2013, p. 358) was key to gather honest and detailed information
especially when the interviewee is introduced by an intermediary person. | also
realized it is not easy and therefore it could become a challenge rather than an
advantage of interviews. Mostly at the earlier stages of the entire study, it was not
usually easy to probe and to wait to let the respondent think on the question and
possible answers. This is a difficulty which beginner interviewers frequently

encounter (Glesne, 2011).

When | transcribed the data, | realized that answering about idle time in public settings
was a challenging issue for the interviewees because they assumed idle time is wasted
time by default. The most common problem during the interviews was that the
participants were not sure how to answer the questions because they had a difficulty

on assuming what proper answers could be.

On the other hand, outcomes were mostly beneficial for methodological
considerations such as which questions are powerful and what I should be looking for
during observations. At some points, the participants also stated surprising opinions
about waiting and idle time. However, | realized interviews are not enough to

comprehensively explore the concepts that are related to the thesis. Therefore, |
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decided to extend the research methods with participant observations, cultural probes

and follow-up interviews.

Table 3.2: Preliminary interview questions

Preliminary Interview Questions

Comprehensions Experience Warm-up

Planning

Idle time
recreation

guestions

guestions

Q1. How often do you have to wait in public alone?

Q2. What do you have to wait, and how often in a day?

Q3. How long do you have to wait in public on average? And in a day
in total?
Q4. What do you generally do to be occupied at these moments?

Q5. Do you pay attention to what other people do during idle times in
public? And what are they? What do you think about what others do in
those moments?

Q6. If you were to describe these moments, how would you describe
them?

Q7. s there a difference between your thoughts in such moments and
your thoughts when you think about them later? If so, how?

Q8. Do things you do in public idle time help you experience the time
in any better way? How?

Q9. Do you plan what to take with you beforehand because of these
moments?

Q10. If you take a bus journey, what would you absolutely take with
you to use during the journey?

Q11. How would you think these idle times could be more fun in regard
to products?

3.4. Primary Research

In this section Participant Observations, Cultural Probes and Follow-up Interviews are

explained in detail, phase by phase.
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After finishing the draft version of literature review it was more clear how I should
conduct primary research. | presumed at the early stages of the thesis study that the
literature on everyday life maintains its discourse mostly on the division of work and
leisure. Probing a relatively peripheral concept such as unplanned public idle time was
therefore challenging in this regard because | also witnessed in preliminary research
that participants were not sure what they should tell about idle time. Directly asking
questions was useful to some degree, and yet not sufficient. As a result, the
“triangulation” concept that has been used extensively on qualitative research was

implemented in order to enrich the results and crosscheck them.

Triangulation is commonly used in social science research to triangulate the data
within the same population (Flick, 2004). In this case for example, confirming the
data from observations with the data from interviews would strengthen the validity of
results. Triangulation means broadening the activities of the researcher to allow
different methods to be used for a process beyond what is ordinarily done in a single
research (Flick, 2007). Therefore, triangulation is not using a method as a tool at a
stage of research and it is basically using more than one method to comprehend
different perspectives on the same stage of scientific research (Flick 2007). Checking
the validity of the data by different research methods in the same population is the

main strength of it.

For this research, the use of triangulation consists of observations, cultural probes and
follow-up interviews. Especially observation and interviews are complementary
methods because observations provide a wide range of points of view and interviews
help to find characteristic answers with more focus (Crouch & Pearce, 2012). The
research question requires a deep investigation by its nature. Therefore, combining
observed activities that are narrated by the researchers with their interpretations of
cultural probes and interviews in which participants are the key actor of explaining
and detailing the activities, situations and feelings at first hand is the key aspect of

gaining information in depth.
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3.4.1. Participant Observations

Observations are practical when one tries to understand why or how something
happens in the natural setting because the researcher will notice things that are
frequently overlooked and that interviewees would be reluctant to share (Savin-Baden
& Major, 2013). Being primarily observer (observer as participant) means mostly
taking notes from a corner of the place and preferring not to interact with the observant
at the setting (Glesne, 2011, p. 64). During the participant observations, | chose to be
observer as participant since | had no problem in people seeing me and occasionally
interacting with me, as it could also lead to reflexive inferences at the end of the
research. Then, | was able to observe the interaction of others and be an actor in the

interactions, as well.

Observations can be used to understand the influence of nonverbal communication
and interaction between people and let the researcher interpret why interactions occur
in a particular setting and how they exactly happen (Savin-Baden & Major, 2013, p.
392). Observations are particularly important to this kind of research because it is a
must to watch and listen to what people do rather than asking directly in order to
establish an awareness about what is routine (Silverman & Marvasti, 2008, pp. 216-
217). Similarly, Savin-Baden and Major (2013) suggest that observations could be an
efficient data collection method since what people say and what people really do differ
in many cases. Therefore, especially in this kind of study, observations become useful
to understand what people do in public and how they do it, without the verbal cues.
Given that symbolic interaction and non-instrumental interaction are key theories in
the literature review in earlier stages of the study, observations become the key
method to investigate what happens and how it happens in public idle times (see
Section 2.3.2). Otherwise, directly asking participants what they do, why and most
importantly how they do it would be generally unanswered by the participants as was
the case with preliminary interviews. Because of the nature of the probing, using
diverse methods to learn the details directly and indirectly has become crucial.
Therefore, the first leg of triangulation was observations in which | tried to make an
inventory of the public idle time activities.
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3.4.1.1. Participant Observations I
3.4.1.1.1. Population and Sampling

For the first stage of observations, population was based on people who are present in
downtown Ankara and spending idle time. Observed people varied from children to
the elder at first this first stage. Convenience sampling was used to select random

individuals to scope a larger group in the population (Savin-Baden & Major, 2013).

A researcher needs to take time into account to decide on when to conduct the study
and how that particular time of day can affect the results itself (Savin-Baden & Major,
2013, p. 307). Time chosen for observations was mostly weekend afternoons because
casual wandering and time spent outside of work were more probable. The weather
chosen was mostly nice and clear since cold and rainy weathers might cause people

to have a tendency of hurrying not to get wet or cold.

3.4.1.1.2. Data Collection

Participant observations were based on observing and simultaneous note taking. The
best would be to write down notes during the participant observation since the quality
of notes decrease by time in between observations and taking notes (Hammersley &
Atkinson, 1983). Data collection by note taking continued until it reached a saturation
where the data stopped providing new insights, but rather it started reproducing what
has been found until then (Crouch & Pearce, 2012).

Data collection was conducted with continuous note taking on a notebook in three
different sites. The advantage of conducting research in multiple sites is that the
findings will not be limited to a single setting and therefore it allows researcher to
make inferences and generalizations more boldly than conducting a single site
research (Savin-Baden & Major, 2013, p. 309). Furthermore, having a broader idea
on the varieties of the sites would enable me to decide on each site’s advantages and

disadvantages for the further research stages.
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Duration of each observation session was 2-3 hours. Observations were repeated for
the same setting in different days between April and June. There are 2 observation
sessions for each setting and observations took approximately 15 hours. In all settings,
| participated in the setting as a passive observer and | was visible to others. One
observation site was a crowded public environment on “lzmir Street” in downtown
Ankara where people are physically accompanied by many others, yet relatively in
solitude in regard to their cognitive state. The second one was in front of a meeting
point next to a popular bookstore “Dost Kitabevi” in downtown, where people kill
time until they meet their friends or colleagues. It was the premise that people might
be occupied with the belongings they take with them while waiting at this point. Here,
mostly teenager groups and young adults were observed. | sat on a bench in the middle
of the pedestrian road in front of the bookstore and was facing its entrance. The third
site was a city bus “EGO 174 which has a straight route from city center to outer city
residences. | intentionally chose this route because | observed that people tend to read

something or listen to music on a journey in which they would feel serene.
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Figure 3.2: Coded field notes in participant observations |
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During data collection, it was aimed to find answers to the items in the observation

schedule prepared beforehand (Table 3.3).

| derived the keywords from the literature to begin with (Table 3.4), so that | could

correspond them to the experiences during the initial observations. | later expanded

them with the findings in the field as seen in Figure 3.2. More detailed information on

it is presented in analysis section.

Table 3.3: Participant observations | checklist

Participant Observation Checklist

General
Comprehension

Validity

Function

Social Aspects

11. Ways of practicing public idle time reproduction in general

12. The environment in which users spend their public idle time

13. Whether the way they use objects in public idle time confirm the
concepts in literature, and how?

14. For which function(s) do they use certain objects?

I15. Is it a direct use, misuse or non-instrumental use?

16. Does the difference of the setting in public affect their use of mobile
objects/products?

17. What could be the sociological, psychological implications of what
they do in idle time and how they do it?

18. How do people cope with the social or material obstacles that are
characteristic to alone public idle time?

| then started to take descriptive notes about the places, people, activities, and objects

in the field. Descriptive notes are basically about trying to pick up any descriptive

details or behavior in the setting (Bernard, 2006). Because one can quickly forget
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details of what is observed, | decided to write as much detail as | could about people,

their clothes, behaviors and interactions with their belongings.

3.4.1.1.3. Data Analysis

At the beginning of Participant Observations I, | used the concepts in the related
literature in order to look for certain practices in the field. Therefore, these concepts
became the codes of Participant Observations | (Figure 3.3). After | conducted the
first set of observations with free note taking, | analyzed the data with these codes to
explore repetitive phrases (Figure 3.2). Then | used the compiled data to create themes
(Figure 3.4).

Concepts in the Literature
(used as the codes for Participant
Observations I)

Participant Observations I J

v

Thematic Analysis
(existing and new codes)

v

Participant Observations II
(same codes used for Participant
Observations II)

Figure 3.3: The analysis process of participant observations |

The stages of thematic analysis is basically described as follows (Matthews & Ross,
2010; Creswell, 2009);
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e Reading through the whole data

e Exploring the data for meanings

e (Categorizing the data to themes and concepts

e Interrelating and looking for relationships between different themes

e Interpreting the meaning of themes and their relationships.

Table 3.4: Codes of participant observations

B Bodily Orientation oC Observing the Crowd
Cl Civil Inattention PE Physical Environment
DC Discomfort R Reflective Notes
DENG Disengagement SP Semipublic

ESC Escape S Senses

G Gender Related SC Social Cocoon
INTRN Internalizing SYM  Symbolic Interaction
IB Isolation Bubble VT Virtual Travel

KT Killing Time VS Virtually Social
MNG  Meaning w Waiting

In Table 3.4, the codes in italic are the ones derived directly from the literature.
“Bodily Orientation” is when people change their posture in order to adjust their
involvement with the physical environment. “Discomfort” is when they feel
uncomfortable in certain situations by the existence of others. “Disengagement” is
when people show detachment from their physical environment. “Escape” is when
people try to isolate themselves from the disturbance of their physical environment.
“Gender Related” is related to the moments of certain types of behaviors of people
about gender related topics in the setting. “Internalizing” refers to the times people
internalize their external world by music or other stimuli. “Killing Time” means the
times when people kill their public idle time with minor activities such as beating time
and looking around. “Meaning” refers to the observations in which people do certain
things for meaning attribution. “Observing the Crowd” refers to the idle public times

when individuals constantly observe the crowd as the primary activity. “Physical
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Environment” is the code to mark the activities and behaviors directly related to
physical environment. “Reflective Notes” refer to the notes that are about the research
experience. “Senses” is a code to refer to activities directly implicate managing senses
to adjust individuals’ social interactions. “Social Cocoon” is a situation in which
people close themselves to unwanted social interactions and only allow the ones they
prefer to interact. “Virtual Travel” is when people use their thoughts or mobile
technologies to be in some other space at a certain time. “Virtually Social” refers to
the times when smartphones and other ICTs are used for socialization. “Waiting”
refers to the times people seem to be waiting for another person or an event while
being idle in public.

Themes appeared as the first findings with their insights in Figure 3.4 at this stage of
the research. Lastly, I refined the themes in Figure 3.4 to create Table 3.4 with the
most prominent themes. The items in Table 3.4 constitute a fundamental source for
Participant Observations Il as the codes.

B D E E
1 |Codes IThemes Subthemes Activities Quotes Literature Insights
2 Observing the crowd Looking around and smoking P11
3 Waiting for a person? P12
4 Watching people passing by P13
5 Playing with moustache P13
6 Swinging her legs and drinking milkshake P18
7 Waiting for a person? P19
8 Nonfunctional use Hitting her phone to her legs and playing P11

Do people play with their phones as a ¢

9 Nonfunctional use  Playing with the phone Playing with the phone: Tuming in his hands P14 way around? Is there a hierarchy?
10 Holding the phone in his hand P1:17
" Just looking around P1:19
12 Playing with the phone Playing with the phone and looking around P1:19
13 Holding anything in their hands and looking around P223
14 Just looking around P2:19
15 Looking around and smoking P2:29
16 A couple cuddling and looking around P33
17 Looks like waiting for someone with the phone in his hand P3:5
18 Looking around and observing peaple P4:2
19 Watching the crowd passing by P48 So many people passing by that they ¢
20 One of two women looks around while the other talks on the phone P424 Symbolic Interaction
21 Still sitting and looking around P4:27
2 Changing posture and keep observing people P4:29
23 Apprehensively looking around P510
2 Nonfunctional use Smoking and holding his phone and looking everyone passing by P614
25 Being Occupied Playing with moustache P13
26 Nonfunctional use Rolling the paper in his hand P1:20
27 Haldina anvthinn in their hands and Inakina around. P2:2-3

Figure 3.4: Data analysis table for participant observations I

Themes appeared as the first findings with their insights in Figure 3.4 at this stage of
the research. Lastly, I refined the themes in Figure 3.4 to create Table 3.4 with the
most prominent themes. The items in Table 3.4 constitutes a fundamental source for
Participant Observations Il as the codes.
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The combination of themes and the codes of Participant Observations | were used in
Participant Observation Il (Figure 3.3). | explain more about it under Section
3.4.1.2.3.

3.4.1.2. Participant Observations Il

Second phase of participant observation was conducted after the literature review had
ended. At this stage, the major difference was in structure of the observations, which

are discussed below. The settings were also rethought.

3.4.1.2.1. Population and Sampling

At the second phase of participant observation, population was narrowed down to
young adults with the help of the information gained from the first stage of
observations and literature review. They use mobile objects more commonly than
elder do to manage their social interactions both online and offline. Therefore, what

they would provide in a more focused observation would be already fruitful.

| used convenience sampling among young adults. | chose and observed 30 young
adults in total in three different settings according to their visibility and proximity at
the settings. One third of the observed people were female.

3.4.1.2.2. Data Collection

A structured observation may be directed by fundamental concepts in the literature or
come after basic preliminary observations. After evaluating the key points and themes,
I came up with a more concrete and structured observation template (Figure 3.5).
Things that could possibly be influential to insights and conclusions were written
down in the template. Savin-Baden and Major (2013) suggests that an observer may
want to pay a lot of attention to what Creswell (2009) called ““subtle factors” which
are implications of nonverbal and symbolic communication especially if the research

question requires it. Given that these types of communications are usually referred to
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in the literature review, it becomes inevitable to look for such implications throughout

the observation stage.

According to Hammersley and Atkinson (1983), trying to observe and write down
everything in order not to miss some points is tempting. However, they suggest that
the researchers should overcome such feelings so that they are able to create some
quality field notes that are related to the research. Besides, they add that at the early
stages of the research the scope of the notes are relatively general and as the time
passes, the notes are restricted to certain subjects. Therefore, at this stage, some
common activities and patterns that became prominent in the first stage has been
added to the template and descriptive writing has been clustered to the themes. The
themes basically come together in some categories such as user’s interaction to other
people, other objects and behaviors directed by senses and the themes that verify both

the concepts in the literature and first stage of observations.

There were three settings at this stage, as well. The first setting was again in front of
a bookstore (Dost Kitabevi) that was mentioned in Participant Observation |. After
analyzing the data of Participant Observations I, | realized this setting (Dost Kitabevi)
includes most of the characteristics in regard to the findings of the other setting (Izmir

Street) in Participant Observation I. Therefore, I excluded Izmir Street at this stage.

Instead, | decided to add a semi-public setting to enrich the data. The second setting |
chose for this stage was a café in downtown at which people find themselves partially
isolated from the crowded sites. | wanted to especially add a café because it is a site
where one can observe people those who plan the café time and take their belongings
with them accordingly or those who need to find a way to spend comfortable time

while having some coffee.

The third setting was the same as in the previous stage which was city bus. However,
| chose a different bus route that takes mostly crowded roads this time to see how
young people manage the crowd in the bus by using their mobile objects. Each

observation took 5 to 10 minutes. The observations were concluded in May 2015.
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Additionally, I used a template for this stage on which important themes such as
senses, observation, interaction with other people and interaction with objects were

included as checklist items (Figure 3.5).

[ oBs. copE | "~ BAG 'ATTACHED
TIME of DAY
PLACE
| DURATION
| AGE - SEX
SKETCH of SETTING
Style - Clothes

Interaction w/ Objects
Interaction w/ People
While Observing Crowd
Isolation

ACTIVITIES

Visual

Auditory

Bodily

Tactile
Non-instrumental Use
Multitasking

While Changing Posture
Observer's Interaction
Activity Pattern

Figure 3.5: Observation template for participant observations Il

The template consists of observation code, time of the day, place, duration, age, sex,
activities, contents of bag (if applicable), objects attached to people’s bodies, sketch
of setting and checklist items. Most of these items on the checklist correspond the

codes in Participant Observations I.

3.4.1.2.3. Data Analysis

| started the data analysis for this stage after | collected data regarding 30 young adults.
For this stage, | used thematic analysis with the help of the codes that were previously

used for Participant Observations I.

It was useful at this stage to conduct thematic analysis which provides a better basis
on going through the field notes and discover new subthemes within new details

(Bernard, 2006). Additionally, it is recommended that researcher should look for
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repetitions in actions and words to catch anything that might be useful to the study
(Bernard, 2006). Therefore, I marked the related text on the filled observation

templates to use them for insights (Figure 3.6).

As a result, I came up with concluding the findings with the help of previous stages.
While doing so, | always looked for the similar implications to the literature that
would refer to the themes. After some time in observation phase, findings were
spontaneously filtered through the concepts that are taken into account. Consequently,
behaviors and actions were categorized under the themes. Then, matching the
behaviors and actions to the themes led me to create a cause and effect relationship
between them which later allowed me to have concrete insights on the topic (Figure
3.6). Once insights were assured by the data on this stage, | had conclusions on how
people manage public idle time interactions by the help of their belongings. I explain

insights in Chapter 4.
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Figure 3.6: Filled template of participant observations 11

3.4.2. Cultural Probe

After deriving insights related to the literature from the observation as a participant

observer, | sought to get direct information from the users in the second stage of the
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research. Therefore, | used cultural probe because there were things | could not
observe during participant observations. Moreover, it was difficult to acquire detail

information only by interviews.

For the main part of the second stage of the research, I designed new documents and
contacted new possible gatekeepers. | explain them in detail below.

3.4.2.1. Population and Sampling

| decided to narrow down sampling to young adults at this stage since the fact that
youngsters are more active when they are alone in public and they commonly use
mobile interfaces was derived from the trial phases. The data would also be more

consistent among the participants.

Table 3.5: Participant list of cultural probe

Participants  Age Sex Occupation
P1 30 Male Student
P2 21 Male Student
P3 26 Male Engineer
P4 25 Male Engineer
P5 22 Female Student
P6 25 Female Student
P7 24 Female Engineer
P8 22 Female Student
P9 22 Female Student
P10 23 Female Student
P11 24 Female Student
P12 22 Female Student

I contacted friends who could introduce me to others. | used a combination of network
sampling and snowball sampling, which are both under convenience sampling (Savin-

Baden & Major, 2013, p. 315). | contacted two colleagues at the office and explained
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them that | need 12 young adult participants who at least occasionally is alone in
public and use public transportation. Participants’ sex was not a determinant

parameter to the study. Therefore, | let the gatekeepers know that beforehand.

There were 12 participants at this stage (Table 3.5). | was not initially introduced to
the participants. However, it did not create a problem between me and them because
| was attentive to explain the process in detail to gatekeepers. Furthermore, | did not
need to get into their environment to observe them directly. Instead, | was asking them

about how they manage the alone idle time in public.

3.4.2.2. Data Collection

In their research, Gaver et al. (1999) used cultural probes to discover new
understandings in technology instead of focusing on commercial products. This
allows them to stay on a speculative basis as designers to be able to introduce new
pleasures, new social and cultural forms and question existing perceptions

functionally, aesthetically, cultural and politically.

Being inspired by that, | tried to probe and discover new ways of understanding as a
researcher. The questions were asked to uncover possible details in idle time that has
not been discovered by designers.

Each card in Figure 3.7 that refers to different situations in public idle time might have
been useful to the research. I first prepared the cards about different situations and
behaviors that have appeared as important to the study in the earlier stages. |
discovered that these situations may occur simultaneously or individually. For
instance, participants can sit somewhere in public by having their bags next to them
and look at their phones. By this logic, | explained on the instructions what the
participants were supposed to do. They were supposed to attach different kind of cards
that are relevant to a moments that they describe.
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Figure 3.7: Cultural probe set

They carried the whole set in A5 envelope and carry all the items with them for 10
days (Figure 3.7). For instance, if they fill the cards while they are traveling by bus,
sitting and doing something on their mobile phone, but not carrying a bag, then they
are supposed to fill the related cards and bind them together with colorful wires
included in the set (Figure 3.8). Consequently, the irrelevant cards to that certain
moment are excluded. I indicated on the instructions card that they are expected to fill
the cards as much as possible in sake of amount of data. At the end, more than 75%

of the cards were filled in total.

The cultural probe cards also focus on different aspects of the setting. For instance,
the card about mobile phone focuses on virtual mobility and the use of technology.
The card about window gazing is to have information about solidarity, crowd and
participant’s attention on things around. The card about the bag is to have an
understanding about the belongings that participants take with themselves. The cards
about sitting and standing are to look for the differences on availability of mobile

interactions.

59



= ‘ T
Wy by, - "uwe

Figure 3.8: A set of filled cards related to the same moment

| assigned participant numbers to each consent form (Appendix A & Appendix B)
before distributing the envelopes so that | would be able to relate all the related
documents to the participants of Cultural Probe and the Interview Template on which
| would take interview notes. | put the cards, the consent form, a colored pen and a
chocolate in a plastic A5 envelope and gave them to gatekeepers so that they could
distribute them to the participants. There were different colors of pens in each
envelope and | asked the gatekeepers to let the participants choose their own colors
so that they could feel more attached to the material and have an informal and personal

feeling.

It is important to overcome the distance with participants as the informality and
feeling safe and familiar could directly affect the results of the research. Besides, I did
not have the chance to interfere with the process unlike in semi-structured and
unstructured interviews or participant observations. | put the chocolate in the
envelopes to reduce the distance and create a warmth between. Each participant had
one week to fill the cards as much as they could. | did not place them under the
obligation of filling all the cards because it might have made the participants

uncomfortable.
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Figure 3.9: Cultural probe cards (top left and middle: what are you doing while sitting
and standing?; top right: what are you doing on your mobile phone?; bottom left: what
do you see around you?; bottom middle: what did you take with you?; bottom right:

instructions)

It is explained on the info card when they are expected to fill the cards and how they

can use them to express the details about their public idle times.

Although this stage has another optional follow-up interview stage as described in
Figure 3.1 to learn the details about each situation, I did not inform the participants
that they would be asked to participate in the optional follow-up interviews because it
could have changed the course of this stage. For example, they might have felt

cautious about what to write or draw because they were going to be asked about them.
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3.4.2.3. Data Analysis

At this stage of the research, | decided to use a combination of thematic analysis
method for cultural probe cards. The advantage of thematic analysis on this research
is that it allowed me to interconnect the themes and concepts to have strong
conclusions (Savin-Baden & Major, 2013, pp. 439-440).

Table 3.6: Themes mentioned on cultural probe cards

Killing Time Internalizing the External

Virtually Social 26  Disengagement 2
Isolation Bubble 14  Escape 2
Observing the Crowd 11 Virtual Travel 1
Semi-public 10 Meaning 1
Discomfort 5

It is easy to categorize the data under codes and interconnect them because the same
codes have been used since the beginning of preliminary research. Therefore, | looked
for the implications of themes on the cards which had been shaped earlier of the
research. Later, | categorized the data with reference to the earlier themes to check for
validity of the concepts in the literature. Additionally, | sought to find repeating words
and activity patterns to crosscheck the themes (Table 3.6). Most of the codes exist in
Table 3.4, as well.

3.4.3. Follow-up Interviews

As shown in Figure 3.1, follow-up interviews were designed to have a detailed
understanding of the data derived in Cultural Probe. Face-to-face interviews are aimed
to grasp a close understanding about the participant’s perspectives and experiences
(Crouch & Pearce, 2012). The advantage of conducting follow-up interviews was that
| had the chance to listen to the participants firsthand and mostly ask them descriptive

questions about the filled cards.
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3.4.3.1. Population and Sampling

Population was the same with cultural probe. Convenience (availability) sampling was
used among the participants who had been chosen by network sampling in the cultural

probe.

Table 3.7: Participant list of follow-up interviews

Participants Age Sex Occupation
P1 26 Male Engineer
P2 25 Female Student
P3 22 Female Student
P4 22 Female Student
P5 23 Female Student
P6 22 Female Student

Participants were asked if they want to participate to a follow-up interview when they
submitted their envelopes. They were informed that it was optional to participate and
that it would take around 30 minutes. Half of the participants (6) of cultural probe
accepted to participate (Table 3.7). After the verbal permission, | introduced the
consent form (Appendix A & Appendix B) of the interview. 5 participants were
female and 1 was male. Sex of the participants were not determinant to the research
questions of the study.

3.4.3.2. Data Collection

It was written on the consent form that the interviews would be audio recorded and
the recordings will not be shared with any third party. All of the participants gave

approval to the audio recording.

Semi-structured interviews were the most suitable type because the questions in semi-
structured interviews are mostly open-ended to let the interviewees indicate their

opinions and perceptions about the topic (Savin-Baden & Major, 2013, p. 359).
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The duration of the interviews differed from 20 to 35 minutes and the interviews were
conducted in June 2015. One-on-one and face-to-face interviews, as an individual
process, usually last for 60-90 minutes (Savin-Baden & Major, 2013, p. 369).
However, the interviews were conducted with the participants of cultural probe and
therefore most of the things had already been expressed in the previous stage. The
interviews were conducted to make sense of the data that was obtained from cultural

probes.

The interviews were conducted in afternoons and in semipublic places in order to have
both partial privacy and comfort. | allowed the participants to choose interview sites
as long as it is relatively quiet and semi-private so that they could feel comfortable.

In order to establish a rapport | asked about their experiences in general on the
previous stage and they were usually open to have small talk about it until we started
the interviews. Additionally, | offered them soft drink or food at the places that I

conducted the interviews.

| used my mobile phone to record the interviews. Before starting the interviews, |
made a sound check and informed the participants beforehand. After making sure that
our voices are hearable | started the interviews by thanking them for accepting to

participate.

Before starting the interview, | wrote down the participant number that was assigned
before distributing the cultural probe envelopes on each the consent form of follow-
up interview before starting the interview and I did the same on the interview template
so that 1 would be able to attach the related documents to each other during data

analysis and archiving.

| used the interview template (Table 3.8) to ask questions and simultaneously take
notes while they were answering. Meanwhile, | made intermittent eye contacts to
encourage them to speak and also carefully listen to them to direct related follow-up

questions (Glesne, 2011).
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Table 3.8: Interview template

Interview Questions

Q1 You mention on this card you did this. How did it actually happen in detail?

Q2 How often do you do the things on the cards?
e Does the frequency of doing these change during the day or week?
If so, how and why?
e Do the frequencies of these activities differ from each other?
If so, which are more often?
Q3  Which one of the things that you mention on the cards do you take more
often with you?
e Since when?
e What is the reason of taking them more often?
Q4 Do you plan what to take with you before leaving home? If so, when do you
plan it?
Q5 Do you ever forget to take one of these?

e What problems do you have when you forget to take them?
Q6 How do you carry the things you take with yourself? (Bag, pocket etc.)

Q7 How do you use these objects when you are in public, in a café or on a bus?
Q8  Where do you generally prefer to be in public? (Sun, shade, indoor, outdoor)

Q9 Do you have moments that you wanted to fill the cards but you could not
because of the inconvenience?

e If so, what did you experience at such moments, how did you feel?

Q10 Did you have surprising moments? Serendipity, chance encounters?

e What did you do at such moments?
e How exactly?

Q11 What makes the time you spend in public valuable and efficient?

e Could you explain a little bit more, please? How exactly?
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3.4.3.3. Transcribing the Data

How much and how precise you transcribe depends on the goal of the study, and if
the researcher focuses on cultural patterns and understandings then it is not necessary
to transcribe every detail, such as um’s and pauses (Glesne, 2011). Nevertheless, I
verbatim transcribed the interview data not to miss possible important phrases and
words that could be fruitful to elaborate the existing themes. Transcribing each
interview took approximately between 2 and 3 hours. | assigned highlighters with
different colors to each main theme appeared at the end of the literature review and
the first set of observations.

3.4.3.4. Data Analysis

Thematic analysis shows its strength in relinking the codes and themes to make
interpretations. During the thematic analysis, | first looked for repeating keywords
and phrases that could be related to the previous themes and concepts. Then, |
categorized them separately under some codes regarding to the concepts in the

literature and themes obtained in observation analysis.

Verbatim Transcription

Figure 3.10: Follow-up interview analysis method



In summary, | thematically analyzed the verbatim text again and interconnected the
different themes and concepts to have strong conclusions that are related to the

research question at the end of the research (Figure 3.10).

As in every stage of the research, | have been open to new inferences since they might
bring about invaluable insights. Especially in semi-structured interviews, concepts
that appear instinctively are as much important as the ones appear from the prompts
(Crouch & Pearce, 2012). That was another reason of choosing semi-structured
interviews. Therefore, the concepts that emerged spontaneously during the interviews

were not omitted in the analysis process.

3.5. Limitations of the Study

First set of participant observations was relatively unstructured. Therefore,
surprisingly, it led to more fruitful data than Participant Observation Il did. It turned
out that free note taking was better and more beneficial in regard to the gained insights.
Weather conditions sometimes affected the rhythm of the observations because, for
example, people tend to seek for a comfortable place in rain and there are less people
to observe consequently. Materials that were used on observations such as pen should
have been brought to the observation areas as pairs since they might not work.
Because there was not always plain surface to take notes on it writing process took
longer intermittent times during the observations. Additionally, being a participant
required being present and open to accidental interactions. Therefore, minimum
required attention to the people to manage random interactions around sometimes

ruined the flow of observations.

The time given for cultural probe and how much they fill the cards in that time could
not be totally controlled. The arranged time and day sometimes had to change because
of emergencies in participants’ lives. The number of filled cards and how much each

card was filled depend on the participant’s willingness and availability.

Interviews’ richness depended on the personality of the participants. Some

participants were not inclined to talk as freely as others. Interviews were sometimes
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disrupted by other people in the setting because of the nature of semipublic
environment. Listening, making an eye-contact with the respondents and
simultaneously taking notes somewhat require too much attention. So, the researcher

cannot always pay utmost attention all along.

3.6. Conclusion

In this chapter, each stage of the field research are presented in regard to the research
design, the motivations behind choosing them, explanation of sampling, data
collection and data analysis methods. Each stage is linked to the previous and next
stage by the insights derived from them. The observations enabled me to examine the
common action patterns in relation to the object interactions culturally, socially and
philosophically. Since it was the early stages of the research and | knew less about
what to find, first set of observations were based on free note taking about individuals’
actions and behaviors in public idle time in regard to interaction with mobile objects.
Second set of observations were designed according to the prominent themes and
concepts that were shaped after the analysis of the unstructured observations. At this
stage, what to observe was more obvious, and the findings generally supported the
previous insights. The second set of observations were more rigid and structured under
certain themes and aspects mostly led to affirmation of the first findings and collection

of more examples.

Observing people in public idle time provided an outsider looking in the situation. On
the other hand, need of exploration from inside occurred in order to have an insider
comprehension. Consequently, cultural probe and follow-up interviews that are
complementary to each other were constituted as the second and third stages of the
research. Finally, triangulation was completed by the follow-up interviews between
researcher and participants. As a result, I was able to crosscheck the data and match

the key points to support the insights.

In the following chapter, the findings of the research are explained under certain

themes and key points.

68



CHAPTER 4

RESULTS

In the previous chapter, fieldwork stages (initial interviews as Preliminary Research,
Participant Observation, Cultural Probes and Follow-up Interviews) were explained
in detail in terms of chosen research methods. This chapter presents the results and
insights derived from preliminary study, observations, cultural probe and follow-up

interviews as analyzed with the methods explained in Chapter 3.

In this chapter, first | present the results in regard to how idle time is planned,
improvised or created in everyday life at Section 4.1. Later, | demonstrate the findings
related to people’s passive observations and unique encounters which are related to
dérive at Section 4.2. Section 4.3 consists of implications and exemplifications of
symbolic interaction in idle time. Finally, | conclude this chapter with Section 4.4, in
which | elucidate the intersection moments of virtual and corporeal environments in

idle time.

4.1. Planning, Improvising and Creating the Idle Time

The results of interviews, observations and cultural probes point out that people tend
to either plan idle time when they have some free time on their schedule, improvise it
if the idle time is spontaneous, or create it if they need some time in between work-
leisure. Below | explain each of these practices by giving examples from the
participants and collect them under categorizations. First, I explain how idle time is
planned by individuals and what they plan to do at such moments. Secondly, |
continue with the results regarding improvisation of the idle time in which people
need to find an immediate occupation in accidental idleness. Finally, I conclude the
topic by referring to the times when people need a relaxation between work and
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leisure. This relaxation is not categorized under leisure because people create an
activity out of an empty time such as travel time or waiting between work and leisure

activities.
4.1.1. Planning the Idle Time

People usually predict and plan their upcoming idle times according to their social
life. If they are going to meet someone, and before they have a task to do, they already
think about the small time between the two and plan how to have a pleasant idle time

and what to take with themselves in the morning. One of the respondents states below

[1]*:

| sometimes study at the lab earlier that day for example, and | ask my
friends what they will do in the afternoon. If there will be some time in
between until 1 meet them, | plan that time and take a book with me

accordingly.

As seen above, what the interviewee said about her idle times make us think that idle
time is not always random and empty time. Instead, it is planned and it affects many
other things in individuals’ lives. Similarly, in the cultural probe cards, many
respondents mentioned they take something along to read in public transportation or
while waiting somewhere particularly for that day. This is consistent with the
literature on travel time. As mentioned in Section 2.3.4.2, Jain and Lyons (2008)
similarly claim that travel time is a gift because it offers time to travelers in which

they can relax, read and make phone calls.

During the observations, | realized that many people take out some belongings that
make idle time more enjoyable. It was their mobile phone, cigarette or even football
betting bulletin. In one particular example, one woman sat on a seat in front of me
with many plastic bags and put all the bags on her lap. Right after that, she took out
her mobile phone and started calling some people. Therefore, it seems here that she

might have planned that she should call people as soon as her hands are free.

*All numbered quotations can be found in original Turkish format in Appendix D.
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Sometimes, individuals make their activity choices in public idle time according to
the physical availability. One respondent during interviews stated that she cannot read
something while traveling because it makes her nauseous. Therefore she only listens

to music in a bus or on subway. Another example from one interview [2]:

| used to read a book on subway, not on a bus because | realized that buses
are so crowded that it is uncomfortable to read a book there. So, | can say
reading a book is luxury in a bus. It requires right time, right place and

better circumstances.

One respondent also indicated that she downloads a video on YouTube before going
into the subway station. She needs to plan it and act accordingly beforehand because
she wants to listen to that particular music on subway and there is no connection

underground.
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Figure 4.1: Filled cultural probe card — what did you take with you?

| asked participants of the cultural probe to indicate what they take with them (Figure
4.1) and the results constitute the Table 4.1. As shown below, participants mentioned

mostly mobile phone, wallet, earphones, book, cosmetics, keys and mp3 player on
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the cultural probe cards. The ones that are mentioned in the related activities are in
italics (Table 4.1). Others in the table include beer, gym equipment, lighter, chewing
gum, ID card, chocolate, pack of cigarettes, umbrella, sweater, laboratory equipment,
contact lens box, course book, wet wipes and shoe box. Each of them are mentioned

once.

Table 4.1: Contents of participants’ bags

Mobile phone 30  Sunglasses 5
Wallet / Purse 16 Pen 5
Earphones 13  Notebook 4
Mp3 player 13 Plastic bag 3
Cosmetic / Make-up 12 Laptop 2
Book 11  Articles 2
Keys 10  Sheet music 2
Water bottle 7  Tablet PC 2
Perfume 6  Others (14 items) 1 each

Individuals also try to control their idle time activities so that they do not take up
working time or so. One of the interviewees declared that she does not use social
media on her phone when she is so busy, especially during the semester because it
may cause her to spend much more time than planned on idle time activity. Another
interviewee stated that he does not use Facebook during the day because he is mostly
busy with work and does not want to be distracted. However, he mostly logs in to
Facebook in the late evenings. Therefore, these participants take procrastination into

consideration, as well.

People tend to plan their idle time and take their belongings with them according to
where they will be and how much time they will have between scheduled tasks. While
doing so, they try to benefit from both virtual and physical tools to arrange the idle

time, manage it and benefit from it.
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4.1.2. Improvising the Idle Time

Improvising to cure boredom and improve idle time occurs as often as it is planned.
Many people observed or interviewed want to immediately find an activity not to get
bored. Interviews also indicate that lack of occupation causes boredom and
individuals try almost everything to escape from it. As an example from preliminary

research, one interviewee commented on how public idle time activities look [3]:

Human nature... It is natural. They are also people who are bored like me
and they wait for something and do not want to be idle meanwhile.

However, what they do are also insignificant time-spending activities.

The fact that idle time activities seem insignificant because they are only to fill empty
time in between daily routines does not necessarily make idle time useless. During
the observations, | also had a similar impression about idle time activities. People
mostly occupy themselves with any object in their hand to shortly fill in time until the
next planned activity starts. However, more meaning and interpretation come to
surface by benefiting from interviews, documents and observations together. For

instance, one interviewee states as follows [4]:

For example, when | take short 5-minute breaks while working or studying,
I do not do something significant. [...] I can say that short breaks are about
relaxing. To do so, you may go on Facebook or look around you and draw
something you see. [...] I take out my mobile phone easily and muck
around with something on it. Mobile phone was something that | want to
have when | took a short break from my study. That is why | was on

Facebook there. Otherwise, | would not use it.

He mentions Facebook as not something significant. Social media was a casual
activity that briefly detaches him from the study on purpose. The influence of mobile
phone and social media is more visible when it comes to improvisation. One cultural
probe participant mentioned how uncomfortable she felt on a card with the words

below (see Figure 4.2):
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The course should start right now! The professor still did not come and |
do not know anyone in the classroom. | feel shy. | would die if there was

no WhatsApp and Facebook now.

Because she is shy to interact with other students in the classroom, she feels relief by
the help of improvised activities on Facebook and WhatsApp. Moreover, it is visible

here that idle time activities are not only about insignificance, boredom or filling time

but in fact provide actual social function.

E R e S R

Figure 4.2: Filled cultural probe card — what are you doing? (Sitting)

The unplanned time between planned times could differ. For instance, another

respondent mentioned [5]:

When | study at the library and get bored | watch some entertaining videos

on YouTube for a while, it is a moment to let it all hang out.
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Clearly, almost all people can anticipate that they need to take a break from work or
study when it is boring or exhausting. However, the kind of activity is usually decided
at that moments. It is derived from the interviews that people plan their idle time
mostly if it is going to be longer than 5-10 minutes. After all, it comes down to the
question whether that time is worth planning or it is premediated by social media

activities.

Although it is not exactly the same with the above examples, results from cultural
probe show that people use their mobile phone in such respect while waiting for a
friend in their car or on a street, traveling in the city, awaiting their turns at bank or
having a break at work.

| discovered similar scenarios during the observations as well. For example, one
woman was waiting for her mom on a bench in downtown and playing a game on her
mobile phone. However, defining such examples as only mobile phone use in public
idle time would be an oversimplification. In many other examples, observed people
were rotating their phones in their hands between phone calls, ripping off the label on
plastic water bottles, swinging their feet with the music heard from far, rolling the
papers in their hands, twirling the earphone cord, playing with the adhesive plaster
that is wrapped on finger or just observe the crowd and such. As | discussed earlier in
Section 2.3.1, non-instrumental interactions refer to aesthetic and symbolic
implications of the products (Mahlke, Lemke, & Thiring, 2007). With the help of the
findings, it can be said that individuals engage in symbolic indicators of being idle
through non-instrumental interactions. Therefore, unplanned idle time could be

comprehended as both the trigger of short anxiety and improvisation right after.

Idle times could be even more unexpected because of environmental incidents. One

interviewee explained a cultural probe card during the interview as follows [6]:

When | filled that card, | was on subway and there was a breakdown for 20
minutes. All passengers were stuck there [...] I get so bored in subway, all
the stink and the crowd [...] I listened to music on my mp3 player not to

feel suffocated.
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Individuals improvise when they find themselves in idle moments suddenly.
Interviewee’s statement above indicates that activities such as listening to music
enhances such moments and make them bearable to her. Another similar example

from another respondent was as below [7]:

In this card I described the time when | waited at the bus stop at campus
for approximately 40 minutes. [ was late, going to the department [...] I did
not know that | would wait that long somewhere. Therefore 1 did not have
something to read with me. First I checked WhatsApp, than Facebook an
at last Twitter. Normally, | do not even go on Twitter on my phone, but that
day | had to.

Another respondent stated below about the social media applications [8]:

WhatsApp is as my mobile phone rings, but Facebook is different.
Facebook is more like “Let’s see, what’s up on Facebook!” WhatsApp is
not like that, it ended the conventional instant messaging in our lives, and

even phone calls are decreased.

Here it is clear that people improvise their idle time if something unexpected occurs.
If she had taken her book that day she probably would not have used social media
applications on her mobile phone. As a result, if the idle time is not planned then it is

improvised.

The examples of improvising idle time cause us to revisit the terms such as
insignificance, boredom, anxiety and Goffman’s terms civil inattention and backstage
(see Section 2.3.3). Idle time is usually associated with insignificance and not
knowing what to do. However, by the use of social media, the implications of virtual
social interactions and non-instrumental interactions show us idle time can be

improvised and used positively.
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4.1.3. Creating the Idle Time

Idle time is mostly planned or improvised as explained above. However, it was
derived from the research that people also need to create such moments to relax
between scheduled activities. Respondents mentioned that they need to create some
“empty” moments for the things they like to do in their daily lives. Whether it is
university courses, commute, work or leisure time activities that are planned before,
it is a need for them to get isolated from their environments in short intervals to get
ready for the next scheduled event on their agenda. One of the interviewees that

participated in both cultural probe and follow-up interview stages states below [9]:

| used to do these things [idle time activities] on the cards more often, but
now that there are many course assignments and projects, | cannot find so
much time to do these. However, | try to create some time in between when

| am fed up.

What the respondent says above strengthens the notion that idle time activities are
similar to but different than leisure time activities and they provide some unique
things to the individual. Whether the time created is prescheduled or not determines
the uniqueness. Therefore, idle time is more promising than leisure time in the sense
of coincidental and instantaneous experiences such as symbolic interactions, dérive

and chance encounters.

To create idle time on purpose in daily life, individuals should first identify and
specify what work and leisure are for them. Although public idle time has its own
moments in people’s lives and work or leisure are mostly excluded from it by
categorizing it as non-place moments (Moran, 2005) and compulsion time (Lefebvre,
1984) as explained in Section 2.2.1, people still relate them to work or leisure time.

For instance, one of the interviewees mentioned [10]:

Practicing theater is one of the things that sooth me, I do not really see it as
work. It is one of my hobbies. Nevertheless, it is still a work in its own

right. In the end, there are memorization and acting in it, it is also a work.
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What the respondent above says about practicing the script while waiting for his
friends includes both work related and leisure related aspects. Yet, he was explaining
a scene of the public idle time. Therefore, as we see in this example, idle time is
neither, but sometimes both of them. Another respondent explained the difference
between reading a book in idle time either at noon or in the evening in public and she
stated [11]:

For example, I do not prefer to read a book at my lunch break while waiting
to meet a friend, but if the same thing happens in the evening for dinner |

have more possibility to read because my mind is relaxed.

In the previous example, work and leisure activities are regulated by the person in
idle time. On the other hand, the second interviewee states that idle time activity is
regulated according to the work-leisure dynamics. She needs to read a book free from

work related issues, which could be categorized more as a leisure activity.

In another example during observations, there was a setting in downtown in which
café employees take breaks for smoking and do something on their mobile phones.
They were sitting on a wall across the street so that if something urgent that is work
related happens they could be called. Here, work related issues affects the idle time
again. Moreover, taking breaks and using mobile communication technology remind
us the term backstage (see Section 2.3.3) where they have the privilege of acting

partially away from the observers and acquaintances.

In this section, | presented the results of the fieldwork and relate them to the literature.
In summary, there are three ways of including idle time activities to our lives. First of
them is by planning idle time. The results show that people plan the upcoming idle
times and arrange what to do, how to do it by taking their belongings with them and
transiting between social media and physical social relationships. Secondly, people
also improvise their short idle times that suddenly occur. The improvisation mostly
starts with an uncertainty and anxiety which then turns into actual social function.

Individuals also create their idle times advertently. They create recreational activities
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for obligatory waiting times at what Moran (2005) calls non-places between work and

leisure (see Section 2.2.1).

In the next section, unpredictability of public idle time and its positive consequences

are explained by referring to the analysis.

4.2. A Psychogeography of Idle Time
4.2.1. Idle Observation

The results from the analysis shows that observing is one of the most common
activities in public idle time. If an individual does not use a mobile device with a
screen she probably observes. This observation could be about anything around.
People usually observe the crowd for fun when there are many others around them.

One of the interviewees stated [12]:

If 1 will spend time alone in public I may sit somewhere and drink tea or |
may go to a movie, but | prefer places like city parks because there are

people to observe in such places.

As she indicates above, every public place is not the same for idle time activities.
People choose the time, the place and the objects they take with them for such
moments. During the observations, | also realized that they tend to glimpse around in
crowded settings, one reason for which might be being aware of their physical
environment. Especially when they are occupied with their mobile phone, their visual
sense is mostly focused on the screen and the general awareness is compromised (see
Section 2.3.4.1).

| observed a man in downtown who was sitting on a wall in pedestrian way. |
witnessed that he did not do anything but observe the crowd passing by for almost 45
minutes. Seeing many others having the urge to be occupied with an object made me
think that there must be another interpretation of it. After conducting the interviews
and analyzing cultural probe cards, it was clearer how an individual can be that much
passive to the observer’s eye. It is not visible from outside, but interviewees made
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many statements that refer to the fact that people are actually mentally so active that
they do not need a physical stimulation to make their time better. The things they
think of could be anything meaningful to them in order to have a good idle time. For

instance, one interviewee explained one of those times as below [13]:

One time | forgot to take my earphones for a long bus journey and | just
observed out of the window. | window-gazed for hours and thought about
what I will do, what I will wear next day and many other things. I thought
about almost all possible things. Then I thought about philosophical things.
For example, | never forget that the land outside was totally empty and
plain at night. There were only a few trees and the moonlight. That scene
reminded me of loneliness and melancholy. | imagined getting off the bus

and running there freely.

Such moments surely contribute to having good time for individuals. In Section
2.3.4.2, | emphasized the importance of how carried objects during travel make the
journey more enjoyable. However, the findings show that it would be too
straightforward to explain the joy of idle time only by material aspects of it. It is a

two-sided situation that includes both physical and mental indications.

Results of cultural probe and interviews emphasize that some idle time activities or
thoughts help romanticizing such moments to render them more bearable or
enjoyable. In one interview, the respondent explained the drawing he made on a card

as below (Figure 4.3):

It is raining and | am observing raindrops on the window merging and
splitting. | was going downtown by bus. It was getting more crowded by
each stop and the weather was gloomy. | was really bored and wanted to
get mentally distant from that atmosphere. That is why | observed the

raindrops on the window.

80



ﬁms GORUYORSUN?

v . ~N)
’ ]
]
. {
lE 3 t |
@ [
! '
i AL
'
\S Z

biclegip , ay rilmasina &E}Yor.m-jf

Figure 4.3: Filled cultural probe card — what do you see around you? |

Similarly, another interviewee commented on his drawing as follows (Figure4.4)
[14]:

| had a faraway look there. | was looking out of the window, thinking about
something... It was drizzling. It was a beautiful scenery. I thought I had to

draw it on the card later.

As seen in above examples, individuals’ observations in public idle time are
generally unplanned and unique experiences. Moreover, these observations
mostly indicate emotional implications rather than material. In the following
paragraphs, there are two examples that are more balanced between emotional
and material before moving on to chance encounter aspect of idle time.

The social dynamics of everyday activities come along with its recognized rules.
However, it is the individuals who find new tactics to cope with these rules and alter
the everyday experience according to their own daily rhythm. During the observations

and especially interviews, respondents stated things in regard to it.
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Figure 4.4: Filled cultural probe card — what do you see around you? Il

For example, one of the interviewees stated that he is generally entertained, especially
while waiting for a bus, by looking at announcements on small papers that are glued
on billboards at bus stops and he added [15]:

When there are announcements such as roommate invitations and tutoring
at bus stops it is interesting and familiar as they mostly include other
people’s stories. Then | try to discover their lives, which is interesting and

fun.

Eliminating boredom by looking at the posters here could be understood as an
unexpected activity in idle time because | realized that there are some generally
accepted idle time activities such as observing the crowd, listening to music, using
mobile phone and so on. Not doing something specific and just looking around while
sitting on a wall is not necessarily a negative thing. Its negative connotation to society
is actually illusive and it, in fact, shows many positive aspects when it comes down
to the individual. | give more examples about loitering in the next section, but to point

out good sides of such moments for example, one interviewee stated as below [16]:
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When | sit somewhere in public, | sometimes look around and observe for
fun. Then, for example, if | see a cat and like that scene | would like to look

at it for a while or even draw it on a piece of paper.

Here we can also derive that he generally carries a pen and a paper. Another
participant stated on a cultural probe card as follows (see Figure 4.5):

I observe people’s behaviors in the subway and think of a scenario about

them accordingly until I get off.

Same participant also mentions on another card how people are always in rush even
at parks. This clearly proves that the rhythm of idle time is different than the rhythm
of work-leisure duality and it establishes the anti-time to everyday life where the
individuals detach themselves from daily urban dynamics in travel and waiting time
(see Section 2.2.1).

With the combination of all terms such as romanticizing, idling, loitering, unplanned,
one can interpret that observing in the idle time and romanticize an activity by
associating personal meanings to it, either physical or mental, are actually needs for
people in public idle time. In this respect, one respondent explained the drawing on a
card [17]:

| looked out of the window here in the bus. “Lots of buildings. Sun tries to
come out of the clouds, but cannot.” | guess it was again mostly cloudy. |

had a reproach for weather here.

It should not be denied that mapping the idle time offers a group of well accepted
activities done in such moments. Similarly, city itself and the related operations such
as public transportation and outdoor events have their predetermined rhythm and plan
in order to constitute a well-functioning everyday life. However, individuals in public
idle time remap their environments by feelings and meanings just like a situationist.
Therefore, these re-mappings of public idle time bring along their own dérive that
could be thought as psychogeography of idle time that positions itself in the
intermittent moments between work and leisure such as travel or unplanned waiting.
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Just like Hartmann (2003) adapts dérive to cyber activities and introduces the concept
of online dérive (see Section 2.2.3), individuals can make use of online dérive to

create the psychogeography of idle time.
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Figure 4.5: Filled cultural probe card — what are you doing? (Standing) |

In the next section, the results from the data focus on chance encounters and surprising

effect of public idle time.

4.2.2. Chance Encounter

Observation is not the only way of having interesting experience in idle time. The
analysis data shows that chance encounters play an active role in experiencing idle

time, as well. These serendipity moments could be as naive as below [18]:

I saw a huge bee when | had a break from the study at the university. I had
the chance to look close when | took a picture of it. Its wings were so

colorful.
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These moments are generally described by the participants as surprising and

astonishing. Such moments could turn into routine as well as another interviewee

states below [19]:

When | go to the park in the neighborhood, | see many interesting things
there. For example, there is an old man with sports gear. At the beginning,
| was amazed by his determination, | respected that. [...] Ever since, every
time | go to the park | see him exercising there. He must be going to the

park every day. Lately, | have been looking for him whenever | go there

and he is always there.

Chance encounters in people’s idle time can give a novel touch to people’s lives as
seen above. They change the course of experiencing not only the idle time but
everyday life. In another example from cultural probe research, the participant wrote
and drew the situation in which he took a break at the library and went downstairs.
While he was waiting outside the door he ran into a cat and took a picture of it. It was

an unplanned moment and a nice encounter set the tone (Figure 4.6).
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As such experiences could be the combination of physical and digital worlds, it could
also be completely about the digital. On another cultural probe card, the participant
stated that she encountered an interesting article on the web and she read it during a
bus trip to downtown. Similarly, one interviewee who was fasting explained an idle

moment of randomness as follows [20]:

| prepared a meal at the dormitory and the table was all set, but | had to
wait 10 minutes until the prayer and | had the opening song of an old TV
show that | used to love in my head. | played it while waiting and even after
the prayer, | kept watching that episode. | realized I had missed that show.

It was a nice moment.

Above example shows that a short virtual trip to that song triggered other choices
about her idle time. Therefore, a random actor in idle time, either mental or physical,

is able to affect the course of it in a nostalgic way.

As a participant researcher, | encountered a situation by chance as well. As | was
sitting on a wall and constantly taking notes, two teenagers next to me were interested
in what | was doing. One of them asked whether | was keeping a diary then I tried to

explain what | was actually doing and we had a talk for some minutes.

Observation and chance encounters happen more often in public idle time than one
assumes. Observing the environment for unspecific reasons could be promising for
experiencing the public idle time. Similarly, chance encounters can change the course
of it and enhance the emotions and the meanings for the individual. Since
psychogeography is very much about random encounters and random encounters
often occur in idle time as the results show above, it is reasonable to think that

psychogeography of the city and our digital environments are possible on idle times.

4.3. Symbolic Interaction

In the previous sections, first | focus on the results regarding how people create and

plan their idle time and how they improvise activities if it is unplanned. Secondly,
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how observation and romanticized aspects play role in people’s public idle time, and
why they are important to the individual are explained by the examples in the previous

section.

In the previous examples and discussions, | already emphasized the importance of
social and symbolic character of idle time by referring to observing others, being
observed and chance encounters in idle time. Uncertainty and anxiety about idle time

already lead individuals to act in accordance with social and symbolic values.

Under this title, the implications of symbolic interaction in idle time are explained
and elaborated with the help of the examples from fieldwork to emphasize such
characteristics of idle time in a detailed comprehension of symbolic interaction.

4.3.1. Comfort and Isolation in Idle Time

The results showed many examples of symbolic implications of idle time. For
example, some people use their devices in a way not to disturb others in crowd. Many
participants stated such things and | made many observations in regard to that. For

example, one interviewee mentioned that [21]:

| was at an indoor concert at the university once and | was at the back of
the crowd. First | was sitting back there and there were people around me
who are close to the screen of my mobile phone. After some time, | kept
listening to the concert while standing and I had the chance to freely check

things on the mobile phone.

When | asked the reason why she only checked her phone while standing, she said it
is probably because she did not want to disturb others next to her with the light coming

out of the screen. In another example, a respondent stated that [22]

When my earphones are not quality I do not prefer to sit next to someone
not to disturb them. I try not to listen to some loud music on subway or bus

not to disturb people around me.
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Such thoughts clearly change the experience of using a product. Participants also
stated that they keep their phone’s notification on vibration in their bag because they

constantly receive WhatsApp messages and it would annoy people.

People’s consideration of not disturbing others in public is not always about the
product. They sometimes change their posture and reorient their bodies so that they
can talk on the phone. Many people | observed were inclined to tilt their heads down
or rotate it to the direction of windows or walls while on the phone. Hampton et al.
(2010) mentions a similar situation in which users of mobile interfaces are less aware
of their surroundings with a heads-down posture (see Section 2.3.4.1.). Its reason may
not be only about disturbing others but also being disturbed by others’ look or sound.
It is also possible that they want privacy to some extent while on the phone.
Observations show that alone people in public often tend to create an isolation by
their body orientation or by their belongings. Lofland (1998) explains such situations
by creating bubbles around as shown in Section 2.3.4.1.

One interviewee explains such situation as follows [23]:

When it is too crowded on the subway, | put on my earphones and look
through the window while listening to some music to isolate myself from

that uncomfortable setting.

Even though she cannot see something outside of the window in underground subway,
the respondent still looks that direction and tries to partly close her senses such as
hearing and seeing to make that moment more bearable. Managing senses is crucial
to symbolic interaction in public idle time and the motivations behind managing them
can differ a lot. For example, one respondent stated as below about using earphones
in crowd [24]:

I never use earphones in the crowd because | always think I should be open

to outside sounds in case of something sudden or dangerous.

On the contrary, many others prefer using earphones even if they have a company in
public [25]:
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One time | felt suffocated by the atmosphere when | was on the subway
with my friend. | wished that | could listen to music, but I could not do

anything because my friend was talking next to me.

As seen in above example, she prefers listening to music, but she cannot do so because
she thinks it is socially unacceptable and rude.

The moral factors are not bounded by listening to music. Interviews showed that the
medium can differ in such situations. For instance, one interviewee stated as below

about the make-up material she carries in her bag [26]:

| can put cream on my hands anytime in public because my hands easily
get dry especially in winter. | also can wear lipstick in public wherever I

am.
Then | asked if she wears lipstick on a bus she immediately said [27]:

| do not apply lipstick around so many people in a bus, especially in front
of many elders, but if | am at a dinner table for example, |1 would probably

apply it.

Another interviewee stated similar things about make-up and she explained that she

would not do it on the subway, but after a meal.

In this section, | focused on how people intentionally try to isolate themselves from
the physical environment in public idle time. Simmel’s blasé attitude (as cited in de
Souza e Silva & Frith, 2012; see Section 2.3.4.1) justifies such cocooning activities
in modern urban life. Individuals who perform blasé attitude use portable-personal
territory (Hatuka & Toch, 2014) to actualize it with the help of their belongings. They
can both close their senses and make it obvious to others that they are not available
for social interaction. Therefore, mobile interfaces function not only instrumentally

but also symbolically in idle times.
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4.3.2. Symbolic Messages in Idle Time

Other than comfort and isolation that are managed by the individual, many people
were also observed using civil inattention (see Section 2.3.3), a term introduced by
Goffman (1963), as a tool in public idle time to interact with others around them
without words. This concept is not so easy to grasp by the results derived from
interviews or cultural probes. However, people show many signs of civil inattention
in public indirectly. For example, | observed many people raise their heads for a
second when someone approaches and sits close in public. This person glances at the
other unobtrusively. This practice corresponds to Goffman’s civil inattention again.
People acknowledge the things going on around them, but do not show any particular
attention to it. Some also used this tactic when there was loud noise around in

downtown while they were reading or texting.

During a set of observations, a shoeshine boy was walking around and asking anyone
if they need his service. The symbolic signs of being unavailable, whatever the
medium to show it is, does not probably mean the same to him. Even though he knows
that people close themselves to any kind of interaction, he particularly uses this code
as a power and kindly disturbs people on the street. Then it can be seen as a tactic he
uses against the civil inattention. The tactic is that he intentionally goes close to
people and interacts with them by asking stubbornly if they want his service even
though people isolate their senses by looking at their mobile phones or using

earphones. He breaks the inattention shields for his own economic reasons.

The use of civil inattention is so broad that it could be enriched by many other
practices. Although it is not possible to mention all applications of it, one of the
examples is worth mentioning. In a public setting, | observed if someone sits on a
bench next to a man, then the man immediately starts looking at the opposite
direction. Moral factors about not staring at someone or even doing things that may
evoke such perception such as only looking that direction could be the reason of

creating civil inattention in this example.
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One of the interviewees explained a practice of symbolic interaction when she wants
to listen to music next to her friend. | asked if she also listens to music even though

she is with a friend in public, and she answered as below [28]:

It depends on her. If she is listening to music or if | see that she attempts

to.

Then | continued asking how exactly it happens when she sees her attempting, and
she continued [29]:

| ask if she also wants to listen to music. If | put my earphones on while

talking as if nothing happened 1 feel like she would be annoyed.

When | asked how she understands that her friends attempt to listen to music she
responded [30]:

They take out their earphones out of their bags and hold it in their hands or
they use their earphones only in one ear. Then | understand they also want

to listen to music at the moment.

Above example proves how much symbolic interaction actually affects our daily
social interactions and that people can sometimes only communicate on a symbolic

level on collective practices.

In many observations, | witnessed that being occupied with a mobile interface is used
as a shield against being seen as doing nothing. People mostly do not prefer sitting on
a bench in a crowded place and doing nothing. Instead, they generally take out their
mobile phones or any other object that might present them as purposeful. Therefore,
being publicly idle creates its own tactics against social and political norms.

At this stage of results chapter, | mentioned the implications of symbolic interaction
through behaviors with or without mobile objects in public idle time. The examples

above showed parallelism throughout the fieldwork.
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In the next part, | focus on the examples of visual-corporeal unity of idle time and

how they affect and change each other through people’s activities and thoughts.

4.4. Virtual-corporeal Intersections

In the previous stage, symbolic implications of public idle time were explained by the
help of the results. Other than planning, romanticizing and symbolizing it, there are
also virtual-corporeal intersections in idle time that decides on people’s activity

choices.

The moments of intersection of virtual world of ICTs and corporeal world in public
setting not only happen at the same time but also affect each other. Below, | present
some examples from interviews, cultural probes and observations to explain and

elaborate on the intermingled dynamics of virtual-corporeal unity.

4.4.1. Personal Communication Requirements

Many of the participants stated that they would like to control their communication
channels and often keep in contact with their acquaintances when they need to be
occupied in idle time. They do this mostly by keeping their mobile communication
devices with them on the go. The importance and influence of ICTs was explained in
literature review. Line et al. (2011) emphasizes the importance by stating that ICTs
provide pervasiveness that allows individuals joggle between social roles (see Section
2.3.4.2). In addition, | present some examples of fieldwork analysis with regard to it.
For example, one interviewee made the statement below [31]:

My mobile phone is always in my hand so that | can reply to messages
immediately especially in idle times. | prefer not to look at it when | am

busy with something important, but otherwise | keep it in my hand.

She mentions above the importance of replying as soon as possible in order to
establish a proper conversation rhythm with her friends. Another respondent similarly
stated [32]:
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While I am in my idle time and not working on something specific | keep
the WhatsApp notifications on because there are group chats in which I and

my friends write to each other. When they send something, you naturally

reply.

Above example shows that well accepted conversation norms exist not only in
corporeal but also virtual. Similarly, one interviewee mentioned that they have a
Facebook group of their social club where they share pictures and write comments
about the pictures. Again, being virtually social creates its own responsibility to join
that group and contribute to it. Such virtual-social activities on Facebook groups do
not always stay virtual and sometimes overflow into corporeal socialization. An

example to it is explained by an interviewee as follows [33]:

There is this neighborhood group “100. Y1l Evleri” on Facebook in which
there are many university students. When a discussion interests me there, |
discuss with my friends who are also members on a post there or share the

news in the neighborhood.

In the example above, she starts a discussion with her close friends instead of joining
the discussion online virtual environment. The physical setting becomes the
backstage (see Section 2.3.3) of the virtual setting where she does not have to feel
bounded by many spectators in this online group. Virtual-corporeal intersection not
only allows people to share similar social conversations in different times but also it
set the scene for simultaneous existence of virtual and corporeal as shown below. The

interviewee talks about a card she had filled before the interview [34]:

| was drinking Turkish coffee and tell fortunes with a friend here. | was

also writing messages on WhatsApp in meantime.

She is social both virtually and corporeally as seen above. In a corporeal activity, she
still needs to check her communication accounts and reply to messages not to miss a

conversation in virtual world and do the requirements of friendship.
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4.4.2. Being There and Sharing It

Apart from social relation responsibilities of individuals, people desire to show others
what they do and where they are online because they want to move their experiences
from real to virtual media to extend its social impact. They do so by using social
media and communication accounts on their mobile devices. Questioning the
motivations of such behaviors could be the subject of another research. Nevertheless,
since the research agenda requires, | lay emphasis on a few examples below for
designers in this respect to reveal how these behaviors occur. One of the interviewees
explained it by referring to the categorization of mobile phone applications as below
[35]:

Facebook is for spending my free time to see what is going on there,
WhatsApp is for direct communication, just like messaging. When | go
somewhere interesting or beautiful | check-in on Swarm to show people

that | am there.

Another respondent explained a similar situation by giving example of recording the
concert that she attended [36].

| wanted to immortalize that moment. | already watch the concert while
recording. It is nice to be there. | also shared the video on Instagram later.
Maybe sharing it is a sign of socializing, I do not know [...] but then I can

say “I have been there, | was also there”.

Above examples prove that people do not only use ICTs because they provide direct
communication but also to share their experience that feels special and worthwhile.
Users sometimes can also share online their own visuals with a special background to
prove that they were there or to share thoughts about that environment as an

interviewee stated as follows [37]:

I sometimes use Snapchat while I am window shopping and take selfies

then I send it to some people.
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The main reason may not be to share in above example. It can be said that, whatever
the reason is, they superimpose themselves (their IDs or visuals) with the background
or geographical data to share the experience. | encountered something similar on a
cultural probe card on which it was written “Taking pictures whenever the light is
decent”. Individuals enjoy including their presence to the proofs of their experiences.

Consequently, being there and sharing the evidence is a valid practice of virtual
socialization as seen in above examples. Moreover, such practices frequently happen
in idle times as recreational activities. Even though the events such as concert or

window shopping are included in leisure time, sharing them is an idle time activity.

After presenting the findings on direct communication practices and sharing the
experience, 1 move on with the last category under virtual-corporeal intersection

implications of idle time.

4.4.3. Internalizing the External or Vice Versa

The findings in this section are specifically about listening to music on the go and
they present how music player users bind their inner world to the momentary settings
or the other way around. It was discussed before that individual’s inner world,
thoughts or values and external actors usually are in a reciprocal relationship in public
idle time. At this section, I explain how dynamics in such situations are interpreted
by individuals through music. For instance, one interviewee points out the importance

of music in idle time as below [38]:

It is different to be in an idle setting while listening to music. The music
you hear changes how you perceive the world, how you see people around

you. | literally feel like I move with the rhythm then.

| also observed similar things to the above comment during observations. Many
people tend to tap to the rhythm of a song coming from far or swing their feet
synchronized with the music some teenagers play next to them while they are sitting

idly in downtown. They are probably not aware of that, but either consciously or
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unconsciously, people internalize the external world by music (see Section 2.3.4.1).
De Souza e Silva and Frith (2012) state that we generally cannot choose whom we sit
next to in public, but thanks to potable music players, we can indeed choose which
music to listen to. Music may not be the only way to do so, yet it is no doubt the most
visible sign of it.

Respondents usually mentioned music in idle time as a tool to get them into the mood.
Some of them also regularly take a walk or go jogging in the neighborhood. They
stated that they listen to some upbeat music while exercising or walking to be more
motivated and they generally prefer listening to slow songs in the evenings or in calm

moments.

Some respondents also choose their music according to the day. They favor upbeat
songs again if they are going to have an intense and busy day. Furthermore, some of
the interviewees added that they do not plan which songs to have that day and they

choose songs at the moment that are pertinent to the situation.

On virtual-corporeal intersection, which is this last part of the results chapter, |
focused on the coming together of virtual and corporeal realms through people’s
practices in public idle time and present examples from the compiled interview,
cultural probe and observation data. In the next chapter, | present conclusions the

findings of the research.
4.5 Conclusion

In Chapter 4, | categorized the findings in four main sections. In Section 4.1, |
presented the results on how idle time is planned, improvised or created. Individuals
plan idle time by estimating the free times in between work and leisure and prepare
themselves accordingly. They pack their bags and arrange idle time activities
according to the place and time. Secondly, people also improvise their idle time when
short breaks suddenly occur in daily life. Even though they cannot plan them

beforehand, they can still turn those times into enjoyable or productive moments by
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using mobile interfaces they carry. Lastly, they can create idle times in between when

work and leisure activities become suffocating for them.

In Section 4.2, | emphasized the importance of idle time by relating it to
psychogeography and unplanned aspects of it. First | focused on how observing others
can become an idle time activity and how people convert this so-called wasted
moments into something positive. Secondly, | exemplified chance encounters and

related them to dérive and serendipity.

Section 4.3 is about symbolic implications of idle time. In this section, | initially
mentioned how comfort and isolation are controlled by individuals. In idle time,
individuals seek for their comfort and also care about others’. Furthermore, they
sometimes find comfort by isolating themselves when the environmental stimuli is so
dominant and suffocating and when they feel anxious and uncertain. Secondly, I
presented examples on the ways people tend to give symbolic messages to others in
public idle time, and supported it by referring to the terms in the symbolic interaction

literature.

In Section 4.4, | focused on how interchangeability of virtual and corporeal worlds
affect and are affected by idle time. I first mentioned the findings on the necessity of
virtual social interaction and how it is described by individuals. Then I exemplified
how people share their offline experiences online by including their own presences in
the shared media. How people in idle time internalize the external world by using
portable music is explained by the help of examples from the field research and the

supporting literature.

In the next chapter, | share the general findings about idle time practice, reflexive

insights, limitations, key points and thoughts on possible further research.
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CHAPTER 5

CONCLUSIONS

Below | summarize the insights derived both from the literature and the research by
categorizing them with the help of results of the research. First, | emphasize that
public idle time is an active process in which individuals engage in many activities.
Secondly, | focus on that idle time is also a social process although alone individuals
in public seem passive. Later, | lay emphasis on incidental side of idle time and
exemplify how observation and focusing on details that are normally neglected lead
to serendipitous moments. In the fourth section, | gather the idle time implications of
symbolic interaction by referring to both the literature and the findings. In the last
section, | mention the co-presence of virtual and physical worlds in idle time via ICTs

and how this ubiquitous co-presence affects public idle time.

At the end of the chapter, | mention limitations of the study and reflexive insights.
Then | conclude it with the recommendations on further research.

5.1. Concluding Insights
5.1.1. Public Idle Time is an Active Process

Dialectic attitude in everyday life studies highlight work and leisure and it overlooks
the opportunities of public idle time that is composed of individual creativity. People
do not only usually have idle times between mundane activities but they plan it,

improvise it and create it.

Planning it starts at most a few days ago. People plan their idleness to have a less
boring and more fun time. For example, they know they have to take a bus journey

next day and they take their belongings such as books, magazines, mp3 players and
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charge their smartphones accordingly. Waiting and travel are mostly perceived as
obligatory time between other daily activities. Therefore, individuals try to make
these times more bearable. Moreover, they usually do not want to risk the amount of
fun in such times. Then, they plan it and arrange it with the help of mobile objects
they carry with them.

Idle time is also improvised. In the interviews, participants stated that if idle time is
going to be less than 10-15 minutes then people often decide it is not worth planning.
Consequently, they experience many intermittent and predefined short idle times. In
such times, they initially feel anxious by the effect of uncertainty about what to do.
However, improvisation become a part of idle time immediately. People act in

creative ways and try to avoid boredom.

Idle time is also created in situations in which there is no time for relaxation between
scheduled activities in everyday life. Participants mentioned that they sometimes
create idle time on purpose in between. This can include taking a detour by bus in the
city, walking a bit longer than planned, delaying some tasks to listen to music and so

on.

Contrary to what is believed, people consider idle time significant. Therefore it is an
active process in individuals’ lives. This active character of idle time brings about

many unexpected and fruitful aspects on an individual basis.

5.1.2. Public Idle Time is a Social Experience

Both the literature and the findings point out that public idle time is a social
experience. Although alone individuals in public idle time may seem in solitude in
their idle time and it usually perceived that they do not engage in social activities,
many findings show that idle time is indeed a social process and people socialize
through both offline and online means. Offline socialization mostly refers to symbolic
aspects of idle time. Therefore, | only discuss online socialization here. Discussion

on offline socialization can be found under Section 5.4.
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Online communication has gradually taken more part in our lives with the
technological inventions and it is two-sided. It is not only that we are able to reach
others easier but also that we are easily reachable, as well. When we possess ICTs,
we automatically accept a social contract in which others have the right to reach us
via phone calls, text messages and e-mails. It is a compromise to be stay informed on
our online or distant environment. This could be interpreted both positively and
negatively. As a matter of fact, such duality presents itself in the findings of the
research. People are satisfied by being able to reach far environments through
information. On the other hand, they also sometimes feel suffocated by this fact and
do not take their ICTs with them on purpose during relaxation and serenity moments.

Smartphones, and all ICTs at large vastly affect the means of socializing. It is not hard
to see that friends sit at the same table and they all are involved in online
communication and socialization on their smartphones. Users sometimes prefer
taking a selfie in front of a background that is meaningful to them and share it online
with their acquaintances. They not only share the visual but also the experience and
their feelings with them. It could be claimed that sharing the experience online is only
a simulation of the “real” and it does not substitute it. However, the concept of real is
rapidly changing in our time. Now we find new “reals” in digital and online realms

and consequently we constantly redefine the reality.

It is almost impossible to live an urban life and not to use such new ways of
socializing. First of all, participating in new rituals of socialization is generally
accepted in the society. Since relationships in a society are reciprocal, one needs to
act according to the social consents of communication and socialization. Secondly,
new ways of communication offer new opportunities to socialize. Furthermore, these
new opportunities emerge from individual’s creativity in idle times because idle time
is not as constrained as other times in everyday life. Therefore, it allows people to

design their own attitude towards the instantaneous situations.
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5.1.3. Idle Time is Incidental

In idle time, serendipity and unplanned drifting around virtual social environments
become the unique characteristics that cannot be easily found in work and leisure.
Given that these moments are not mostly scheduled, the chance of unexpected and
surprising events is naturally higher. Therefore, consequences of social interactions
and mobile interface trigger inventiveness in idle time which allows a getaway from

mundane everyday life.

Observation is a passive activity when it is observed and it is referred to wasting time
or doing nothing. First of all, lexically, considering observation and doing nothing
equal is problematic. Just because the people who are observing are still and idle, it
does not mean that they do literally nothing. In fact, the results and the literature
shows that people who observe crowd in public environment are cognitively very
active. They may seem immobile and passive, but they think of their days, lives, social

relationships or even something philosophical.

Window gazing has a special part in observation in idle time. People tend to window
gaze during a bus journey. They want to observe the landscape or cityscape, the nature
or other people on the sidewalk. They write narratives of journeys in their minds by
all stimulants out of the window. The fact that the scape, shapes, colors and actors
always change outside let them observe constant new situations on the road. Every
square they see out of the window is a square of the short movie of their journey. The
window becomes the screen and anything outside becomes an actor. Consequently, a
psychogeography of idle time observation emerges. The beauty of it is that even for
commute in which people always take the same routes everyday, the actors passed by
on the roads constantly change and they are incidental. Therefore, it provides the

privilege of unexpected observations and discoveries.

Passengers or observers in crowded places sometimes create games on their own. For
example, they look at people around them and try to guess what kind of personality
and story they have. The observers voluntarily lose themselves in other peoples’

imagined lives. They distance themselves from their own lives and seek for interesting
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stories in others. By doing so, they try to catch something unique, surprising and

personal.

Plenty of chance encounters occur in idle time. Individuals find themselves in
situations that would never normally arouse their attention. They feel fine to zoom in
to generally neglected details around them and these details naturally surprise them.
The surprising effect could be the color of the wings of a bee, seeing a very old person
training heavily or nostalgic aspects of a TV show from their childhood. Such
moments then turn into significant memories and maybe affect their personality or
feelings in general. Incidental factors do not only fill idle times but stimulate and
appreciate them.

The psychogeography of idle time creates virtual strollers of the digital-social
reflection of modern urban life in 21% century. Given that everyday life is
industrialized and industrialized modern life constantly incloses the activities of work
and leisure, one should think of ways to tackle this industrialized takeover.

Situationist point of view claims that individual must set aside work and leisure
activities and think out of all the common motives of them and go with the flow of
uncertain in order to experience the unique and unpredictable. To do so, one should
look at the idle time activities that not completely but mostly elude monotonous

charachter of everyday.

5.1.4. Symbolic Level of Idleness: Adjusting Interactions through Senses

On a symbolic basis, public idle time presents us how individuals manage their
privacy, comfort, attention by the help of symbolic tools. Here, | first discuss how
symbolic interaction is materialized by managing senses in public idle time. In the

next section, | continue with key concepts on symbolic interaction literature.

Interactions do not always provide us more engagement with our environment.
Symbolic interactions can also help us avoid external stimuli and interaction with

others. People in idle time often look for escape and isolation. The motivations behind
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these could differ. Teenagers can be in public idly to get away from their parents.
Elders can spend idle time in public to relax their minds and reduce the stress.
However, there are some symbolic signs people present to adjust their involvement
in a setting and they show these signs by the help of adjusting their senses, especially
seeing and hearing.

Seeing is adjusted by how people sit, where they stare at, how high they hold their
heads and whether they look at a near or a far spot. Mobile interfaces mostly affect
where people look. If they look at an object in their hand or on their lap seeing is both
physically and mentally focused on that object and everything behind is blurry and
secondary. People who are occupied by mobile interfaces in idle time generally
present heads-down posture (see Section 2.4.1 and Section 4.3.1). The field of vision
is decreased and what is mostly seen is the ground and the mobile interface. However,
people still look around shortly to stay aware of the physical environment. Therefore,
individuals can arrange how much attention they give to physical environment via

mobile objects they have with them.

Hearing is the other sense worth mentioning. The results show that mp3 users use
mp3 players to isolate themselves and especially make themselves unavailable to
respond in public. Therefore they give a symbolic message to others around them that
they do not want to interact and create a dialogue. Sometimes, people use it for
security. When they feel unsafe in public because they do not want to be harassed or
disturbed, they immediately make a phone call or put their earphones on. For
example, if a beggar approaches someone and stubbornly asks for money, then the
person who is asked instantly make a phone call or maybe even pretend to make a

phone call.

On the contrary, the findings also show that people do not prefer to use earphones in
public because they feel anxious about possible dangers in crowded places. They want
to give their full attention in crowded settings in idle time. Similarly, others do not
listen to loud music or do not listen to music at all in public transportation not to

disturb others around them.
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The findings again show similar considerations for seeing. The light of the
smartphone screen is actually glary in a dark environment. Thus, individuals can

avoid using their smartphones next to others in a dark environment not to discomfort.

Senses are arranged in public idle time for many reasons. Whatever the reason is, the
change in senses by symbolic messages shape the social interactions. Apart from
senses, | focus on the term civil inattention and other significant points in the next

section in regard to social experience.

5.1.5. Civil Inattention and Other Symbolic Messages

This section is about the conclusions on civil inattention (see Section 2.3.3) and other
specific symbolic messages. The concepts | mention below are fostered by the

research findings, as well.

People do not only manage their senses to control their involvement with the
environment, but they also use symbolic messages such as civil inattention which is
a significant term that is worth mentioning individually because | found many
implications of it at the research stage. Civil inattention is commonly used by
individuals either with being aware of it or not. It sometimes shows itself as a reflexive

behavior and other times as a tool actively and consciously used.

Individuals tend to use civil inattention when somebody approaches them without
interacting. For example, individuals use civil inattention when someone comes and
sits next to them on a bench in downtown. They acknowledge the presence of others,
yet they show no sign to engage in an interaction with them. In more detail, the people
who have been sitting and being occupied with a mobile interface raise their heads
for less than a second when the other person approaches to sit. Then they go back to
interact with the mobile interface in front of them. The findings and the literature
show that this kind of interaction is a need in idle time. Since many individuals are
strangers in a crowded public setting adjusting attention channels via symbolic

messages becomes prominent.
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Sometimes, other people around break civil inattention on purpose. For example,
shoeshine boy (see Section 4.3.2) approaches people and stubbornly ask them if they
want his service. He intentionally disturbs the people’s isolation and civil inattention
to earn money. This exemplifies a tactical behavior on civil inattention to reshape

social interactions.

In other symbolic messages, people test others’ reactions to a certain behavior before
they act. They show signs by interacting certain objects and reveal their intention to
others and find out others’ intention nonverbally. The quote about earphone (see

Section 4.3.2) exemplifies it clearly.

There is a close connection between symbolic interactions and idle time activities.
Idle time creates its own ways on dealing with uncertainty and anxiety of being

exposed to others and these ways generally refer to symbolic interactions.

5.1.6. Co-presence of Virtual and Physical

New technologies enable us to be present at more than one place. These places could
be virtual as well as physical in our day. Virtual-physical presence is not only a need
for the individual but also a requirement to maintain proper relationships because that
is expected by the society. Such ubiquitous presence both enables and constrains
people. New technologies, hence possibilities bring about new responsibilities.
Nowadays, a proper conversation with the distant ones requires constant virtual
presence. These requirements, as shown by the research results, are often fulfilled in
idle time when people have short breaks between scheduled tasks.

To socialize and to relax, people switch their consciousness and senses between
virtual and physical worlds via mobile interfaces in idle time. Mobile interfaces can
be defined as individuals’ belongings that they take and carry with them and they are
not necessarily technological artifacts. They can differ from smartphones to books, to
even bus windows. No matter which object it is, mobile interface provides a
connection between virtual and physical worlds by letting individuals manage their

interactions. Mobile interfaces usually fulfill the needs in both virtual and physical
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realms by different functions. For example, smartphone could be used to both
symbolic implications that are closing senses and isolating oneself from physical

environment and socializing virtually at the same time on social media accounts.

In this section, | focus on two sides of the co-presence of virtual and physical by two
subsections which are sharing the narrative via digital media and cognitive process of

internalization of the external world.

5.1.6.1. Sharing the Narrative (Tangible Transition)

People usually share their offline experiences online. Thus, they can be social in a
broader sense. The use of physical elements to create virtual-social media is common
in idle time. Individuals benefit from possessing the access to both worlds by
transferring information and media between them in idle time. Normally, sharing the
experience is not their primary task. Therefore, they get occupied by such activities
mostly in idle time when there is nothing more significant. It is both a duty and a

luxury to share offline experiences online or vice versa.

In this kind of transition, there is always an accompanying media to the activity of
sharing. Therefore, shared media and the act of sharing are both sensorial. In this
method, individuals always need an intermediary that reproduces the experience on

the cyber world.

5.1.6.2. Internalization of the External (Intangible Transition)

When people have special moments, they take pictures or record videos to
immortalize those moments. They sometimes share them as well, but other times, they
keep the material even after sharing for a long time. It means that shared experience
also has a cognitive impact that will later provoke meaning and nostalgia. They will
occasionally look back to those digital documents when they have free idle time.

Internalizing the external world often happens with the help of music. Listening to

music has a special importance for idle time. Music intermingles with landscape,
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activities and thoughts in public idle time. It affects it and is affected by it. The
activities can influence the music that is listened to or music can influence the
activities and behaviors in a certain moment. These processes occur by the music’s
impact on meaning by romanticizing and dignifying the activity that accompanying
music. Many participants dwelled on the importance of music for them. It is an
indispensable companion in idle observation or traveling for many people and it

deeply changes the course of idle time experiences.

Until here in this chapter, | explained final insights of the study and concluded key
points under them. First, | mentioned idle time is an active process and people plan
it, improvise it or create it on purpose. Secondly, | emphasized that idle time is a
social process in which individuals use ICTs and other mobile interfaces to socialize.
In the third section, | mentioned that idle time is incidental because it is not totally
planned and it allows people to experience unique moments. In the fourth and fifth
sections, | focused on the symbolic implications and tools that are used in idle time
to control anxiety, uncertainty, comfort and isolation. In the last section, I discuss how
the ubiquitous co-presence of virtual and physical worlds affect social activities in

public idle time.

In the next section, first | present the insights on reflexive notes and limitations. After

that, 1 conclude the thesis with further research recommendations.

5.2 Design Implications

This research addresses the social aspects of public idle time. Public idle time is an
active social process. Moreover, this process materializes with the help of mobile
objects accompanying individuals. Therefore, the characteristics and the roles of these
objects should be interpreted and studied by designers in regard to public idle time

activities.

As shown in this study, users already adapt themselves and use existing products to
manage their public idle time. Nonetheless, designers can learn from exploring these

existing social practices and build upon them. As a result, they would not only design
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better products for idle time but also improve idle time practices by introducing

possible new products.

Serendipity and chance aspects of public idle time give it a unique strength and create
potential to be explored in detail. Individuals adjust their proximity to both offline
and online interactions with other objects or other people. They zoom in to normally
neglected details in everyday. This characteristic of public idle time could be
interpreted by designers and can lead to new designs which enhances the uniqueness

of idle time experiences.

External stimuli is internalized in public idle time mostly with the help of music.
Internalization could be broadened by using other senses in idle time. Possible
products can emphasize on different combinations of the senses to extend the

definition of internalized public idle time.

Public idle time constitutes an area of relaxation, observation, contemplation,
socialization and serendipity and it does so in its unique ways. For this reason,
designers should explore its potentials in detail to implement its attributes to products

and especially to mobile interfaces.

5.3. Reflexive Insights

| explained my interpretations on the research findings and related concepts in the
literature in Section 5.1. Now | continue with reflexive insights | noted throughout

the research.

As | discussed earlier, 1 designed the research as one preliminary study at the
beginning, and as three main stages (Figure 3.1). Some insights below refer to more

than one stage whereas some of them are related to only one.

The research experience made me realize that the least expected stage or question can

lead to most fruitful answers. The researcher makes assumptions about the process

while designing it. Although these assumptions can be guiding, they sometimes

surprise the researcher. For example, interview questions are designed to get answers
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on certain topics and they have mostly implications about research questions.
However, participants sometimes declare an opinion on something or tell an
interesting and unexpected story which could not be derived directly by the interview

questions.

| realized that the amount of answers and productiveness of interview and cultural
probe sessions substantially depend on the character of participants. Although the
conditions were equal for every participant, some of them were more talkative and

frank. Consequently, the findings dramatically differed among the sessions.

In some research stages it was easy to find answers whereas on other stages the same
theme could not be observed or questioned. For instance, the implications and
examples of non-instrumental interaction could be found in observing sessions while

they could not be derived from interviews.

In the interview sessions, | realized that asking over described or rhetoric questions
may cause participants to think that the researcher asks it to get a certain answer.

Therefore, asking a question about a too specific situation should be avoided.

If they are conducted at public or semi-public places, interview sessions can be
disturbed because of an unexpected intervention of other people. In such moments,
repeating the last question or reminding the interviewee the last sentence help both

the interviewer and the interviewee stay in the pace of the conversation.

The questions of semi-structured interview were predetermined and planned.
However, | realized that the probe questions | asked in the interviews gradually
changed according to the answers and findings from the previous interviews.
Although this fact helped me to focus on certain aspects, it affected the equality and

neutrality of the interviews to some degree.

| experienced a similar situation in analysis stage. While coding the transcribed texts,
the frequency of coding changed because the findings become normalized during the

analysis sessions and some statements that were important and new at the beginning
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of the analysis later became familiarized and ordinary. Therefore, reviewing the

analyzed text over and over becomes prominent in this respect.

If all transcription of audio recordings is made right before the analysis the researcher
can have a better grasp of the topics and themes. However, transcribing the whole
data at once can be overwhelming. Furthermore, transcribing interviews right away

can already provide inferences on the mistakes and shortcomings.

Making interpretations and assumptions were inevitable when the cultural probe cards
were analyzed because cultural probe does not provide a direct dialogue with the
participant and it is not only observing and making only interpretations. The
intermediaries (participants’ drawings and notes) play the active role in cultural probe

unlike the other sessions.

5.4. Recommendations on Further Research and Limitations

Considering the findings and general conclusions on the research, three areas on

further research on public idle time can be addressed.

This research provides information on how idle time is constituted in everyday life,
how it is planned and improvised by individuals. Moreover, the consequences of the
virtual-physical intersection on idle moments were explored. A further research can
be about how designing enjoyable products and interfaces can improve the public idle
time experience. In such research, researchers can investigate the interaction needs in

idle time and provide information on their design implications.

This research mostly focused on the activities of young adults and its symbolic,
incidental characteristics in public idle time. A possible further research can be
established on how idle time activities and products used in those activities differ
according to sex and age. Moreover, such research can also be designed in order to
address possible findings on gender related topics.

This research was conducted in Turkey and the findings are limited to this geography.
Therefore, although many aspects of idleness reflect universal activities and
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behaviors, a further research can provide a focus on the material culture of idle time

in different geographies.

Final Words

Public idle time is a time of discovery. It is rediscovered and actualized by individuals
every moment. However, designers can also explore its potentials. The fact that it has
not been studied extensively in design literature brings about an immense area to
explore. As a result of such exploration, new social experiences and meaning

attributions can even transform our everyday.
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APPENDIX A

CULTURAL PROBE CONSENT FORM

Tarih:

Katilimer No:

ONAY FORMU

Degerli Katilimei,

Bu calisma ODTU Endiistri Uriinleri Tasarmmi Béliimii’nde yiiriitillen bir yiiksek lisans tezi
aragtirmasinin bir pargasidir. Bu c¢alismada kullanicilarin kamusal alanlarda bos zamanlarini nasil
gecirdiklerini arastiriyoruz. Siz katilimcilardan bekledigimiz disarida gecirdiginiz bos zamanlara dair

bilgi, tecriibe ve gdzlemlerinizi bizlerle paylasmaniz.

Size sunulan paketin i¢inde, lizerine yazarak ya da ¢izerek doldurabileceginiz bir grup kart ve bir
kullanma kilavuzu bulunuyor. Kullanma kilavuzunu dikkatlice okuyup sizden istendigi gibi

doldurmanizi rica edecegim.

Doldurulan kartlarin asli, yalnizca arastirmaci ve tez danigmani tarafindan, tahlil amacl olarak
incelenecek, ti¢lincii kisi ve kurumlarla oldugu gibi paylasiimayacak. Siz katilimeilarin yazdiklart ve
cizdikleri, aragtirmadan ¢ikan yayinlarda kullanildigi takdirde isminizle eslestirilmeyecek.

Bu ¢aligmada dogru ya da yanlis yoktur. Her ifadeniz ve yorumunuz ¢aligmanin igerigine zenginlik
katacaktir, bu nedenle akliniza gelen herhangi bir seyi ifade etmekten ¢ekinmeyiniz. Sizden istenen

bilgileri liitfen miimkiin oldugunca eksiksiz doldurunuz.

Bu calismayi istediginiz zaman herhangi bir sebep gostermeksizin yarida birakabilirsiniz.

Calisma sirasinda veya sonrasinda herhangi bir sorunuz olursa benimle ya da tez danigmanimla

iletisime gecebilirsiniz. Iletisim bilgileri asagidadar.

Katiliminiz i¢in ¢ok tesekkiir ederim.
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CULTURAL PROBE CONSENT FORM (continued)

Yasimiz:

Cinsiyetiniz:

Meslek:

Imza ya da Paraf:
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APPENDIX B

INTERVIEW CONSENT FORM

Tarih:

Katilimer No:

ONAY FORMU

Degerli Katilimet,

Bu calisma ODTU Endiistri Uriinleri Tasarimi Boliimii’nde yiiriitiilen ve ‘kamusal alanlarda bos zaman
gecirme aktiviteleri’ iizerine odaklanan bir yliksek lisans tezi aragtirmasinin bir pargasi olarak organize
edilmistir. Daha Once katilim gergeklestirdiginiz ‘kiiltiirel inceleme’ [cultural probe] ¢alismasinin
devamu olarak yiritilmesi planlanan bu g¢aligmada sizinle yaklagik 30 dakikalik bir rdportaj

gergeklestirilmek istenmektedir. Roportaja katilim istege baghdir.

Roportaj sirasinda size belli sorular yoneltilecektir. Yanitlamak istemediginiz sorular olursa
belirtebilirsiniz. Bu durumda sizden o sorular hakkinda cevap beklenmeyecektir. Izniniz olursa
yapacagimiz goriismeyi detaylica degerlendirebilmek ve hatirlamak amaciyla ¢alismayi ses kayit cihazi
ile kaydetmek istiyorum. Kayitlar sadece bu tez ¢aligmasi kapsaminda kullanilacaktir ve tigiincii

sahislarla kesinlikle paylasilmayacaktir.

Bu ¢aligmada dogru ya da yanlis yoktur. Her ifadeniz ve yorumunuz ¢aligmanin igerigine zenginlik

katacaktir, bu nedenle akliniza gelen herhangi bir seyi ifade etmekten ¢cekinmeyiniz.

Bu calismayi istediginiz zaman herhangi bir sebep gostermeksizin yarida birakabilirsiniz. Roportaj

sonrasinda herhangi bir sorunuz olursa benimle e-posta yoluyla iletisime gegebilirsiniz.

Yukarida belirtilenleri kabul ediyorsaniz liitfen imzalayiniz.

Katiliminiz i¢in ¢ok tesekkiir ederim.
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INTERVIEW CONSENT FORM (continued)

Yasmiz:

Cinsiyetiniz:

Meslek:

Imza ya da Paraf:

"Ses kaydr alinmasina izin veriyorum."

O
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APPENDIX C

INTERVIEW TEMPLATE

Time/Date:

Place:

Interviewee: Consent Form

1. Burada sunlan yaptiginiz1 belirtmigsiniz. Detayli olarak anlatabilir misiniz, tam olarak nasil oldu?
2. Kartlarda bahsettiklerinizi ne siklikta yapiyorsunuz?
a. Giin iginde, hafta boyunca bu yapilanlarin sikliginda degisiklik oluyor mu?
i. Oluyorsa daha yogun olarak ne zaman? Neden?
b. Babhsettiginiz durumlarin sikliklarinda farkliliklar var m?
i. Daha sik olanlarin sikhigin1 hangi ihtiyaglarimz belirliyor?
3. Kartlarda belirttiklerinizden hangilerini diizenli olarak yaniniza altyorsunuz?
a. Ne zamandan beri?
b. Bunlar1 yaniniza almanizin 6ncelikli nedeni nedir?
4. Evden ¢ikmadan yaniniza ne alacaginizi planliyor musunuz? Planliyorsaniz ne zaman?
5. Bunlardan birini veya birka¢ini unuttugunuz oluyor mu?
a.  Unuttugunuz i¢in nasil zorluklar yasiyorsunuz?
6. Yaniniza aldiklarinizi nasil tagiyorsunuz?
7. Kamusal alanda, kafede veya yolculuk sirasinda yalniz otururken bu objeleri nasil kullaniyorsunuz?
8. Genelde kamusal alanda nerelerde olmay: tercih edersiniz?
9.  Durumun uygunsuzlugu nedeniyle kartlar1 doldurmay: diisindiigiiniiz ama dolduramadiginiz anlar

oldu mu?
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INTERVIEW TEMPLATE (continued)

a. Olduysa, o anlarda neler oldu, neler yasadiniz? Nasil hissettiniz?
10. Sasirtict anlar yasadiniz m1? Hos tesadiifler veya ilging rastlantilar?
a. Bu durumlarda ne yaptiniz?
i. Tam olarak nasil oldu?
11. Sizin i¢in kamusal alanda yalniz gegirdiginiz zamanlar1 degerli ve verimli yapan etmenler nelerdir?

a. Biraz daha agiklayabilir misiniz? Tam olarak nasil?

Katillminiz i¢in ¢ok tesekkiir ederim!
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[1]:

[2]:

[3]:

[4]:

APPENDIX D

INTERVIEW QUOTATIONS

Soyle oluyor mesela, soruyorum “Su saatten sonra ne yapacaksiniz” diye. Ona
gore ben aksam labda calisacagim, o aray1 nasil degerlendirecegim? Diyelim
ki tek bagima kalacagim. O yiizden evet, yanima yedek bir sey almis oluyorum,

onceden planlanmis oluyor. Ona gore alacagim kitabimi, ya da almayacagim.

Eskiden kitap okuyordum, zor oldugunu gordiim. Metroda filan bayag kitap
ilerlettigim oldu. Ama iste otobiise gegince orada biraz zor oluyor ¢linki toplu
tasim araclart ¢ok sikisik oluyor. Yol da uzun olunca genelde miizik
dinliyorum ve bu her giin yaptigim bir sey oluyor dolayisiyla. Kitap okumak
daha liiks bir ihtiyag¢ diyeyim. Hem vakit yaratacaksiniz hem de dogru zaman,

dogru kosul olacak. Ancak dyle oluyor.

Dogal insan hali... Onlar da ayni sekilde bir seyi bekleyen, bekliyorken de bos
durmak istemeyen, sikilan, ama aslinda yaptig1 sey de bos olan zaman gecirme

islerine giriyor.

Her zaman degil, ama 6rnegin 5 dakika bir ara veriyorsun. O sirada bir sey
yapmiyorsun. Hemen ¢at, cep telefonunu acip bir seylerle
ugrasiyorsun|...]Dolayisiyla ara verdigin zaman biraz daha zihnin
bosaltiyorsun. Bir rahatliyorsun. Bu rahatlama her sey olabilir. Bir facebookta
dolanmak da seni rahatlatabilir, bir seye bakip onu c¢izmek de seni
rahatlatabilir.[...]yanimda olmasinm1 istedigim seydi telefon o esnada. O

yiizden actim, facebookta dolandim. Yoksa tutup facebookta dolanmam yani.

129



[5]:

[6]:

[7]:

[8]:

[9]:

[10]:

INTERVIEW QUOTATIONS (continued)

Bir de arada dersten sikildigimda girip bakinca kafam dagiliyor. Kiitiiphanede
masada oturup ¢alistyorsam kesinlikle arada bakip, video filan agip eglenceli

olsun biraz kafam dagilsin diye yapmisligim var.

O an metroda 20 dakika mahsur kalmistik, metro bozulmustu.[...]Metroda ¢ok
sikiliyorum, inanilmaz sikiliyorum. Zaten metronun i¢inde ayrica o kokular, o
insanlar bayag1r boguyor.[...]Bunalmamak i¢in siirekli mp3te miizik

dinliyordum.

Bunda boliime gidiyordum, gecikmistim hatta. Artik bir siire sonra oturdum,
40 dakika olmustu.[...]ilk Whatsappa baktim. Sonra Facebooka baktim, en
son Twittera baktim. Twitter benim ¢ok sik kullandigim bir sey degil. Artik ne

kadar sikildiysam, orada beklerken twittera filan da girmek zorunda kaldim.

Whatsapp telefonun ¢almasi gibi oluyor, ama Facebook benim i¢in 6yle degil.
Facebook biraz daha “Dur, bakayim, ne oluyormus.” Tarzinda bir sey... Ama
Whatsapp 0Oyle olmuyor. Daha ¢ok hayatimiza Oyle girdi. Ciinkii artik
mesajlagsma bile bitti yani. Artik hi¢ mesaj atilmiyor, tamamen Whatsapp

iizerinden mesaj doniliyor. Arama bile azaliyor.

Teslim tarihlerine bagli olarak degisiyor. Eskiden daha sik yapardim, daha ¢ok

olurdu. Su anda ¢ok az oluyor. Ama yine de zaman yaratmaya c¢alistyorum.
Tiyatro da benim igin kendimi dinlendirdigim yerlerden biridir, ¢cok is goziiyle

bakmam tiyatroya, benim bir hobim 0. Ama sonugcta o da kendi iginde bir is.

Sonugta bir ezber var, sahnede oyunculuk var.
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[11]:

[12]:

[13]:

[14]:

[15]:

INTERVIEW QUOTATIONS (continued)

Mesela 6gle arasinda ¢iktigimda kitap okumayi ¢ok tercih etmem. Ama aksam
yemegine ¢ikip beklersem birini daha fazla imkanim oluyor, ¢iinkii kafam

daha rahat oluyor.

Illa ki disarida vakit gecireceksem ve kendi basima da oturup cay icebilirim,
kendi bagima film de izleyebilirim. Ama yine park tarz1 yerleri tercih ederim.

Ciinkii ekstradan benim izleyebilecegim seyler oluyor.

Bir keresinde unuttugum icin kulakliksiz bir yolculuk yapmak zorunda
kalmistim. Disariy1 izledim. Ben yolculuklarda uyuyamiyorum. Saatlerce
oturdum, hicbir sey yapmadim. Kafamdan bir siirii diislinceler gecti. Yarin ne
yapacagim, ne giyecegime kadar diisiindiim. Diisiiniilebilecek ne varsa
diisiindiim. Felsefik seyler de diisiindiim. Mesela gidiyorduk, onu hig
unutmuyorum... Arazi bombostu, diiz ve ¢ok az aga¢ var. Boyle yalnizlik,
melankoli gibi seyler cagristirdi. Ay ile biitiinlesmisti goriinti, diizliik, tek bir
tane agac var. Cikip orada kosmak istemistim, ¢ikip orada kostugumu hayal

etmistim.

O anda biraz uzaklara dalip bir seyler diisiindiiglim i¢in sanirim. Bir de o sey
cok giizel, tamamen bosluk. Hi¢ ev yok, bir sey yok. Karsi tarafta sadece
daglari, agaclar1 ve yolu gorliyorsun. Yagmur yagiyor bir yandan hafifce.
Izlenesi bir durum var ortada. Yagmur yaginca pencereden, ya da kar yaginca
bir doga olay1 var ve sen onu izlemek istiyorsun. Oyle olunca bir anda her ne

yapiyorsan birakiyorsun bir tarafta, ona odaklaniyorsun.

...Ev arkadas1 veya 6zel ders ilanlar1 olmasi ilging oluyor ve diger insanlarin
hikayeleri ilging ve tanidik geliyor. Onlara bakinca insanlarin hayatlarindaki

olaylar1 tahmin etmeye ¢alistyorsun, sonucta eglenceli.
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[16]:

[17]:

[18]:

[19]:

[20]:

[21]:

INTERVIEW QUOTATIONS (continued)

Bazen disarida oturup etrafi incelemek hosuma gidebilir. Belki bir kedi
gordiim kedinin durusu hosuma gitti. Bir anda aldim kalemi onu ¢izmeye

basladim.

Sonra camdan disar1 bakmisim bir yandan... “Bir siirii binalar, bulutun
arkasindan ¢ikmaya caligsan ama ¢ikamayan bir giines.” Yine hava parcali

bulutluymus demek ki. Havaya bir gobnderme yapmisim burada.

Kocaman bir esek aris1 gérmiistiik. O mesela ilgingti. Hatta resmini filan
¢ekmistim. Once bir korktuk, ¢iinkii cok biiyiiktii. Sonra resmini ¢cekerken filan

gordiik, kanatlarinin filan acayip bir rengi vardi.

Cok ilgimi ¢eken seyler oluyor dolayisiyla. Mesela diizenli sekilde gelen yasl
bir amca var, gozlerimi yasartiyor.[...] Ne zaman parka gitsem orada mi1 diye

bakiyorum. Amcay1 her seferinde goriiyorum. Demek ki her giin geliyor.

Ben burada (kartta) yurtta tektim. Iftar1 bekliyordum, éniimde yemek hazirds.
Bir yandan yemege bakiyorum, bir yandan bilgisayara. Ne yapacagimi
bilemedim o an. Nostalji olsun diye Ekmek Teknesi’'ni izliyordum. Ekmek
teknesinin miizigini ¢ok seviyorum. Onu dinlemek i¢in agmistim. Daha sonra
biraz kaptirip birka¢ bolimi izledim. Miizikle basladi ama baska seylere
kaydi.

Burada iiniversitede konserdeydim kapal1 alanda ve kalabaligin arkasinda, en
arkadaydim. Once arkada oturuyordum, etrafimda birileri vardi. Telefonumun
ekranina yakin birileri vardi. Sonrasinda, ayakta dinlemeye devam ettim. O

zaman telefona daha rahat bakabilmistim.
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[23]:

[24]:

[25]:

[26]:

[27]:

[28]:

INTERVIEW QUOTATIONS (continued)

Metroda bazen kulakligin ¢ok iyi olmazsa yanindaki insan da duydugu igin,
hatta bazen yaninda oturmay1 bile istemiyorum. O ana bagli oluyor, insanlara

sey olmasin diye. Cok giirtiltiilii miizikler dinlememeye g¢alistyorum.

Bulundugun ortamdan biraz soyutlanmak i¢in. Cilinkii metro 6rnegin, asiri
kalabalik oluyor. Hi¢ diisinmedim daha 6nce ama biraz soyutlanmak igin

aslinda kulaklik takip cama bakiyorum.

Bir de yolda otobdiste filan ¢ok mizik dinlemeyi sevmem. Biri seslenir, bir sey
olur. Duyamam gibi bir endige olur bende. O ylizden ¢ok da agik alanlarda pek

kulaklikla miizik dinlemeyi sevmem.

Yok hi¢ kulaklik yoktu, ona da ayip olmasin diye takmiyorum ama keske
taksam, keske dinlesem diyorum. Alismisim ¢linkii metroda, ama yanimda

konusuyor bir sey de yapamiyorum.

Glin i¢inde herhangi bir anda krem siirerim. Cilinkii benim elim ¢ok catlar kisin.
Makyaj malzemeleri de, ruju mesela c¢ok sik kolayca oldugum yerde

kullanabilirim...

Hayir. O kadar insanin i¢inde ruj siirmem de.[...] Dolmusta otobiiste, bir siirii
yasl insanin oldugu yerde yapmam da... Arka Bahge’de 6rnegin arkada bir
masada oturuyorken [...] yemek yedigim yerde beklerken arkami doniip...

Insanlar bana bakmazken filan.

Ona bagli. O miizik dinliyorsa veya yeltendigini goriirsem mutlaka dinlerim.
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[30]:

[31]:

[32]:

[33]:

[34]:

[35]:

INTERVIEW QUOTATIONS (continued)

Miizik dinleyelim mi diye soruyorum. Onunla konusurken birden hicbir sey

olmamig gibi kulaklig1 takarsam rahatsiz olur gibi geliyor bana.

Ya kulakligin1 ¢ikariyor insanlar ve ellerinde tutuyorlar ya da tek tarafi

takiyorlar ve diger kulaklar1 agik kaliyor.

Telefon hep elimde olur. Ozellikle bos vaktimde cevap verebileyim diye
elimde olur. Ama yogun dénemlerde pek bakmamayi tercih ediyorum. Ama o

an hemen cevap verebileyim diye elimde oluyor genelde.

Hmm, Whatsapp. Telefon yanimda oldugu i¢in dogal olarak, Whatsappta
gruplardan siirekli bir diirtme geliyor ister istemez. O ylizden gelen seylere de
bir yandan cevap veriyorsun, 6zel bir sey yapmiyorsan, ders ¢aligmiyorsan
veya bagka bir sey yapmiyorsan susturmuyorsun gruplart. A¢ik olunca da

oradan bir sey oluyor. Sen de cevap atiyorsun.

“100. Y1l Evleri’nde ne paylasmislar yine, giindem ne diye takip ettim.
ODTU’den bir arkadas grubuyla goriisiiyorsam o gruptaki konusmalar {izerine

tartistigimiz bile oluyor.

Orada disarida oturuyordum, kahve i¢iyordum. Biiyiik ihtimalle de yanimda

yakin bir arkadasim vardi. Genellikle zaten Whatsapptan konusuyorum.
Facebook zaman gecirmek i¢in. Ana sayfama ne diismiis, vakit geg¢sin diye

facebookta bakinirim. Whatsapp geliyorum, gidiyorum tarzinda oluyor.

Swarm degisik bir yere gittigimde hani “Ben de buradaydim.” demek igin.
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[37]:

[38]:

INTERVIEW QUOTATIONS (continued)

O an1 oliimsiizlestirmek diyeyim. Cekerken zaten izliyorum, o an1 yasamak
giizel oluyor. Ama daha sonra tekrar baktigimda ki onu da Instagramda
paylastim mesela. Belki o da sosyallestigimin gostergesi mi olabilir
bilmiyorum ama Oliimsiizlestiriyor. “Buraya gittim, burada bulundum.”

seklinde...

Windowshopping sirasinda  kendimi  ¢ekiyordum. Selfie... Sonra

arkadaslarima filan génderiyorum.
Miizik dinleyerek beklemek farkli. Hayata bakisini bile degistiriyor kulagina

gelen mizik. Bana 0yle olur hep. Yiz ifadem bile degisir. Etrafi algilayisim,

insanlara bakigim. Baya ritimle hareket ediyor gibi oluyorum o zaman.
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