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Abstract  

 

Communities have always excited in human life and people have always met to discuss 

subjects that are important and interesting to us. For a long time communities were bound 

to the limitation of time and space, but with highly developed mobile phones and 

networks, people are these days able to ñmeetò anytime, anywhere at mobile 

communities. 

This study has examined the mobile usage at the community site Playahead. The study 

had an inductive approach primarily based on analysing quantitative data from usage logs, 

but also included a survey. The purpose of the study was to look at the mobile usage of 

different social functions at Playahead and see if the usage differed between different user 

groups, e.g. between male and females and different age segments. It was also of interest 

to see how the activity differed between weekdays and weekends.  

Our main findings was that women tend to use the communicative functions chat and 

write guestbook more than men and that women also login more to Playahead. Men, on 

the other hand, are sending more mail than women and are looking at profiles more. The 

age distribution looked similar for most of the functions with an age peak at 14, 15 and 

16.  

Comparing weekends and weekdays showed us that the usage followed a similar pattern 

for the different methods. At weekdays the usage started earlier in the mornings and 

ended earlier in the evenings. At weekends the activity started later in the mornings and 

continued later on throughout the nights.  

 

Keywords: Community, Mobile community, Playahead, Mobile usage, Social function, 

Log data, Survey 
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1 Introduction  

People have always founded groups to explore and discuss common interests. As 

kids we searched for other kids in the playground and as adults we meet friends over 

coffee and dinners to discuss subjects that are important and interesting to us. For a 

long time communities were bound to the limitation of time and space, but with 

todayôs technology these restrictions are no longer a problem. With highly developed 

mobile phones and networks, such as 3G and Wi-Fi, people are these days able to 

ñmeetò anytime, anywhere at mobile communities. 

Today the cell phones is not only mobile and easy to use; they are also 

communication-oriented and personal [1]. For young people in particular, cell 

phones are practical and offer many advantages; they are ubiquitous, always on, 

easily accessible, cheap, and easy to use. This study will demonstrate more specific 

how people use their cell phones to communicate and meet on social platforms.  

 

1.1 Background 

The Swedish Institute of Computer Science (SICS) and Playahead, an online 

community site in Sweden, are studying the mobile usage of the site. As many other 

community sites, Playahead offer its users the opportunity to access their accounts 

through a cell phone. Playahead and SICS are therefore interested in identifying 

patterns in the mobile usage and investigating if different groups are using certain 

social functions more than others.  

 

1.2 The purpose of the study 

This study examines the mobile usage at Playahead by analyzing quantitative log 

data from two months of mobile usage, as well as answers from an online survey. 

The purpose of the study is to look at the mobile usage of different social functions at 

Playahead and see if the usage differs between males and females and if the age 

distribution varies between the social functions. The functions we are going to 

examine closer are login, chat, writing in guestbooks, mailing and looking at other 

members profiles. We will also examine if the mobile activity differs from weekends 

and weekdays.  

 

1.3 Significance and audience 

This research is significant because it provides insights into the mobile usage at a 

community site. Many community sites are currently in a transition phase, including 

more and more mobile usage. Since this is a study of Playahead the results and 

outcomes may not be true for all community sites, but many of the usage patterns are 

likely to be similar.  
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This research will be of interest to people working with developing community sites 

and mobile solutions. It may also be of interest for students, researchers and people 

connected to the subject communication and system science.   

 

1.4 The role within the research area 

By using a mobile phone, people have the possibility to communicate anytime and 

anywhere. The easiest way to meet friends and new people might be through an 

already organized community, such as Playahead. The mobile usage of web 

communities is a quite new phenomenon. This study contributes with new 

knowledge regarding the mobile usage at a community site. By looking at different 

communicative functions we will gain information of what people do when accessing 

a community site from their cell phones. Furthermore, we will bring knowledge 

about the difference between the usage at weekends and weekdays. 

 

1.5 Delimitations of the study 

The study has certain limitations that need to be taken into account. First of all, due 

to the time constrains and data availability, we will only consider the mobile usage at 

Playahead. We do not have the possibility to look at the web usage at the site and 

have therefore not compared the mobile usage with ñordinaryò web usage.  

Second, we will do the following delimitations. Since the data from Playahead 

contains 25 different methods (listed in Appendix A) we will only look at seven of 

them. The selected functions were those that best reflect the communicative function 

at the mobile community site. Other functions such as ChatListChannelUsers, 

ChatListAvailibleChannels and GetResizedProfilePhoto are more directed through a 

administrative usage. And although they fill a role in a community system, they are 

less interesting from a daily usage perspective. Furthermore, we will only look at 

data from two month (September 2008 and January 2009).  

In the thesis we have decided to use the term male/female instead of boy/girl, this 

decision is based on the fact that many of the users are in the zone between children 

and adult. 

Finally, the exact figures for Playahead usage are a company secret. For this reason, 

we cannot discuss the exact number of users on the mobile service either. Instead, all 

figures are given in percentage of the total number of users. 
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2 About Playahead 

In this chapter we will describe more in detail about Playahead. 

2.1 Basic facts about Playahead  

Playahead is one of the biggest community web sites in Sweden and is most popular 

among teenagers. The web based site was founded 1998 in Helsingborg. The site 

rapidly became very popular. Playahead gets its primary revenues through 

advertisement on the site. Basic membership is free, but Playahead also sells 

different kinds of memberships, so called VIP-membership. 

Playahead offers its members the possibility to make a presentation of themselves 

with both text and pictures. The presentation has a visitor log so that the members 

can see who has looked at their presentation, but this function only works if the 

member has a VIP-membership. The members can communicate with each other 

through different channels. They can chat with each other, write in each otherôs 

guestbooks, search for other members, write email and publish photos.  

Today Playahead has more than half a million users. The target audience lies in the 

age range of 13 and 24 years, but all ages are represented in the member community. 

The gender distribution for the web users are 52% females and 48% males. 

When register for a membership at the site the person need to specify his or hers 

social security number. Then Playahead automatic review the number and the 

structure. The control number needs to match with the gender you have chosen. So if 

someone has used a social security number connected to a female the person cannot 

state that he or she is a male. Furthermore Playahead has personnel that constantly 

monitor what is happening on the site. Playahead works with the safety at the site so 

members do not use other peopleôs social security numbers or name. And even if 

some ñdishonestyò exists at the site, it does not affect the statistics.  

Figure 1. A screen shot from the Playahead web site, showing some of its offers to 
members. 
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2.2 The mobile version 

Beside the web site Playahead also has introduced a mobile version of the 

community called Playmobile. This version is available as a java application that the 

users can download to all mobile phones that support java. In the mobile version the 

user can access most of the functions the web offers.  

When discussing the mobile functions we are facing the term method which is very 

specific for Playahead. The conception method is a technical term for calling a 

service. A service can for example be mail or chat and some of the services that are 

discussed later on in the thesis consist of many methods. For example; the service 

chat consists of nine different methods.  

Below we have listed some examples of screen shots from Playaheadôs mobile 

version.  

 

 

 

 

 

 

 

 

 

 

 

Figure 2. Exaple of Login               Figure 3.     Example of the menu. 

 

 

 

 

 

 

 

 

 

 

Figure 4. Example of a guestbook                   Figure 5, Example of a chat room 
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3 Method 

In this chapter we will discuss different methods and approaches used when 

conducting empiric research. Based on this discussion, we present the methodology 

and approach used in this study. 

 

3.1 Inductive and deductive methodology 

Andersen [2] describes two fundamental approaches towards empiric research. A 

study can be based on an inductive or a deductive approach. The inductive approach 

is based on the idea that all knowledge is generalised from a sequence of single 

experiences. An inductive study begins with empirical observations of an identified 

and isolated phenomenon, with little or no hypotheses on what will be found. Data is 

collected, observed and then developed into a theory as a result of the data analysis 

[3]. A deductive approach is based on already existing hypothesis or developed idea. 

In a deductive approach the hypothesis is investigated and tested by observations and 

analysis. A deductive hypothesis thus needs to be testable and falsifiable: a 

supporting study will fail to prove it wrong rather than prove it true. 

This study is based on an inductive method with a data mining approach. Data 

mining is a process of extracting patterns from large scale data. Following the 

inductive approach, we will first gather data, then observe it and try to find patterns 

in it. There is no deductive hypothesis in the study, although the background material 

indicates some particular areas of interest. After examining the data we will draw 

conclusions and results out of the observations. By using an inductive approach we 

will have the possibility to gather data from the real world classify it and then induct 

a new theory or hypothesis based on our data analysis. A single inductive study is not 

sufficient to ñproveò such a theory, especially if our findings are entirely novel. It 

can however strengthen hypothesis from previous studies if we find similar usage 

patterns in our study. 

 

3.2 Qualitative and quantitative research 

According to Patel and Davidson [4], there are two different ways of gather and 

analyze research data and information: quantitative method and qualitative method. 

In qualitative research, focus in placed on the identification and description of 

unstructured information: observations of behaviour, verbal interviews, etcetera [5]. 

The analysis strives to retain the richness of the original data and provide an in-depth 

analysis. Qualitative research is therefore typically based on much smaller but rich 

samples of data, and often emphasise the need to gather data in naturally occurring 

contexts (as opposed from lab studies). A qualitative investigation can for example 

be based on field observations of a few participants over an extended time period. 

Qualitative methods are often used when the research demands deeper understanding 

of a problem. In-depth interviews are a good way of collecting qualitative data and 

gives deep knowledge and understanding. 
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Quantitative research on the other hand is more focused on data that can be measured 

and directly compared. This requires that data is gathered in a structured way, and it 

also requires a much larger sample that is representative for the subject of study. 

Whereas deductive research seldom relies on qualitative empirics, quantitative 

methods are used both for inductive and deductive research. In a quantitative study, 

statistics is often used to prove hypothesis about populations [6]. Quantitative 

methods are often applied to lab experiments, and demographic studies often use 

surveys to gather quantitative data. A large scale survey is an effective way of 

gathering information about a large group. It can reach out to many respondents 

which all provide answers to identical questions, creating a systematised and 

coherent data corpus.  

Due to the nature of the data at hand, it was natural to focus on quantitative methods 

in our study. By analyzing log data from Playahead we were able to study the mobile 

usage of different social functions. 

 

3.3 Methodological triangulation 

To fulfil and validate the purpose of the study we have used the methodological 

triangulation approach. Triangulation refers to the use of more than one approach 

when investigating a research question, this in order to validate and improve 

confidence in the results [7]. It also means that the weaknesses in the study can be 

compensated by combining different methods.  

To validate the results gathered from the log data, a survey were conducted. We 

chose a survey based approach instead of an in-depth interview approach because it 

gives us the possibility to reach a larger amount and a broader range of respondents. 

By conducting a large scale survey we have the possibility to see patterns and 

observe statistics in a broad and useful way. It also creates qualitative data, making it 

easier to compare results directly to the log analysis. 

 

3.4 Analyzing log data  

The raw material for this study was gathered from log data provided by Playahead. 

Log files have several characteristics which make them ideal for user patterns 

research and on the interactions between humans and computers. The log files used 

in this study contained data from a period of two months (September 2008 and 

January 2009). The log only contained requests made from mobile devices and not 

requests made from computers. The size of the raw data was 1.3 GB. The data 

expressed more than 13.6 millions requests made by more than 10 000 members. All 

statistics and graphs in the study has been developed by using the program SPSS.  

We received one file called MobileMethods containing all requests made during the 

time of our study. One row in this file contained the date and the time when the 

request were done, the UserId of the member performing the request and the method 

the member was using. Totally the data contained 25 different methods. 
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Date Time UserId Method 

2008-09-30 21:14:00 416039 Chat 

2008-09-30 21:14:00 430015 Chat 

2008-09-30 21:14:00 299631 Login 

2008-09-30 21:14:00 430015 Chat 

2008-09-30 21:14:01 119802 ChatConnectAndJoinChannel 

2008-09-30 21:14:01 263317 ChatSendChannelMessage 

Table 1. Example of MobileMethods 

 

We also received a file called MobileUsers where one row contained the UserID of 

the member, age, gender, location and if the member used Playahead only from the 

mobile. This file contained all members that had used Playahead from a mobile 

device during the time of our study. 

 

UserId Age Gender Location MobileOnly 

23 17 M Södertälje 0 

169 13 F Tierp 0 

303 19 M Spånga 0 

333 16 F Spånga 0 

348 15 F Norsborg 0 

602 14 M Rinkeby 0 

693 13 M Spånga 1 

Table 2. Example of MobileUsers 

 

Finally we received a file called MobileFriendCount. This file contained the number 

of friends each of the mobile users had. One row contained the user id of the 

member, number of friends the member had and number of friends that also used 

Playaheadôs mobile version.  

 

UserId FriendCount MobileFriend 
Count 

300 63 5 

333 128 21 

348 1 1 

685 246 44 

867 93 13 

1554 536 135 

1853 202 27 

Table 3.  Example of MobileFriendCount 
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3.4.1 Extreme values 

When sorting the data log from Playahead we found some extreme values. These 

extremes were generated by an ñautomatic userò provided to test the functions. These 

log entries were removed from the analysis.  

 

3.4.2 Missing hours 

During the analyze we found that some days and hours had no log entries at all. The 

typical reason for this was that the website had been down for a certain period. This 

led to problems when the mean usage graphs for weekends and weekdays were 

calculated. To calculate correct means for e.g. a particular weekday or hour, the 

missing hours were removed. 

 

3.4.3 Holidays 

When constructing the graphs for weekends and weekdays, we noticed that there 

were a lot of holidays during January. Also all schools in Sweden had a Christmas 

break during the beginning of January. Therefore we did the following restrictions: 

The days that according to the almanac were a holiday were classified as weekend 

days. The data from days that according the almanac were weekdays but that 

occurred during the Christmas break was removed entirely. The reason is that we 

cannot assume that their usage pattern corresponds to either weekdays or weekends. 

  

3.4.4 Demography 

The demography in this study is based on the members that during the time of our 

study did use Playahead from a cell phone at least one time. The mean age of the 

mobile users were 15.7 years old. The median were 15 years. The youngest user was 

11 years and the oldest was 60. Because Playahead mostly are used by teenagers we 

decided to combine all the users over 20 years in to one group, that because we think 

they represent an own group of adult people. 

Age Percent 

11 0,01% 

12 0,21% 

13 15,07% 

14 24,77% 

15 22,26% 

16 16,43% 

17 9,16% 

18 4,12% 

19 2,44% 

20 and over 5,54% 

Total 100% 

Table 4. Age of the mobile users 
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The age distribution of the mobile users is shown in the table below (Table 5) 

 

 

 

 

 

Table 5. Age distribution 

 

3.5 Gender and age 

We decided to examine if the usage differed between males and females and if the 

age distribution varied between the social functions. The differences between the 

genders have always been an interesting point of view and many studies have been 

done on the gender distribution in web usage and mobile usage. Many studies shows 

that most mobile applications are used more by males then by females. But we have 

also statistics from Playahead telling us that females are accessing and using the 

community site more than males are doing. Therefore we think it is interesting to 

analyze and investigate closer if there are any differences between the mobile usage 

for males and females and if the distributions looks the same as for the web usage.  

The age factor is also of big interest for the study, this because Playahead has a very 

specific age group and therefore it is appealing to study if the usage looks the same 

in the different methods. 

Even though the log data provided us with many different factors to investigate 

closer, we had to exclude many of them in this study. Some of the factors seemed 

very interesting but could not provide us with any important information. For 

example we looked a bit closer at the memberôs location (city) to see if it would be 

interesting to look closer into, but we found out that most of the members lived in big 

cities such as Stockholm and Gothenburg. Moreover we thought that some of the 

factors were not important for this study. 

 

3.6 The survey 

To complement and verify the results we obtained from the log data we conducted a 

survey that was send out to mobile users at Playahead. The purpose of the survey 

was to get answers that the data log could not provide us with and to validate the 

results from the log data. Even though the log data gave us many interesting answers 

it could not tell us anything about the mobile context. Furthermore we thought it 

would be interesting to validate the data of the mobile usage. The log data gave us an 

indication that the members are accessing Playahead from the mobile phone during 

times when they also have access to a computer, and with help from the survey we 

could get this confirmed. The questions for the survey were based on the results 

Gender Percent 

Female 52,12 % 

Male 47,88 % 

Total 100 % 
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gathered from the log data. The survey consisted of 17 questions focussed around the 

following issues:  

 

¶ Where the members were while using Playahead from their cell phone 

¶ How often they used Playahead from their cell phone. 

¶ To whom the members chat and mail with  

¶ In which guestbooks the members wrote in 

¶ If the members used the mobile version even if they had computer access.  

¶ If the members were with friends while using Playmobile 

¶ If the members pay for the mobile cost themselves. 

 

The questions above where prepared after analyzing the log data. To be sure that the 

demography was comparable to the demography the log data showed we decided to 

ask questions about age and gender as well. We were interested in finding out more 

about the mobile usage and to understand more about the mobile context and to 

whom the members communicated with. This information could the log data not 

provide us with. We also asked the members how often they used Playahead from the 

cell phone.  

The log data could show us some signs about the mobile usage, such as the graphs 

showed us what time during the day the members used the mobile. This could give as 

an idea of the context but to verify our suspicions we needed to ask more specific 

where the users where while using the mobile phone.  

The survey was sent to 400 of Playaheadôs members that had used the community 

from a cell phone during the last week. We posted a link to a web-based survey in 

the memberôs guest book at Playahead. The survey was sent to 201 females and 199 

males and offered the respondents the possibility to win cinema tickets. After a week 

we sent a reminder. We let the survey be open for responses during three weeks. 

After three weeks we had received 100 answerers.  
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4 Theory 

The subject of this thesis is related to two major research areas: community sites and 

mobile usage. A large number of studies have been done on both subjects. However, 

not many of the studies have combined the two research areas and investigated the 

mobile usage at a community site. This chapter will give a short background on the 

subject of community, mobile community and mobile internet usage. 

 

4.1 Defining community 

The term ócommunityô has today two distinct meanings. The original term defines a 

community as a group of people living together in a particular local area [8]. 

However, in the context of the emerging Internet society the term has also been used 

to describe virtual communities that meet and discuss primarily on the Internet. This 

thesis deals with the latter concept. 

The definition of a virtual community has been characterized as groups of people 

with shared interests or goals, for which electronic communication is a primary form 

of interaction [9]. Alternatively, a community has been described as a group of 

people who meet regularly to discuss a subject of interest to all members through a 

web channel [10]. As the Playahead community is not characterised by a particular 

common subject of interest, it is a community primarily in this second sense of the 

term. Another characteristic for virtual communities is the regularity which the 

members visit them. In general the users become attached to their communities and 

visit them frequently [11].  

Onïline communities differ from each other, depending on the target users, but most 

community sites provide their members with a profile space, messaging in different 

forms, the possibility to upload photos, and opportunities to search for and make 

connections to other people [12]. The opportunity to make these different 

connections is the core function of a virtual community site.  

To distinguish virtual communities from each other Porter [13] suggests that we 

could use five attributes to characterize the special features of the site.  

 

¶ Purpose  

The actually cause for why the community exists and is shared among its 

members. 

¶ Place  

The place of the community where the interaction happens. It could be that 

the community members interact in a physical location or with help of 

technology in order to interact regardless time and space. For virtual 

communities, the place is usually a website. 
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¶ Platform  

Platform refers to the design of the interaction. It is the way the members of 

the community interact. Communication can be synchronous, asynchronous 

or in hybrid forms. 

¶ Population  

This refers to the pattern of interaction. Three different form exist ï virtual 

communities as computer-supported social networks that support strong, weak 

and stressful social ties among members, virtual communities as small groups of 

networks which tend to have fixed and limited memberships, be highly interactive 

during sessions of limited duration and have well defined activities, and virtual 

communities as virtual publics where relationships provide functional purposes, 

the membership is often temporary and there is less commitment and devotion 

among the members 

¶ Profit model  

This attribute refers to whether the community is revenue generating or non-

revenue generating, and if there is revenue, who pays for what. For example, 

many online communities are free to use and generate revenue from 

advertisement. 

 

4.2 Defining mobile community 

Mobile communities are considered to be a natural evolution of virtual communities 

[14]. However, while definitions of virtual communities have been discussed for a 

long time, the description and explanation of a mobile community are only recently 

emerging. The definition we will use in this study is as follows: a mobile community 

is a group of users who are communicating or interacting through a mobile device 

about certain topics or activities [15]. Heldt et Al [16] separate different types of 

virtual and mobile communities and divide them into three main groups.   

 

¶ Web-Only Community. 

This type of on-line community is the traditional form of virtual communities 

and is primary designed for being used on desktop computers and laptops. 

¶ Web and WAP Community 

This type of community provides both a version for the Web as well as a 

WAP access for mobile usage. This gives the members the possibility to 

access the site through both a computer and a cell phone. 

¶ WAP-only Community 

WAP-only communities are exclusively accessed from mobile devices. 
 
Heldtôs use of the term WAP is today a bit dated, as most mobile phones of today 

provide internet access through simple web browsers (able to render the ordinary 

web) and downloadable applications.  
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The evolution of mobile communication technologies has had a great impact on the 

evolution of communities and present many new possibilities of communication and 

interaction for communities. Mobile communities differ to the traditional web based 

communities in three main aspects [17].  

 

¶ Because mobile communities can be accessed by mobile devices such as 

mobile phones, smart phones and PDAôs, devices that people carry with them 

most of the time, the communication in the community can be more 

spontaneous compared to people being bound by desktop computers (that stay 

in one place) and laptops (that cannot be used while on the move).  

¶ Todayôs improved mobile networks make it possible for users to get anytime-

anywhere connection to their community. The 2.5 G and 3 G networks offer 

packet switched data transfer which can provide a permanent connection for 

sending and receiving data. This differs both from the older versions of GSM-

based Internet connectivity, which had to be switched on and off by the user, 

and with computer access to the Internet which is limited to access when 

plugged into the wired network, or at wireless hotspots.  

¶ The interaction model and usage context is different on mobile devices, and 

this affects which modes of communication that is most natural to use. 

 

All of this entails that mobile communities will show different usage patterns, in 

comparison to excising virtual communities.  

 

4.3 Mobile Internet usage 

The evolution of cell phones has provided us with the possibility to access the web in 

places and situations which would not have been possible by using a desktop 

computer [1]. The internet access on mobile devices changes the way the Internet is 

used. Resent years several studies have been done on the subject mobile internet 

usage.  

Mobile internet usage is still fairly low in Sweden, compared to e.g. Japan. A 

Swedish large scale study showed that even though 94% of the Swedish population 

owns a mobile phone, only 18% of them connect to internet through the phone [18]. 

The study also showed that it is more than twice as usual that men connect to internet 

from a mobile device than women. However it is interesting to notice that the study 

also shows that men are sending more e-mails than women while women are more 

interested in music and visiting community sites. The study also suggests that 

younger people (age 16 -18) tend to use mobile internet mostly to listen to music and 

to access community sites, while older users tend to read news.  

It is also of interest to look closer to the social function of the mobile usage. One 

qualitative diary study indicated an increased level of sociability from mobile 

internet use compared to stationary internet [19]. Similar behaviour was observed in 
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an in-depth study [20] where the participants often shared information through e-mail 

or social networking sites to keep in touch with friends.  

Furthermore, we can notice that people sometimes use internet from a mobile device 

even when they have computer access. This was shown in a diary and interview 

study with 21 mobile users [1] where more than half of the mobile internet usage 

occurrences took place where the participants also had access to a computer.  
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5 Results  

This chapter is divided into two main parts. In the first part we will go through the 

results from the data log, and in the second part we will look at the results from the 

survey. In this chapter we will only present the results, not discuss them.  

 

5.1 Data Log  

Since the data from Playahead contain 25 different methods (e.g. chat, login, search 

users, logout) we will only look at a few of them that we think reflect the social 

functions at Playahead. Some of the Methods left out include 

ChatListAvailibleChannels, GetGuestbookEntry and GetResizedProfilePhoto (all 

methods are listed in appendix A). To make this chapter as comprehensible as 

possible we will go through all the methods that we have chosen and display the 

results for each one of them. 

 

5.1.1 Login 

The method Login indicates when a user is logging in to Playahead from a mobile 

device. When a member has logged in he or she will be online until logging out. Data 

shows that members have been using the function 23 times, on the average. We can 

see that a quarter of all logins have been done by users in the age of 14, followed by 

users in the age of 15 and 16 (Table 6).  

 

Age Percent 

12 0,25% 

13 13,65% 

14 25,50% 

15 21,75% 

16 18,69% 

17 9,03% 

18 4,63% 

19 1,88% 

20 and over 4,61% 

Total 100% 

Table 6. Age distribution ï Login  
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Moreover, reviewing the Gender distribution shows that females have been using the 

method more than males (Table 7).  

 

 

 

 

 

Table 7. Gender distribution ï Login 

The difference between how users have been login during weekends and weekdays 

show how memberôs activity starts earlier in the morning on weekdays, and end 

earlier in the evenings (Graph 1). We can see that the peak for the curve is at 22:00 

and the activity is lowest early in the morning between 03:00 and 05:00. At the 

weekends the activity starts later and continues later in the evenings (Graph 2). The 

peak in the weekends is at 22:00 and 23:00 and at 06:00 is the activity at its lowest. 

 

 

Graph 1. Weekdays ï Login  

Gender Percent 

Female 58,23 % 

Male 41,77 % 

Total 100 % 
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Graph 2. Weekends ï Login  

 

It is worth noticing that if a user does not log out, they will not be immediately 

disconnected from the service. The next time the application is started; the user 

might thus still be online and not have to login again. This means that members will 

not use the login function every time they use Playahead. Looking at the function 

logout we noticed that slightly less than 30 000 logoutôs had been done during the 

time of our study. Because the logouts did not match the logins, which were almost 

ten times as many, we decided to not look closer in to the logout function. 

 

5.1.2 Chat 

The chat function includes two different methods. The first one, 

ChatConnectAndJoinChannel, correspond to when a user enters a chat room from his 

or hers mobile phone. When joining a chat room the user can see the other members 

in the ñroomò and follow the discussion.  

The second method is ChatSendChannelMessage which mean that a user writes 

something in the chat room for all other people in the room to read. 

ChatConnectAndJoinChannel has an age distribution with a peak at the age 15 

follow by age 16 and 14 (Table 8). 
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Age Percent 

12 0,05% 

13 9,42% 

14 20,50% 

15 25,09% 

16 20,59% 

17 9,24% 

18 4,57% 

19 2,88% 

20 and over 7,66% 

Total 100% 

Table 8. Age distribution ï ChatConnectAndJoinChannel  

 

In the age distribution for the method ChatSendChannelMessage the age 15 also has 

the biggest share, followed by the age 14 and 16 (Table 9). The total used times for 

ChatSendChannelMessage is almost four times as high as 

ChatConnectAndJoinChannel: a chat member sends on the average four chat 

messages in a session. 

 

Age Percent 

12 0,03% 

13 6,58% 

14 21,45% 

15 30,89% 

16 20,07% 

17 9,20% 

18 3,64% 

19 1,92% 

20 and more 6,21% 

Total 100,00% 

Table 9. Age distribution ï ChatSendChannelMessage  

 

As expected, the gender distributions for the two methods are fairly similar. Women 

use both methods more than men. Women join chat rooms more often (Table 10) and 

write more chat messages than males (Table 11). The log data indicates that women 

might write slightly more chat messages per session than men, but the difference is 

not large. 
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Table 10. Gender distribution ï ChatConnectandJoinChannel 

 

 

 

 

 

Table 11.  Gender distribution ï ChatSendChannelMessage 

 

The difference between weekdays and weekends for the method 

ChatConnectAndJoinChannel show that the method is used more often during 

weekends compared to weekdays. The highest mean during the 24-hour period show 

us that the peak for weekdays is at ten oôclock with around 450 commands (Graph 3) 

and the peak for weekends is at eleven oôclock with a mean of 600 commands 

(Graph 4). Data also show us that members tend to join the chat rooms earlier in the 

morning during the weekdays compared to the weekends.  

 

 

Graph 3. Weekdays activity ï ChatConnectAndJoinChannel 

 

Gender Percent 

Female 54,46 % 

Male 45,54 % 

Total 100 % 

Gender Percent 

Female 57,41% 

Male 42,59% 

Total 100,00% 
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Graph 4. Weekend activity ï ChatConnectAndJoinChannel 

 

The difference between weekdays and weekends for the method 

ChatSendChannelMessage is less distinct (Graph5 & Graph 6). For both weekends 

and weekdays, the activity peaks at 23:00 and the mean number of messages are 

almost the same.  

 

 

Graph 5. Weekdays activity ï ChatSendChannelMessage 
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Graph 6. Weekend activity ï ChatSendChannelMessage 

 

5.1.3 Write guestbook 

The method write guestbook is registered when a member writes in any guestbook. It 

could be the members own guestbook, a friends guestbook or an unknown members 

guestbook.  

The age distribution for the method is shown in the table below (Table 12). The 

method is preferred by younger members than the chat and peaks at the age 14, 

followed by the ages 15 and 16. 

 

Age Percent 

12 0,17% 

13 13,92% 

14 27,95% 

15 19,78% 

16 17,47% 

17 9,64% 

18 5,11% 

19 1,47% 

20 and more 4,50% 

Total 100% 

Table 12. Age distribution ï Write guestbook  

The gender distribution shows us that women use this function more than men (Table 

13) and the difference is greater than for the chat function. 
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Table 13. Gender distribution ï Write guestbook  

The usage during the weekdays has its peak at 21.00 (Graph 7) compared to the 

weekends where the peak is at 22:00 (Graph 8). Data also shows that after 21:00 at 

weekdays the curve does drop while the weekendôs usage falls slower during a 

longer time.   

 

 

Graph 7. Weekday ï WriteGuestbook  

 

Gender Percent 

Female 59,84% 

Male 40,16% 

Total 100,00% 
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Graph 8. Weekends ï WriteGuestbook 

 

5.1.4 Mail 

The mail function is implemented by two methods: MailSend, which implies that a 

member is writing and sending a mail to another member at Playahead, and MailGet, 

which is when a member receives a mail from another member. The mail function at 

Playahead is internal to the community and cannot be used as an ordinary e-mail 

outside Playahead.  

Both methods peak at the age 14, but there is also large usage of the function by the 

age group of 19, in particular the send function (16%). 

 

Age Percent 

12 0,01% 

13 7,38% 

14 24,45% 

15 14,91% 

16 13,16% 

17 7,73% 

18 6,80% 

19 16,18% 

20 and more 9,37% 

Total 100,00% 

Table 14. Age distribution ï MailSend 

 


