Strengthen the TV Experience beyond the TV
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ABSTRACT

The TV experience is no longer restricted to the Dther media
devices, such as the PC and mobile phones, havemigec
platforms for consuming TV content, which are marel more
extended with new features for communication andiaso
networking. A main challenge is still how to progidisers the
“right” TV experience. It has to be thought abouiwhit is
possible to strengthen the TV experience includithidhese new
opportunities. The contribution provided in thigppais based on
results derived from user evaluation performedissidith social
TV applications. On the basis of two case examplesoutline
initial assumptions on how to enable a TV experewben other
devices like the PC are used beyond but in conjpmatith the
TV set.

Categoriesand Subject Descriptors

H.1.2 [Models and Principles]: User/Machine Systerrkiman
factors; H.5.1 [Information Interfaces and Presiomd
Multimedia Information Systems—-Artificial, augmedteand
virtual realities; H5.2 User interfaces: Theory anethods.

General Terms
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1. INTRODUCTION & RELATED WORK

Social TV is defined as opportunity to interlink opée and
provide communication features to create conneetssif?], [11],
[18] via the TV. Already Wellens [19] stated thahtéractive
television represents means of linking individuadgether by
providing each with an electronically mediated esgntation of
the other’s voice and visual presence”.

A lot of applications allow social communication bging the TV
set itself (e.g. SAMBA [12], Amigo TV [3], CollabaflV [6], and
Telebuddies [10]). However, we are not aware of application
for social communication on TV, which entered maigesm.
These are all additional services which are natady interlinked
with the provided TV content.

But as Ursu et al. [17] state, “Television shouln miore than
simply offer interactive services alongside (angasately from)

traditional linear programs, in the context ofdsminance being
seriously challenged and threatened by interadtits of screen
media entertainment” [17]. They therefore suggeste t
development of interactive forms of narratives gsath for the
future of TV. Goldberg takes the same line by idtraing the
concept of semantic connection to investigate itii@be between
a broadcast program and interactive television Ji&pplications
[5]. To maintain the user’s immersion into a preogra high
semantic connection is essential. We think thaseh®otions are
equally valid for social TV — especially when ottdsvices are
used in combination with the ordinary TV [9] setdrder to offer
the possibility for social communication as well fas a more
active participation (e.g. user-generated cont@ht fessenger
Zync [15]).

But the usage of additional, complementary devieesls to a
media disruption. Media disruption is understoodhes situation
when additional effort by the user is needed (@Ranging the
device) in order to reach a certain goal [7] whish often
perceived as “disruptive”. The taken effort is guted by the user
if this brings an advantage (e.g. more informatiarfeeling of
togetherness or a more exciting TV experience). T
interconnections between the TV and other mediaicdsv
therefore need to be actively supported in ordesttengthen the
TV experience. This can be done by exploiting tteaatages of
from both, the TV set and other media devices, siscte PC.

However, the challenge is to maintain the TV exgraze when
bridging different devices and to overcome and ceduhe
experience of media disruption. TV experience dsthoble
provided via linking content and additional sergiceeamlessly,
realizing convergence, and supporting the usertay # the
actual state of perception without a break. Witthiis paper we
provide some answers to the question of how tangthen the
linkage between the TV and other technologies whittiitionally
enable social communication.

2. BEYOND THE TV SET

A framework connecting the TV content and the othexdia
services (e.g. Internet) offers a more appealimgeBgnce for the
users than single services, such as TV conterti@one side and
communication tool on the other side.

In this section we present social TV applicatione Wwave
evaluated, considering the media disruption asiémite on the
users’ experience of the system. Example “A” isaewned with a
TV programme and the PC and example “B” addreshes
connection between an IPTV portal and the PC. Wiepwint out

suggestions on how to sustain the TV experiencenwifier

instance, the TV set and remote control are reglédgea PC and
keyboard.

Evaluation results show that participants asked dometter
connection between the TV and the appending teolyol

he

—



Moreover, users do not mind using a combinatiotwaf different
devices as long as they are linked in some waytlaaida mental
framework (e.g. a story) is provided.

2.1 ExampleA: TV & PC

This example is based on an application for Augeentirtual

TV, which connects the TV content with the PC inirduial game
environment [13]. This application was evaluatedpast of a
national project. The provided service is a hylir@ween a TV
show and a game. Users meet on a virtual platfacessed via
the PC and have the possibility to interact videdént means of
communication. They can access broadcasted TV mbrde

demand and are offered games that allow an immersiche

broadcasted content of the TV show and to compgdést each
other.

Participants of a first user evaluation criticizbat the prototype
does not fully make use of the advantages of the They

suggested to couple different game levels to tlogness of the
TV show. Thus the time-based regularity of the Tould fuel the

connection between TV show and virtual world. Theyhermore

asked for an overall story to strengthen the imtenection

between the TV and the PC. Together they shouéditbup to an
interesting storyline around the application. Rgvtints embraced
the possibilities of social communication. Howeutey did not

like to renounce the traditional TV experience.

2.2 ExampleB: IPTV & PC

In our second example, an IPTV service was providetie users
of a local community testbed, extending the knovaeruTV

experience by offering user-generated content (Ufé@fures on
the TV combined with the PC as upload platformdadiovisual
(A/V) content [14]. Additionally, a mobile phone rfgicture
upload was provided to the users. The IPTV serwiae analyzed
as part of the European CITIZEN MEDIA project, offg

additional results from a user evaluation on Usqudfience and
User Acceptance.

In a first development phase, people were ablertalyce A/NV

content themselves, to upload and watch contenthenTV in

their homes, enabled by a set-top-box (STB). Tooaglthe
produced pictures and videos, an Internet ternandl a PC were
required. In a further stage a gaming approachintasduced to
increase users’ participation in creating and sigar€ontent,
firstly on the PC and secondly on the TV itself. sflactivities

happened in the PC context, but the game was exdetodvards
the IPTV platform, and could thereby further stittren the initial

provided TV services within the testbed.

Participants of the field evaluation within thisofct felt sorrow
about the need of an additional device (i.e. P€pfavholly usage
of the provided service and complaint about thevstesponse
time of the TV set. A motivation is needed to kélep user being
active and to prod to participation with user getexl content.
The majority pointed out, that their generally T¥age did not
change because of the additional offer.

3. STRENGTHENING THE TV
EXPERIENCE

Based on the described evaluation activities wee hextracted
three assumptions on how strengthen the interctiondoetween
the TV and other media devices and how to provide user a
mental framework for keeping the TV experience belythe TV.

3.1 Align with the Traditional TV Elements

As people define the TV experience by traditiodah®nts as the
time-schedule and storytelling, social communicatipplication
should embed these elements. They can trigger @wsabind the
user to the offer. From games we can learn thatule TV story
elements to offer a better experience [1]. As shawexample
“A” knowledge of the TV content should be requirfed playing
the game in order to strengthen the interconnection

3.2 Contextualize social communication

TV is a one to many communication medium, the auzbeis
consuming the provided content and not particigaitinan active
way. However, interactive services and social comination in
the TV context need contribution, visibility of sacaction and a
feeling of continuation.

The professionals should provide a link back to & for

example through a certain focus (e.g. on a staykm a topic, or
on a person/anchor man). It should serve as a fmsisgroup of
people, visualize a collective progress, and pmwedcommon
experience. One example would be to enter a virwald and
chat/exchange about a common topic extracted frben TV

program (see example A).

3.3 Consider User-generated content

When addressing the TV context, UGC has becomesgart over
the last years (e.g. having YouTube videos on the €ic.).
Providing users a possibility to actively contributo the
traditional TV content could be another opportuffiétly supporting
the TV experience beyond the TV. The describediegjin in
Example B offered a common topic and provided a eggam
approach to engage users. However, to keep thgorele the
TV, the inclusion of UGC requires more. To makessige lively
over time it needs the creation of a dramatic caitjpn,
excitement, and dates (make appointments with sbgaudience)
to create an entire user experience.

4. CONCLUSIONS

When additional communication devices are usedséaial TV,
measures need to be taken not to lose the connectithe TV.
The evaluation of a combination of TV, PC and gamehe one
hand and a combination of IPTV and PC on the dtiaed show
that users still define their TV experience by iiadal elements
and do not like to miss them in the usage of spuitdractive TV
as well. Therefore social TV application shouldvide content
that is related to the TV subjects offered in aesiched form.

The question on how to strengthen the connectioif\6fwith
other technologies by facilitating social commutimain order to
ensure positive TV experiences is addressed witli;ipaper by
discussing three issues revealed from performed-agsgered
evaluation activities.

In future research and within the workshop on docia
communication in the TV context we want to discisgher
methods and ideas towards sustaining a TV experi¢hat is
going beyond the TV set.
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