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TERMINOLOGY & ABBREVIATIONS

To assure coherent terminology and abbreviations across all documents inside the project,
the specific terminology and abbreviations for this deliverable has also been aggregated into
an internal report called CITIZEN MEDIA Terminology and Abbreviations available on the
internal project website: www.ist-citizenmedia.org

The most relevant terms for this document are described in the following.

AIV: short for “audiovisual”.

UX: short for “User Experience”. UX is the complete experience of a user
before, during or after the use of a product or service, directly caused
or changed by this product or service.

UX Factors: Within CITIZEN MEDIA, user experience is defined as the sum of the
following 8 factors:
- UX1 - Fun/enjoyment

UX2 — Emotion

UX3 — Motivation

UX4 — Use engagement
UX5 — User involvement
UX6 — Co-experience
UX7 — Sociability

UX8 - Usability

UX Pattern: A User Experience Pattern for A/V networked systems captures the
essence of a successful solution to a recurring experience problem /
demand in A/V networked systems.

Page 4 of 88



FP6-2005-1ST-41 (038312) CITIZEN MEDIA Deliverable D5.4.1

1 EXECUTIVE SUMMARY

1.1  Link with the objectives of the project

The overall goal of this deliverable is to get a more profound understanding of audio-visual
networked applications. This is done by summarizing the results of all evaluation activities
across all CITIZEN MEDIA testbeds and applications and analyzing them along two different
dimensions. The first dimension is concerned with the question of how to improve the user’s
experience (make the experience more positive) while using the application. The second
dimension deals with the advantages and disadvantages of different methods for evaluating
the user’s experience. In order to account for each of these dimensions, user experience
patterns are defined. Moreover, suitable methods for measuring user experience are
explored within this document.

Experiences and knowledge about how to make the user experience more positive when
interacting with an audio-visual (A/V) application are collected in a systematic manner by
using patterns. These patterns are called User Experience (UX) patterns for A/V networked
systems; they document and collect best practices found within the evaluation activities of
the CITIZEN MEDIA project about how to influence user experience in A/V applications and
therefore help system developers and designers to produce high-quality, user-centered
applications.

Input for UX patterns are the user evaluation results revealed in tasks 5.2 and 5.3, where
data on people’s experiences and acceptance of the new technology are collected and
analyzed. The user requirements defined in deliverable D1.1.2 are also input for the UX
patterns, as they give information about the user’s requests and needs. Connecting these
inputs in the form of patterns therefore provides a powerful description of "best practices" of
how to fulfil general requirements of A/V applications.

Within Task 5.4 we shed light on the field of user experience measurement by reporting our
experience in using traditional and new methods and tools for measuring user experience
(for a complete overview see deliverable D5.1.2). Measuring user experience is an emerging
field, and it is therefore important to report lessons learned from its evaluation. This
knowledge would help researchers in their choice of methods when planning studies on user
experience.
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1.2 State of the art

1.2.1 At the start of the project

User Experience Patterns

Patterns exist in many areas. Originally they came from architecture, where they served as a
concept for capturing and communicating design ideas. Some years later, computer
scientists captured the idea of patterns and successfully applied it to common problems in
software design and (architectural problems in) software engineering (Gamma et al., 1995).
The field of education also applies so called pedagogical patterns to document good
practices in teaching. In Human-Computer Interaction (HCI), patterns are a field of growing
interest, too. Up to now, there are patterns for interface design or interaction design. As
numerous people have worked on the patterns in HCI in recent years, the concept of
Interaction Design patterns is known under different names; e.g. interaction (design)
patterns, user interface (Ul) patterns, usability patterns, web design patterns, workflow
patterns or, less precisely, HCI patterns. These patterns share a lot of similarities and
basically all provide solutions to commonly occurring usability problems in interaction and
interface design.

As the comprehensive use of patterns shows, the idea of “reusable” solutions for recurring
problems seems to be very efficient in practice. Patterns have proven to be an effective tool
for designing usable systems. Despite the fact that patterns focusing on aspects related to
user experience (addressing the UX factors defined within CITIZEN MEDIA WP5) might be
particularly useful in the design of A/V networked applications, as no such patterns exist up
to now.

Nevertheless, capturing knowledge about the successful design of user experience systems
is important for both novice and experienced designers. Moreover, creating patterns that
provide solutions for common problems in the field of user experience are of high practical
importance. Arguing with Borchers (2001) “there is no reason why experience, methods or
values of any application domain cannot be described in pattern form as long as activity
includes some form of design, creative or problem-solving work”. Thus, we apply this idea of
recurring challenges to the A/V networked environment. User Experience Patterns are
created and systematically organized based on the user evaluation results collected from in
the three testbeds and evaluated use cases within CITZEN MEDIA.

User Experience Methods

Textbooks and research papers in HCI provide guidelines for different data collection and
analysis methods that can be useful in measuring user experience. A thorough description
and summary of the methods used in this project and their characteristics can be found in the
Evaluation plan (deliverable D5.1.2) as well as in the user experience evaluation report
(deliverable D5.2.1). The knowledge on these methods is based on:

Common sense and the arguments of the proponents of the methods. Characteristics
of different evaluation methods are typically given in textbooks such as Dix et al.
(2004) and feature articles targeting practitioners such as Holzinger (2005).

Case studies and lessons learned collected within the project using them. They report
experience of using one or several methods in a real-life context such as Jeffries et
al. (1991).

Experimental studies designed to compare two or more methods. Numerous
experiments comparing different aspects of usability evaluation studies have been
conducted. Some surveys are given below.
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Meta-studies analysing the results and validity of the above described case studies
and experiments, such as a surveys of experiments and their validity given in Grey at
al. (1998).

However, there is no common agreement what kind of evaluation methods is most suitable
for evaluating user experience in general, and for evaluating A/V networked applications
targeting non-professional users in particular. By reporting lessons learned from the CITIZEN
MEDIA project, a step towards answering this question is made.

1.2.2 At the end of the project

User Experience Patterns

During the last two years, the popularity of the pattern approach has remained constant. At
the last Conference on Human Factors in Computing Systems (CHI 2009), Zimmerman
(2009) presented a paper describing how product interactions can help people to become the
person they desire to be. In order to document the application of product attachment theory
to the interaction design of each product, he created a set of design patterns. By applying
patterns, he was able to gain higher-level insights into the application of product attachment
theory to a design process. The second reason mentioned for using patterns was the
flexibility of patterns, as they have been used for many different application areas.

Another new application area of patterns was presented at the Human-Robot Interaction
(HRI'08) conference. Kahn et al. (2008) used design patterns for describing how to achieve
sociality in human-robot interaction. According to the authors, patterns for sociality in human-
robot interaction help to save time through its reuse and support high levels of sociality.

Moreover, McGee (2007) used patterns to support people in designing well-formed and
innovative games. In his paper, he describes the development of materials for identifying and
formulating best practice game design patterns for supporting game innovation. Another
recent research on patterns was done by Kotzé et al. (2008). In their study, they explore the
use of design patterns and anti-patterns in teaching human—computer interaction principles.
As anti-patterns intend to support novices in not making the same mistakes as others made
before by reporting about bad practices, the authors investigate the use of anti-patterns, i.e.
the efficacy of negative teaching mechanisms, in teaching HCI principles. Furthermore, the
authors identified some problems with the structure and use of patterns and anti-patterns in

pedagogy.

Finally and also most relevant for CITIZEN MEDIA is a book called “Designing Social
Interfaces” (Crumlish & Malone, 2009), which will be released in September 2009. In the
book, the authors present patterns and principles for creating or improving the interfaces of
social websites. The topics addressed in this book (e.g. how to develop social utility or social
experience on a website, how to increase the activity of users on community sites, etc.) show
the need of practical design solutions for improving social websites. This, in turn, underpins
the necessity of providing a positive experience to the user by designing adequate A/V
networked systems, which we intended to do with our User Experience Patterns.

User experience methods

Research has been recently done on understanding the usage of different usability
evaluation methods. In Vermeeren et al. (2008) the experience of using several methods has
been reported. Consistency and inspectability of different methods have been evaluated.
Hassenzahl (2008) presents his pragmatic view on evaluation of user experience, as well as
arguments pro and contra to this approach. Law et al. (2009) report a finding of a survey on
user experience they conducted among the researchers and practitioners in the field. They
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concluded that the draft ISO definition on User Experience seems to be in line with the
survey findings, although the issues of experiencing anticipated use and the object of User
Experience will require further explication. The outcome of this survey lays ground for
understanding, scoping, and defining the concept of user experience. Need for better
understanding of user experience and methods for its evaluation has also been pointed out
in a Special Interest Group recently organized by Obrist et al. (2009) at the CHI2009
Conference. At this international session, user experience methods were collected and
discussed with the participants, which come from academia, but also from industry.
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1.3 Advancement state of the art

The advancement we achieved within this document is the creation and systematically
organization of 30 user experience patterns for audio-visual networked applications as well
as the collection and comparison of different evaluation methods suitable for measuring user
experience.

Patterns can be seen as an abstraction of successful and proven solutions to a particular and
recurring problem. Having multiple patterns for a specific domain (which ideally cover the
most important problems of the domain), in our case for the domain of user experience in
audio-visual systems, we can extend the pattern collection to other user experience
problems in other contexts.

For developing patterns, we identified the key problems and their proven solutions of the
domain of user experience in audio-visual networked applications. We therefore extract the
necessary information from the evaluation results gathered in all three CITIZEN MEDIA
testbeds, meaning that we try to identify recurring problems and proven solutions. If there
exists a proven solution for this problem the basis for a new pattern is given. Because we
need “recurring” problems and “proven” solutions, we had to explore and compare the
evaluation results of all three testbeds to acquire cross testbed patterns for audio-visual
systems. In order to complete the pattern collection, we also used the results from the Use
Case evaluation (see deliverable D4.4.2).

The patterns presented in this deliverable are a first attempt to create user experience
patterns for audio-visual networked applications. They have to be proved in practices when
applied right from the beginning of a new design and development process. However, they
present a starting point for future project. Thereby it is important to keep in mind, that the UX
patterns require constant iteration and extension based on newly gathered evaluation results
in order to keep up with the fast changing social networking field.

Our results on methods for measuring user experience advances the field of HCI by reporting
lessons learned from usage of these methods. Eleven different methods have been used in
three CITIZEN MEDIA testbeds. Both the experience of the researchers and experience of
the participants in our studies are reported in here. Our results revealed based on the
experience of the researchers can be useful for the practitioners when selecting a method.
Our results based on the experience of the participants can be useful for improving the
design of the studies.
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1.4  Summary of conclusions

1.4.1 Main research questions
How to support designers and developers to design/develop A/V applications which
make the user experience more positive while using the application?
How to preserve and document the knowledge gained in the user experience
evaluations of the CITIZEN MEDIA project and how to communicate and pass this
knowledge in a standardized way?
Do we need new adapted methods for evaluating user experience of A/V networked
applications?
Do the “old’ well known methods” have the same characteristics when used in a new
context?

1.4.2 Most important conclusions
Patterns allow packaging and transferring User Experience Knowledge on A/V
networked Systems in a structured Way
Need for constant Update of Patterns.
The Study Environment represents a crucial Factor for the Participant’s Motivation.
Need for new Methods capturing specific Aspects of User Experience.
Collaborative playful Methods support the Move from individual User Evaluation
Methods to Community Evaluation Methods.
Existing User Evaluation Methods have to be extended in order to address shared
Experiences.

1.4.3 Most important open issues

Further validation of developed UX patterns by surveys, controlled experiments or
case studies in order to get more information about the usefulness of UX patterns in
practice.

Comparison of developed UX patterns with other patterns in the area of social media.

Investigation of how to improve the measurement of co-experience, emotion and fun
by existing usability and user experience methods.

Need for more formal studies and long-term studies on user evaluation methods in
order to get more comparable results.
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2 A/ USER EXPERIENCE PATTERNS

This chapter points out how patterns are applied in different contexts, and how they can be
applied concerning user experience.

2.1 Introduction

The following sections give a brief overview of the current application areas of User
Experience (UX) Patterns as well as reasons for using patterns and how they differ from
guidelines, followed by a description about the development process of patterns. The next
chapter points out the structure of UX patterns in particular and how we define them. Finally,
the developed UX patterns are illustrated in chapter 2.8.

2.2  From Design Patterns to User Experience Pattern s

A design pattern is a structured textual and graphical description of a proven solution to a
recurring design problem (Borchers, 2001). Less formally, patterns can be seen as a
description of best practices within a given domain. They capture common solutions to often
emerging problems and thus, by definition, are not novel. However, patterns are not a
complete step-by-step description of how to solve a problem; each implementation of a
pattern differs slightly every other. They are no simple rules or heuristics either. They are
something in between (Tidwell, 2005). According to Cooper et al. (2007), design patterns
capture useful design solutions and generalize these solutions to address similar problems
and are thus always based upon someone’s experience (Alexander, 1979).

A pattern language is a hierarchy of design patterns ordered by their scope. In other words,
some very complete sets of patterns make up a "pattern language" (Tidwell, 2005). High
level patterns address large-scale design issues and reference lower-level patterns to
describe their solution (Borchers, 2001).

The concept of patterns was developed by Christopher Alexander in urban architecture
(Alexander et al., 1977). In their book, “A Pattern Language: Towns, Buildings, Construction”
Alexander et al. (1977) first coined the idea of a “pattern language” derived from traditional
architecture; in this book, they documented over 250 patterns that show best-practices and
thinking in architecture. According to their definition “each pattern describes a problem which
occurs over and over again in our environment, and then describes the core of the solution to
that problem, in such a way that you can use this solution a million times over”. This
definition points out the reuse of patterns as a central characteristic. What is more, the
authors strengthen the importance of the context (physical and social characteristics) in
which the pattern language is embedded as well as the aspect of sharing knowledge by
using patterns.

Patterns are also used in the area of software engineering to describe design experience.
Especially the domains of object-oriented programming (Gamma et al., 1995) and hypertext
fields for describing navigational and structural features (Bernstein, 1998; Garzotto et al.,
1996; Nanard et al., 1998) are often using patterns for documenting and sharing knowledge.

Not only in the domain of software engineering, but also in the domain of usability
engineering, patterns have become popular in the last years (Dearden et al., 2006). The first
who mentioned the idea of patterns in the context of HCI were Norman et al. (1986).
Currently, the role of patterns for interaction design is getting more and more important in the
field of HCI. Such patterns often address high-level principles of good interface design like
feedback for user actions or good navigation design in a more concrete way by referring to a
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certain application domain, giving examples and explaining the context (Erickson, 2005;
Tidwell, 2005; van Welie, 2005). Therefore, patterns represent a way of dealing with the
increasing complexity and diversity of the interaction design field (Bayle et al., 1998). Based
on the work of Christopher Alexander and his colleagues (Alexander et al., 1977; Alexander,
1979), Bayle et al. (1998) made a first step in order to put the knowledge in the field of
interaction design together by a common (pattern) language. In their approach, they
distinguish between Activity Patterns and Design Patterns. Activity Patterns describe things
as they are, without making a judgment as to whether the pattern is worthy of emulation or
preservation; In Erickson’s work (2000), such patterns are denoted as “descriptive patterns”.
Design Patterns describe a connection between a repeatedly encountered problem and a
solution that has been proven in the field, across time and circumstance. At the CHI 97
workshop, several application domains of patterns were figured out, for example: embodying
of HCI Guidelines as patterns, the use of patterns for process and organization design or to
clearly and briefly describe particular workplaces in order to understand possible impacts of
new technologies, or the use of patterns as a tool in participatory design (Bayle et al., 1998).

An important contribution to HCI patterns is Jenifer Tidwells book “Designing Interfaces”
(Tidwell, 2005). In this book, Tidwell expresses interface and interaction design as a pattern
language. The patterns are drawn from desktop applications, web sites, web applications
and mobile devices. In the same way that other pattern catalogues have tried to structure
and group their patterns, Tidwell categorises patterns as “Content Organisation Patterns”,
“Getting Around” patterns, “Commands and Actions”, “Showing Complex Data” and more.

However, patterns cannot only be helpful for designing interfaces but also for describing
evaluation knowledge from experts. Ardito et al. (2007) have proposed so-called “evaluation
patterns” which capture usability inspection expertise in a precise and understandable format
in order to reuse and communicate best practices in the field of usability evaluation.

According to Cooper et al. (2007), the main difference from interaction design patterns to
architectural design patterns is represented by the fact that they deal not only with structural
and organizational issues of their elements but also with dynamic behavior and changes in
elements in response to user activity (Cooper et al., 2007). Human activity is therefore an
additional factor, which has to be kept in mind when designing interfaces. Coplien (2004)
explicitly highlights the necessity for focusing on human behavior when developing interfaces
with the following words: "Focusing on objects had caused us to lose the system perspective.
Preoccupation with design method had caused us to lose the human perspective.”

Eggenkamp (2006) defines user experience as the experience of a user before, during
and/or after using a product or service. Therefore, focusing on the human perspective could
also be described as focusing on user experience. On their website “Experiences — A Pattern
Language for User Interface Design”, Coram et al. introduce a pattern language which can
be used to generate user centered software designs. User centered software design is thus
defined as placing the user’s experience first and foremost when interacting with the
application through the user interface. Although the authors call their pattern language
“Experiences”, the only deal with usability aspects of interface design and therefore do not
differ much from other pattern languages for interaction design (e.g. Tidwell, 1999; van
Welie, 2005; Erickson, 2005).

Van Welie (2003) describes experiences as the main user goals and tasks that need to be
supported by designers: Experiences are high-level goals for which the users come to a site.
Kohler et al. (2007) indicate that there are no patterns describing solutions to motivational or
other hedonic aspects. They argue that traditional usability engineering approaches attempt
to design systems in a way to optimally support goal accomplishment and therefore can be
characterized as task-oriented. However, this approach lacks aspects of human behavior like
motivation or other hedonic behavior. In order to overcome this, they suggest developing
patterns, which integrate broad and general principles of human behavior in the form of
concrete solutions.
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However, the work of van Welie (2003) and Kohler et al. (2007) is only a first step towards
the development of patterns dealing explicitly with user experience; they have only described
a few patterns explicitly addressing user experience. Furthermore, their approaches lack a
framework for describing and defining user experience, which is the basis for developing
user experience patterns.

We defined user experience patterns on the basis of user experience factors described in our
previous work (deliverable D5.1.2). We then analyzed the empirical data collected in our
studies to find good examples of positive experience when interacting with a given interface
(i.e. A/V networked systems). These examples are described in a comprehensive and
uniform manner in the form of user experience patterns.

2.3  Why to use Patterns
According to Vlissides (1997), patterns have the following advantages:
- They capture expertise and make it accessible to non-experts.

- Their names collectively form a vocabulary that helps developers communicate
better.

- They help people understand a system more quickly when it is documented with the
patterns it uses.

- They facilitate restructuring a system whether or not it was designed with patterns in
mind.

Capturing useful design solutions and generalizing them to address similar problems
(Cooper et al., 2007) is one of the big advantages of patterns. Documenting and looking up
best practices improves the quality of design solutions (high-quality design solutions) and
can reduce design time and effort on new projects considerably. Van Welie et al. (2003) even
refer to patterns as “one of the most effective design knowledge management tools”.

Another important reason for using patterns is the fact that they facilitate communication
between designers and programmers. As patterns support the forming of a collective
vocabulary, they are sometimes referred to as the “Lingua Franca for Design” (Erickson,
2000). Using the same vocabulary avoids misunderstandings and ambiguities.

Therefore, patterns represent an important tool for communicating, documenting and looking
up best practices for both novice and expert system developers and designers.

2.4 Patterns versus Guidelines

As pointed out above, collecting knowledge about proven solutions is important for both
novice and experts in a certain domain. Traditionally, this knowledge has largely been
described in guidelines. A guideline can be defined as “a standard or principle by which to
make a judgment or determine a policy or course of action”
(http://www.yourdictionary.com/guideline). However, it has often been reported that
guidelines have a number of problems (e.g. Dix et al., 1998; Mahemoff et al., 1998). They
are guidelines often too simplistic or too abstract, so that they can be difficult to interpret by
the designer or that they can be conflicting. Furthermore, when using guidelines it is often
difficult to identify the problem that they want to address. Van Welie (2000) argues that
patterns are potentially better tools than guidelines because they are explicitly related to a
context, are problem centered and a solution is provided. Compared to a guideline, patterns
contain more knowledge, and one pattern often integrates several guidelines. Furthermore,
the solutions of patterns are very concrete and should not raise new questions.
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2.5 Pattern Development Process

There are some authors who describe how to identify patterns and what to consider during
the development process. Fowler (2006) documented his own experiences in writing design
patterns, and formulated them as general pattern-writing advice. McGee (2007) used
patterns in teaching game design principles to his students, preparing a recipe for creating
well-structured patterns. Mezaros and Doble (1996) wrote patterns for pattern writing and
collected them into a pattern language. These patterns provide detailed guidelines on many
issues related to the development as well as organizing of design patterns.

Martin et al. (2001) developed patterns for cooperative interaction in order to organize,
present and represent material from ethnographic studies. In their paper, they outline their
experiences and difficulties in developing patterns. Due to the fact that there is no single
definition of what patterns are, which purpose they have and how they can be used and
presented, developing patterns is difficult. Martin et al. (2001) started pattern creation by
looking for examples of repeated phenomena in ethnographic studies (re-examination of
previous studies) and included a reference to their context of production and seeking in their
pattern descriptions. Patterns primarily served as a vehicle for presenting the major findings
of previous studies and as communicative devices. In contrast with the broad range of design
patterns used within the software and usability engineering domain, this approach does not
deal with solution-orientated patterns but rather with descriptive patterns in the tradition of
Erickson (2000). For their creation of patterns, they began with looking for specific examples
in a particular domain and then tried to expand the observed phenomena to other domains
(similar but different examples). Their approach of identifying potential patterns is therefore to
discover patterns by identifying recurrent phenomena (examples).

In his work, Vlissides (1996) describes 7 habits for successful pattern writers. He thinks that
reflection is the most important activity in pattern writing; this should be done by thinking
about the developed applications and the problems and (if existing) successful solutions.
This will provide the raw material of patterns. Besides, similar applications or domains with
similar problems can also give support for problems and solutions and therefore for the
development of a pattern. The next step is then to choose a suitable and consistent structure
for the patterns to be developed. A consistent structure not only provides uniformity of
patterns, it also supports information seeking, so that comparison and references are
guaranteed. Another important point in the development process of pattern is concreteness
(compared to abstractness), meaning that concreteness improves the comprehensibility for
people. It is also crucial to always keep the intents of patterns in mind as well as the
relationships between the patterns, so that the details of the patterns do not prevail.
Moreover, effective presentation of patterns, including typesetting and writing style, is
substantial for the quality of patterns. It is also important to mention that continuous iteration
is essential, as patterns are never completed and always can be improved. Re-writing
patterns is therefore a “normal” and necessary process. Finally, the collection and
incorporation of feedback is another important step in the development of patterns. This
includes the fact that patterns should be understandable to people who had never been
concerned with the problem before. A formal process widely used in the software patterns
community for getting feedback is a so-called writers’ workshop, in which the patterns
submitted by an author are discussed in a group (Borchers, 2000).

Based on the description of Martin et al. (2001), Vlissides (1996) and Borchers, we defined
the following steps for developing patterns (see Annex A for the detailed development
process of UX patterns):

1) Reflect: Vlissides (1996) thinks that reflection is the most important activity in pattern
writing; this should be done by thinking about the developed applications and the
problems and (if existing) successful solutions. Look for an example in a certain
domain (= basic pattern). Such an example in a specific domain will provide the raw
material of a pattern. Then try to expand the observed phenomena to other domains
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(similar but different examples). Similar applications or domains with similar problems
will give further support for extending the pattern.

For a concrete testbed, this means listing of recurring problems and appropriate
solutions revealed through already conducted user studies (e.g. from integrated
evaluation).

2) Structurize: Try to describeffill in the problem and the other parts in the given
template (see document pattern_template.doc). Such a consistent structure not only
provides uniformity of patterns, it also supports information seeking, so that
comparison and references are guaranteed. An example of such a fully structured
pattern is provided in section C.

3) Be Concrete: Try to be concrete in your descriptions, so that comprehensibility for
people is improved.

By using these instructions for pattern creation, we tried to define patterns based on our
experiences and results gained during the evaluation phase of the CITIZEN MEDIA project
(see section 2.6.4). These patterns should express knowledge of how to make the user’s
experience more positive while using an A/V networked application.

2.6 Structure and Definition of UX Patterns

2.6.1 Structure of Patterns

Theoretically, patterns can be applied to many areas. They can be created by identifying a
problem, which often occurs in a certain context and for which proven solutions exist. By
describing the problem, its solution and the other parts formally (using the same
nomenclature for every pattern), a pattern can be developed.

The main elements of a user interface design (UID) pattern can be defined in the following

way (Van Welie, 2000; Borchers, 2001):
Name: The name of a pattern is essential: it should describe the main idea of the
pattern in one or a few words; it should be both descriptive and unique so that it helps
in identifying and referring to the pattern (Gamma et al, 1995). In other words,
patterns should be easy to remember and communicate. Moreover, the naming
strategy should be consistent across all patterns collected, also supporting better
remembering and easier communication about patterns. Finally, the user experience
factors that are addressed by the pattern should be included along with the name.
Problem: The problem states out what the major issue is that the pattern addresses,
formulated as a question. Problems in UX patterns are related to usage of the system
and are relevant for the user of the A/V system. Hence, the UX patterns are primarily
user-oriented.
Forces: The forces further elaborate the problem statement. They are aspects of the
context that need to be optimized (Borchers, 2001). They depend on the application
domain and on the context; they can describe various trade-offs, constraints, or
concerns related to the use of the pattern. Forces often come in pairs that identify
what can happen if the solution is taken too far in one direction, i.e. not balanced
properly (McGee, 2007).
Context: As patterns are defined to be applicable to common design situations that
share similar contexts, constraints, tensions, and forces, they are always context
specific (Cooper et al., 2007). Therefore, the context section of a pattern should
describe when it is appropriate to apply a particular pattern (McGee, 2007), giving
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information about the characteristics of the context of use, including the tasks, users
and environment for which the pattern can be applied?

Solution: A solution must be described very concretely and must not impose new
problems. However, a solution describes only the core of the solution and the
designer has the freedom to implement it in many ways. Other patterns might be
needed to solve sub-problems; patterns relevant to the solution should be referenced,
too. Borchers (2000) stress that patterns should adhere to the principles of good text
design, thus one should not present the pattern reader with a set of keywords as the
solution to a problem.

Examples: The example should show how the pattern has been used successfully in
a system, i.e. refer to commonly known implementations of the pattern. Whether an
example is commonly known or not can be difficult to determine, but this must be
seen in relation to the intended target audience for the patterns as well. It is preferred
to use examples for real-life systems so that the validity of the pattern is enforced. If a
writer cannot find any real-life example, the pattern is either not a good pattern or
rarely applied.

As “each implementation of a pattern differs a little from every other” (Tidwell, 2005), it is
important to note that patterns are not recipes or plug-and-play solutions (Cooper et al.,
2007).

For the UX patterns that we developed, we chose the structure described above. Having the
same structure for the whole pattern collection makes it easy for people to use them. They
can choose from a pool of patterns, which are all organized in the same manner, so that
differences and similarities between the patterns are easy and quick to identify. What is
more, the consistent structure of the UX patterns makes the integration of changes easy. As
patterns represent possible solutions, which can be extended dynamically, they are never
complete; when new solutions appear, they can be easily integrated into the given structure.

2.6.2 A Pattern Example

Below, we present a practical example of an interaction pattern developed by Jenifer Tidwell
(1999):

Name: Step-by-step instructions

Problem: How can the artifact unfold the possible actions to the user in a way that does not
overwhelm or confuse them, but instead guides them to a successful task completion?

Forces:

The user doesn't always want, or need, to understand all the details of what they are
doing.

A user presented with a bunch of possible actions, in no prescribed order, may not
have any practical way to figure out what to do first, second, etc.

A user who is afraid of doing something wrong may prefer that the actions they have
to perform be explicitly spelled out for them.

The whole task can't be performed entirely automatically, because it requires choices
or information from the user.

Context: A user needs to perform a complex task, with limited time, knowledge, attention, or
space. Alternatively, the nature of the task is step-by-step, and it's meaningless to show all
the action possibilities at once.
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Solution: Walk the user through the task one step at a time, giving very clear instructions at
each step. Use visual similarities in all the steps, e.g. typography and layout, to maintain a
rhythm throughout the task; make each step a focal point, both visually and in the user's
"attention space." If information is needed from the user, ask for it in simple terms and with
brevity; by keeping it short, you can better maintain the user's sense of flow through the
whole step-by-step process...

Examples : Wizards; Installation instructions for all kinds of appliances, software, etc.;
recipes; Repair manuals; Getting cash from an ATM

2.6.3 Definition of UX Patterns

According to Borchers (2000), a design pattern captures a proven solution to a recurring
design problem in a generative and easy-to-understand, human-readable format. As there is
no definition of User Experience Patterns so far, we came to the following definition:

A User Experience Pattern for A/V networked systems captures the essence of a successful
solution to a recurring experience problem/demand in A/V networked systems.

The overall attempt when creating UX patterns is to collect knowledge about how to make
the experience of using an A/V networked application more positive, so that the probability
for using the system is increased. However, a UX pattern collection is not only a tool for
documenting and looking up best practices for designing a positive user experience, it also
provides a means for communicating this knowledge.

According to our definition of user experience consisting of several user experience factors
(see deliverable D5.2.1), the following questions should be covered by UX patterns:

Which elements/features/functionalities/design has to be integrated in the A/V networked
system in order to ...

- ... make using the application more fun?

- ... motivate the user to (re-)use the system?

- ... evoke positive emotions when using the application?
- ...increase the user’'s engagement?

- ... letthe user feel involved?

- ... provoke co-experience?

- ... improve sociability?

- ... improve usability?

2.6.4 Creation Process of UX Patterns

Based on the definition and the structure of defined above, UX patterns were developed. In
this section, the creation process of the UX patterns is described in more detail (see process
visualized in Figure 1).

The first evaluation phase of the CITIZEN MEDIA project provided the starting point and the
input for an initial pattern collection. After collecting a first sketch of patterns (based on
literature review and experiences of a single researcher) (set 1a and set 1b in figure 1), a
writer’'s workshop (cf. Borchers, 2000) with the CITIZEN MEDIA researchers involved in the
evaluation activities was performed at the University of Salzburg (UOS). In this workshop, the
initial pattern collection was modified and adapted, and new patterns were defined.
Therefore, the researchers collectively went through the already existing patterns, discussed
and modified them and collected ideas for new patterns. All in all, 26 UX patterns were
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identified at this time, based on the results of the first evaluation round in the testbeds of
Engerwitzdorf, Cologne and Oslo. Thereof, 20 UX patterns were defined by UOS, and 6 were

defined by SINTEF.
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Figure 1: Steps in the UX Pattern Creation Process

Another iteration of the patterns was made after the second evaluation round. Based on the
evaluation results, UOS and SINTEF added new UX patterns and re-worked existing UX
patterns. Further input of how to improve the existing UX patterns was given by an
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independent pattern expert of SINTEF. After the revision of the UX patterns, the pool of
patterns (from UOS and SINTEF) contained 38 UX patterns. These patterns were merged
and revised once more in April 2009 resulting in an overall UX pattern collection of 30
patterns. A last revision of the patterns was made after an UX patterns workshop with
potential users of UX patterns, mainly focusing on the improvement of the name and the
problem description of the UX patterns. Furthermore, the 30 patterns were grouped
according to the problem areas they address (problem-oriented approach, see section 2.8.1).

The resulting UX patterns are described in detail in section 2.8.3 and are also publicly
available under the following link: http://citizenmedia.icts.sbg.ac.at/uxpatterns/

2.7 Evaluation of UX Patterns

2.7.1 Evaluation and Validation of Patterns

After the creation of UX patterns, another objective was to evaluate the user experience
patterns that were identified. The evaluation of the usefulness of particular patterns in
practice (Dearden & Finlay, 2006) represents an important area that has received little
attention up to now.

Borchers (2001), for example, tested the didactic usefulness of patterns by administering a
survey to his students in a HCI design course. The results of this survey indicate that
students rated patterns to be useful and easy to use. However, a limitation of this study is
that no comparison with other types of design advices was made. Similarly, Dearden et al.
(2002) conducted an evaluation of patterns as tools for participatory design, focusing on the
usefulness of patterns in a participatory design task. From their results they concluded that
patterns can have a benefit in empowering users to participate in the design process;
however, they also did not conduct a comparison with alternative methods. In a study of
Cowley and Wesson (2005), the use of design patterns was compared with the use of
guidelines in a web design task. The preliminary findings of the authors suggest that the
participants were more positive towards design patterns than guidelines in several respects,
including potential for evaluation, redesign and new design.

Kotzé et al. (2008) investigated whether patterns are more effective in education than anti-
patterns. Therefore, they conducted two studies to identify differences in using patterns and
anti-patterns in education. Although the researchers wanted to investigate the differences
between patterns and anti-patterns, they used positive and negative guidelines. They argued
that guidelines would be easier to test than patterns, and that any differences between
negative and positive guidelines would hold equally well for patterns and anti-patterns. Based
on the results of the studies, the researchers concluded that patterns are easier to learn from
than anti-patterns and that the pattern-approach is therefore more promising for education
than anti-patterns. However, their choice of using guidelines rather than design patterns for
the actual experiment is puzzling, particularly in the light of Cowley and Wesson'’s (2005)
findings, which suggest that there are differences in how design patterns and guidelines are
judged by participants. Kotzé et al. (2008) cite no evidence suggesting that findings related to
guidelines are directly transferable to design patterns. Therefore, their findings could perhaps
be seen as more general evidence that negatively framed guidance is harder to learn from
than positively framed guidance.

Segerstahl and Jokela (2006) investigated the usability of design pattern collections. They
conducted a qualitative case study, which aimed to explore the usability of two popular
pattern collections (Tidwell's “Common Ground” collection, and Van Welie's collection) in the
context of an industrial development project. Based on their results, the authors made some
propositions on how collections of design patterns can be improved and therefore become
easier to use.
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Cowley and Wesson (2005) conducted an experimental study on the usefulness of patterns.
An experimental group used a selection of patterns to evaluate and redesign an existing
website, and to design a new website. A control group performed the same task with the use
of guidelines similar to the selected patterns. Although preliminary, Cowley and Wesson's
results suggest that designers are more positive towards patterns than guidelines in several
respects, including potential for evaluation, redesign and new design.

2.7.2 UX Patterns Workshop

On the 21° of April 2009, a workshop about the UX patterns was conducted with six
multimedia design students in Salzburg. The goal of this workshop was to evaluate the
quality of the developed UX patterns in terms of comprehensibility, ease of remembrance
and supposed usefulness. The workshop was conducted at a stage in the pattern
development process, where there was already a set of written descriptions of UX patterns
ready for evaluation (there was input for all parts of the pattern structure). Within the
workshop, three main research questions were addressed:

1. Isthe UX pattern comprehensible?
2. Is the pattern easy to remember?
3. Isthe pattern supposed to be useful?

In order to investigate these questions, five out of the 30 UX patterns were selected for the
workshop (see Annex A). The first question (comprehensibility of UX pattern) aims at
investigating if the wording and the descriptive text of the UX pattern is easy to understand
by designers. Therefore, the comprehensibility of the UX pattern name was investigated in
detail using the so-called “guessing exercise”. As the name of a pattern should be short and
meaningful (expressing the aim of the pattern), the participants were presented the name of
the pattern and then had to write one sentence about the supposed aim of the pattern. After
guessing about the aim of the pattern, the actual aim of the pattern was presented, and the
naming as well as suggestions for improvement of the naming was discussed with the
participants. After the “guessing exercise”, the “comprehensibility questionnaire” had to be
filled in by the participants. Therefore, the whole pattern was presented to the participants.
They were instructed to read through the pattern and then rate the comprehensibility of each
part of the pattern (hame, problem, forces, context, solutions, examples) on a five-point scale
(from “absolutely agree” to “don’t agree at all”). Moreover, they had to give an overall
estimation if they agree with the pattern (for more information about the comprehensibility
questionnaire see Annex A). After filling in the questionnaire, the comprehensibility and
suggestions for improvements of the patterns were discussed in the group. After rating each
of the five UX patterns, the participants had to do the so-called “remembering exercise”. In
this exercise, they were presented again only the name of the pattern, and had to describe
the aim of the pattern in one sentence. This exercise should investigate the ease of
remembrance. The third research question, addressing the usefulness of UX patterns, was
discussed in the group, after examining each of the five patterns in detail. The participants
were asked to discuss about the question if patterns can support designers in letting the user
experience the A/V application as more positive and to describe the advantages and
disadvantages of patterns. Furthermore, possible difficulties in the usage of patterns and the
usage of patterns for real application design were discussed.

Results and Implications of the Workshop

A detailed description of the results of the UX patterns workshop can be found in Annex A. At
this point, we will only present the most important implications for the development and
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restructuring of the UX patterns. One issue arising from the “guessing exercise” and
“remembrance exercise”, and also often mentioned in the discussions, was the naming of the
UX patterns. The participants indicated that the naming often did not clearly express the aim
of the pattern, or that the meaning was not clear. Especially verbs in the name of the patterns
(for example “Provide Personal Information”) were often confusing for participants. A poor
rating of the comprehensibility of the pattern name always came along with bad performance
of participants in the remembrance exercise, thus confirming that the name did not express
the meaning sufficiently. Based on the participants’ suggestions for improvement and their
comments on the questionnaires, the names of all patterns were iterated once more and
verbs were removed in the pattern names (for example, “Provide Personal Information” was
renamed into “Self Presentation”).

The “problem” part of the UX patterns was also iterated in detail after the workshop.
Participants mainly disliked that the problem statement was too general or abstract; in the
new version, the problem part is focusing on a more concrete problem description. The
general (UX) problem, which is solved by the pattern, is addressed by the topic under which
the pattern is subsumed, i.e. the group to which the pattern belongs. The overall rating of the
patterns, addressed by the credibility and the overall agreement with the pattern, was rather
good. This confirms the results of the discussion, where participants stressed that the name
and the problem were the parts, which were most incomprehensible.

In general, they stated out that they liked and understood the structure and the content of the
patterns. Concerning the usefulness of the patterns, the participants first did not seem to be
convinced about the usefulness of patterns. However, after going through some patterns,
they changed their opinion and recognized patterns as an important tool for supporting the
design process. They pointed out that patterns could function as a good stimulation for
designers, However, they also stressed the importance of constantly updating the UX
patterns with new insights gained. They considered UX patterns as a means for providing
help and supporting creativity in design process, especially for novice designers. Moreover,
they appreciated the idea of having a website containing the UX patterns for getting
suggestions of how to solve common problems. Another suggestion of the participants was
to group the patterns according to more general problems they address, as this would help
users of patterns to find patterns easily and quickly.

Based on the discussions and ratings of the workshop, the UX patterns were iterated once
more. This iteration mainly focused on the name and problem part of the patterns. Moreover,
the patterns were grouped according to general problems they address. The resulting UX
patterns are described in detail in chapter 2.8.

2.8 UX Patterns for A/V Networked Systems

2.8.1 Grouping of Patterns

In order to support quick and easy finding of patterns, patterns are grouped according to
different problem areas of user experience. The following five topics are addressed within
this problem-oriented approach:

1. How can the feeling of being part of the community  be increased via an A/V
application?

2. How to let the user experience the A/V application as trustworthy and secure ?*

! Trust and Security are defined as essential parts for User Acceptance in D5.3.1. Although they

are not defined as factors accounting for User Experience, they seem to influence the experience of a
user at a substantial level and therefore represent an important problem area which should be covered
by UX patterns.
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3. How to raise the personal and social benefit  of using the A/V application?

4. How to raise and maintain the interest in the A/V application?

5. How to support users in handling the A/V application?

These five groups cover the questions addressed in section 2.6.3 in a condensed way. The
definition of five main groups helps the users of UX patterns to find solutions for a problem
area quickly, as they first look at the general aim they want to achieve with the A/V
application (one of the five topics), and then look for a more detailed aim by going through
the problem description of each pattern. Figure 2 represents the grouping of patterns
according to the problem areas they address.
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Figure 2 Grouping of UX Patterns according to probl ems addressed

The patterns grouped under the question “how a user’s feeling of being part of the
community can be increased” turned out to be very important for A/V networked systems. As
this group comprises the majority of UX patterns developed, it can be concluded that
addressing this topic is especially important for successful A/V networked systems.

Page 22 of 88



FP6-2005-1ST-41 (038312) CITIZEN MEDIA Deliverable D5.4.1

2.8.2 Overview of User Experience Patterns

Below, an overview on the created UX Patterns and their link to the eight UX factors defined.

# UX Pattern UX1 Ux2 UXx3 uXx4 UX5 UX6 UX7 UXx8
Fun Emotion | Motivation User User Co- Sociability | Usability
Engagement Involvement Experience
1 Self Presentation X X
2 Common Goals X X
3 Content Sharing X X
4 Content Creation X X
5 Social Interaction X X
6 Content Co-Creation X X
7 Interest Groups X X
8 Visible Interaction X X
9 Privacy Management X X
10 Gradual Involvement X X
11 Real-Life Integration X X
12 Innovation &
Tradition X X
13 Explicit Purpose X X
14 Fun Factor X X
15 Content Variety X X
16 Social Rewards X X
17 User Responsibility X X
18 User Challenges X X
19 Initial Support X
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20 Easy Orientation
21 Information

Management
22 Fast Data Input
23 Dynamic Information X

Grouping
24 Constant Feedback
25 User-Ce_ntric X

Information
26 Version History X
27 Consolidation View
28 Idea Rooms X X
29 Point of Reference X X
30 Quick-Start Template X X

Table 1: Overview of UX Patterns and UX Factors cov  ered
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2.8.3 Description of User Experience Patterns

1. Self Presentation

Name:
Main idea of the pattern in a few
words + UX factor addressed

Self Presentation (UX5 Involvement, UX7 Sociability)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to make an A/V application look more personal?

Forces:
Further elaboration of problem
statement

Users want to know with whom they are interacting / non-
anonymous interaction between users

Users want to identify their interaction partner and know
their characteristics

Users want to get to know other users

Users want to present themselves to others

Users want to personalize the look of their profiles

Context:
Characteristics of the context of
use

Use this pattern when non-anonymous interaction between
community members is important.

Solution:
Successful solution for the
described problem

Let users create and view personal profiles. Therefore, the
application should provide simple functionality for editing user
profiles allowing users to make their personal design (choose
background, patterns, colours, fonts, including photos and web
widgets).

Let users find and invite friends (friend list). Give information
about the status of friends. Implement recommender
functionality for suggesting friends with similar personal
characteristics.

Provide the possibility to upload and view personal photos,
videos or text on the platform.

Examples:
Examples of successful use of
the pattern in a system

The CITIZEN MEDIA IPTV allows to create and show a
personal profile and to have a friend list to which friends can be
added.

Urgrt provides the possibility to personalize user profiles in the
application.

Myspace allows the user to easily create an individual design of
his/her profile page.

Facebook enables the user to find friends within the community
and invite friends from outside the community.
Recommendations of potential friends are also given.

2. Common Goals

Name:
Main idea of the pattern in a few
words + UX factor addressed

Common Goals (UX6 Co-Experience, UX7 Sociability)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to strengthen the sense of community in an A/V
application?

Forces:

Users want to have the impression of being a community

Page 25 of 88




FP6-2005-1ST-41 (038312)

CITIZEN MEDIA Deliverable D5.4.1

Further elaboration of problem
statement

Users want to experience something together with other
users

Users want to feel connected to other users by having
something in common with them

Context:
Characteristics of the context of
use

Use this pattern when you want to increase the user's feeling of
being part of a certain community

Solution:
Successful solution for the
described problem

Support the forming of “social groups” by organizing gaming
competitions or games, which require team play and
cooperation (sharing of resources, coordinate actions).

Let users form teams, give them tasks which have to be solved
collectively and let them define common goals. Such a common
experience strengthens the sense of belonging to the
community and increases the involvement.

Examples:
Examples of successful use of
the pattern in a system

Magic Media Fair of CITIZEN MEDIA testbed users — common
challenges (e.g. video or photo riddles to be addressed).

Facebook provides the possibility to join a certain group (by
adding an application to ones profile) promoting a common
goal, like for example climate and environmental interest
groups.

3. Content Sharing

Name:
Main idea of the pattern in a few
words + UX factor addressed

Content Sharing (UX7 Sociability, UX4 User Engagement)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to let users directly profit from the community aspect of an
A/V application?

Forces:
Further elaboration of problem
statement

Users want to be appreciated by other members for their
produced content

Users want to have something in common with other users
Users want to have “collective” community content

Context:
Characteristics of the context of
use

Use this pattern when you have some content on the platform,
which could be of interest for other community members. The
user’s willingness to share content on the platform is a
prerequisite for applying this pattern.

Solution:
Successful solution for the
described problem

Support the sharing of content by providing features for
uploading, viewing and modifying “collective” content. The
possibility to contribute and share textual information, e.g.
opinions, comments, links, should also be supported via the
application.

Examples:
Examples of successful use of
the pattern in a system

Feature on the IPTV website for uploading videos to the
CITIZEN MEDIA IPTV platform.

Feature for uploading videos on the Kabadada/Kabadu
platform.

Uploading opportunity for the artists own music through the
Urgrt application.
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Name:
Main idea of the pattern in a few
words + UX factor addressed

Content Creation (UX5 User Involvement, UX7 Sociability)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to give users the feeling of being actively involved in the
platform?

Forces:
Further elaboration of problem
statement

Users want to act as “designers” and to actively contribute
to the appearance and the content of the platform. By doing
so, they get the feeling of being part of the community.
Users want to present their produced content on the
platform

Users want feedback or rating of their content

Context:
Characteristics of the context of
use

Use this pattern when you want your members to actively
participate on the platform and when you want to increase the
user's involvement.

Solution:
Successful solution for the
described problem

Implement features that enable users to produce content and to
place the created content on the platform (functions for
uploading and viewing content).

Rating mechanisms, the possibility to get feedback or
prominent placing of new content may represent benefits or
incentives for generating content and therefore boost content
production of community members.

Examples:
Examples of successful use of
the pattern in a system

On the CITIZEN MEDIA IPTV platform, users are rewarded
with smileys for generating content

On the Kabadada/Kabadu platform, the newest video is
prominently placed on the start page

On Youtube, videos can be rated and commented by other
users.

5. Social Interaction

Name:
Main idea of the pattern in a few
words + UX factor addressed

Social Interaction (UX7 Sociability, UX6 Co-Experience)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to let users share their experiences and knowledge?

Forces:
Further elaboration of problem
statement

Users want to interact with other users via the platform
Users want to communicate, interact and share
experiences inside as well as outside the community
Users want to let other users partake or profit from their
experiences

Users want to get information by knowing about
experiences of others

Context:
Characteristics of the context of
use

Use this pattern when you want to increase the community
feeling.

Solution:
Successful solution for the
described problem

Offer different means of communication (chat, messaging
services, blogs, ...). Provide mechanisms for exchanging
experiences like discussion boards, photo or video upload
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mechanisms. Offer means for communicating mood like
emoticons, mood messages, music or colors.

Provide functionality for inviting guest users from outside for
sharing information and experiences with them.

Examples:
Examples of successful use of
the pattern in a system

Photo- and video sharing on the IPTV platform allows the
exchange of experiences and social interaction.

Kabadada offers a blog for stating out ones opinion and a
feature (“internal message”) for exchanging messages with
other users.

Youtube or Flickr provide the possibility to comment videos or
photos.

Skype (a VOIP application) offers the possibility to add a mood
message right next to your username that all contacts see
directly in their overview.

6. Content Co-Creation

Name:
Main idea of the pattern in a few
words + UX factor addressed

Content Co-Creation (UX6 Co-Experience, UX7 Sociability)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to utilize user generated content for supporting a sense of
community?

Forces:
Further elaboration of problem
statement

Collectively creating content strengthens the community aspect
Users want to be actively involved in the content creation of
the A/V application by collaborating with other users

Context:
Characteristics of the context of
use

Use this pattern when users of the A/V application should
actively participate on the platform due to the community
aspect of the application.

Solution:
Successful solution for the
described problem

Provide features for collectively creating and modifying content.
Suitable functionalities for co-creation on A/V applications are
addressed in detail in the following patterns:

User-Centric Information

Version History
Consolidation View
Idea Rooms

Point of Reference

Quick-Start Template

Examples:
Examples of successful use of
the pattern in a system

In the Talhonia application, users create stories together with
other users.

In the Unort application, so-called “Unorte” can be defined and
voted by several users together.

Youtube enables users to give video responses to videos on
the platform.
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Name:
Main idea of the pattern in a few
words + UX factor addressed

Interest Groups (UX6 Co-Experience, UX7 Sociability)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How can users of an A/V application be supported to find like-
minded users?

Forces:
Further elaboration of problem
statement

Users want to be able to meet other users with similar
interests

Users want to be able to form and subscribe to “special
interest groups”

Users want to exchange specific content with others
(information exchange)

Users want to share experiences with others (experience
exchange)

Users want offline communities of interest to be reflected
online in an A/V application

Users want to get in contact and receive feedback from like-
minded community members

Users want to initiate collaboration with like-minded
community members

Context:
Characteristics of the context of
use

Use this pattern when you have larger communities with
members sharing similar interests.

Solution:
Successful solution for the
described problem

Integrate functions for forming and subscribing to special
interest groups. Promoting these special interest groups within
the application (giving information about them) helps to attract
more like-minded members.

Give interest groups the possibility to post new topics within or
outside their group. People who are interested in these topics
can join the group.

Enable invitation of other people in order to attract potentially
interested people for joining the interest group. Implement
recommender functionality for suggesting people with similar
interest who could be contacted via the application.

In order to enable the information and experience exchange
between the interest group members, special features like
messaging systems (e.g. guestbooks and walls) and private
communications channels should be implemented. This allows
simple human-human interaction and providing feedback on
others work.

Examples:
Examples of successful use of
the pattern in a system

The Urgrt application offers for example contacting potential
new band members, organising joint-concerts and play
sessions to get in touch with people sharing the same interests
in music.

The Kabadada/Kabadu application mainly consists of two
interest groups — the professional and the amateur cabaret
artists — which have their own space on the platform.

The possibility to subscribe to “special interest groups” in Flickr
or Facebook.
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Name:
Main idea of the pattern in a few
words + UX factor adressed

Visible Interaction (UX7 Sociability, UX3 Motivation)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to increase the social presence of users at an A/V
application?

Forces:
Further elaboration of problem
statement

Users are often not aware of what other community
members do on the platform

Users want other members to be aware of them and their
content

Users want to be informed about other users/their friends
activities

Users want to be informed about how other users/their
friends feel

Users want to experience the community as lively - the
visibility of user actions increases this experience

Context:
Characteristics of the context of
use

Use this pattern when you want to promote and emphasize the
community aspect of an A/V application

Solution:
Successful solution for the
described problem

Summary of ongoing activities on the starting page
Displaying of members/friends who are logged in

Recent activities (content uploads, ...) of other
members/friends

Information/messages about your friends mood/current
status

Profiles of other members

Examples:
Examples of successful use of
the pattern in a system

Possibility to comment on videos like at Kabadada/Kabadu or
add a blog entry

Recent uploads of friends on Flickr
“What's on your mind” messages on Facebook

Profiles on Flickr, Facebook

9. Privacy Management

Name:
Main idea of the pattern in a few
words + UX factor addressed

Privacy Management (UX7 Sociability, UX4 User Engagement)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to let the user experience the A/V application as
trustworthy and secure?

Forces:
Further elaboration of problem
statement

Users want to feel in control over their online identity and
self-disclosure (expressed in the personal information and
self-generated content)

Users want to differentiate between different degrees of
publicness and privateness and therefore want to reveal
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different aspects of their identity

The user’s involvement and engagement depends on a
trustworthy application

Users want to comment uploaded content of other
members, but they don’t always want that their comments
are publicly available

Users want to give other people from outside the
application temporary access to certain personal contents

Context:

Characteristics of the context of

use

Use this pattern when the application offers opportunities for
self representation which should be controlled by the users

Solution:
Successful solution for the
described problem

Give users the opportunity to reveal different parts of their
identity dependent on the social context

Give users the opportunity to define who has access to their
own user generated content (photos, videos, comments,
text entries, ...)

Examples:

Examples of successful use of

the pattern in a system

Facebook offers the display of personal content is related to the
type of relationship (friends, friends of friends, anyone...)

Flickr allows to determine who can see which photos and
therefore distinguishes between friends (contacts from inside
the community), guests (contacts from outside the community)
and anonymous users (from inside or outside the community).

Nicknames for staying anonymous on Youtube

10. Gradual Involvement

Name:

Main idea of the pattern in
a few words + UX factor
addressed

Gradual Involvement (UX3 Motivation, UX5 User Involvement)

Problem:

Problems related to the
usage of the system which
are solved/improved by
the pattern

How can the threshold for joining the site be reduced?

Forces:
Further elaboration of
problem statement

Users are rarely motivated to go through a registration process if
they are unsure about the benefits.

Users need varying amounts of time to build trust towards a site.
Registering on a site requires a certain amount of trust from the
user.

Context:
Characteristics of the
context of use

Use this pattern when you want to minimize the possibility that users
abandon the site before registering.

Solution:
Successful solution for the
described problem

Don’t require users to register or complete any kind of task in order to
begin using your site. At least part of the site should be available to
the user without requiring any action on part of the user. Gently
remind the user of the benefits of registering at appropriate places
within the system. For instance, if the user is currently trying out a
feature which is enhanced when the system knows who the user is
(i.e. after registration), this is a good time to remind the user about
the benefits of registering. However, reminders should be toned
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down, and not appear too often (once per session should be ok), or
users might find them irritating.

This pattern is also applicable to A/V applications employing several
levels of registration. For instance, if the user has gone through an
initial registration, there might be features of the site that works better
when the user has submitted additional information, such as
interests, musical tastes, and so on. The same approach can be
used in these cases by reminding the user at the appropriate place.
To respect registered users who find such reminders irritating, these
types of reminders can be presented together with an option for
toggling them off.

Examples: MySpace allows unregistered users to browse profiles, watch videos,
Examples of successful and listen to music, but in order to add their own content or comment
‘S‘)Slset:rfnthe pattern in a on other peoples’ profiles, they need to register. This represents a

way of gradually involving the user by showing him the added
benefits of registering.

11. Real-Life Integration

Name:
Main idea of the pattern in a few
words + UX factor adressed

Real-Life Integration (UX7 Sociability, UX5 Involvement)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How can a user’s offline activities foster the use of the A/V
application?

Forces:
Further elaboration of problem
statement

Users want to have to have the possibility to promote
offline activities which are closely related to activities on the
application

Users want to support/strengthen their offline social
relationships via an A/V application

Context:
Characteristics of the context of
use

Use this pattern when your online community has close
connections to an offline world/community

Solution:
Successful solution for the
described problem

Possibility to announce important offline events on the
application

Possibility to report offline events or activities on the
application

Implement features which allow the mapping of offline
social structures on the application

Examples:
Examples of successful use of
the pattern in a system

Announcement of tour schedule of musicians on MySpace
Videos about offline community events on the IPTV platform

Regional Groups on Flickr

12. Innovation & Tradition

Name: Innovation & Tradition (UX3 Motivation, UX5 User Involvement)

Main idea of the pattern in
a few words + UX factor
addressed

Problem: How can one help users to experience new and unique A/V
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Problems related to the
usage of the system which
are solved/improved by
the pattern

application concepts as beneficial?

Forces:
Further elaboration of
problem statement

If a service is experienced as too familiar, users will not be
motivated to try it because it doesn't offer anything new. Thus,
there is no additional value for using the A/V application.

If the service is experienced as too different, users will have a
hard time understanding and relating to it, and thus not feel
motivated to spend time on it.

Context:
Characteristics of the
context of use

Use this pattern when you are building an A/V application around a
novel/innovative concept.

Solution:
Successful solution for the
described problem

Blend the innovative concept with traditional A/V application
elements. Traditional elements that people expect to see in an A/V
application include user profiles, ability to add other users as friends,
functionalities for uploading and viewing user generated conent and
possibilities for sending private messages or leaving public
comments on other users sites.

Examples:

Examples of successful
use of the pattern in a
system

The Kabadada application combines traditional and well-known
elements for video upload with a new concept of focusing on the
specific area of professional cabaret on the internet.

13. Explicit Purpose

Name:

Main idea of the pattern in a few

words + UX factor adressed

Explicit Purpose (UX3 Motivation, UX8 Usability)

Problem:

How to support users in quickly identifying their personal

Problems related to the usage of | benefit of using the A/V application?

the system which are

solved/improved by the pattern

Forces:

Users must be attracted by the platform at a first glance so

Further elaboration of problem that they spend time on using it

statement

The purpose of the application must be clear immediately,
so that users can compare their motives for using the
platform with the intended purpose of the A/V application
Users want to know why they should spend time on the
platform; using the platform should be valuable for the
users.

Users want comprehensive information about a site without
overwhelming or irrelevant content. They want to know how
the members of the application can be characterized, and
to have background information concerning the application.
If users have to register and log in before they can
determine what the site is about, they are likely to leave.

Context:

Use this pattern when you want to attract new community

Characteristics of the context of | members at their first visit of the application. This pattern

use

especially applies to novice users, who are not interested in
spending much time on identifying the purpose of the A/V
application. Applying this pattern is particularly important for
sites that don't support the pattern “Involve Users Gradually”.

Solution:
Successful solution for the
described problem

Define a clear aim/goal/purpose/intention of the A/V networked
system (identification of the user with the platform let motivation
increase).
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Clearly communicate the defined aim, concept and content on
the front page (entry point) so that people immediately know if
the platform meets their expectations and requests. The front
page should be built with well structured categorizing entities,
such as tags and genres. Concepts used on navigation buttons,
links and symbols should be carefully designed. Furthermore,
the design of the whole website needs to convey the purpose in
a self-evident way (e.g. via the logo, the slogan, wording of
links, ...).

If the site targets a specific audience, this should be clearly
stated by illustration, text or video.

Examples:
Examples of successful use of
the pattern in a system

The purpose of Facebook is clearly stated on the login page:
“Facebook helps you connect and share with the people in your
life.”

The slogan of Flickr also indicates its purpose immediately:
“Share your photos. Watch the world.” Flickr provides the
possibility to “take a tour” in order to explore Flickr and get a
guick overview on the features and possibilities offered by the
application.

An “About” link displayed on the bottom or top of the start page
(footer or header information) can be found on many A/V
applications (e.g. Flickr, Facebook, Kabadada/Kabadu) and
therefore will be found quickly by most users.

14. Fun Factor

Name:
Main idea of the pattern in a few
words + UX factor addressed

Fun Factor (UX1 Fun, UX2 Emaotion)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to raise positive emotions when using the A/V application?

Forces:
Further elaboration of problem
statement

Users are looking for entertainment when using an A/V
networks
Users want to enjoy using the A/V application

Context:
Characteristics of the context of
use

Use this pattern when you want to support frequent use of the
A/V application by promoting the experience of fun.

Solution:
Successful solution for the
described problem

Create a highly enjoyable and visual experience by adding
funny, entertaining or surprising elements to the A/V
application.

A fun adding element could be for example a feature which
enables users to send (visual) gifts to other users.

A feature which supports entertainment could be a link
containing the funniest photos or videos.

Examples:
Examples of successful use of
the pattern in a system

“Lachnummer” competition on Kabadu for finding the funniest
video on the platform.

“Comedian channel” on Youtube for funny videos.

Page 34 of 88




FP6-2005-1ST-41 (038312)

15. Content Variety

CITIZEN MEDIA Deliverable D5.4.1

Name:
Main idea of the pattern in a few
words + UX factor adressed

Content Variety (UX3 Motivation, UX5 User Involvement)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to avoid that users are bored when using an A/V
application constantly?

Forces:
Further elaboration of problem
statement

Users need incentives like novel content or new features
when visiting an A/V application

Users strive for variety when using an A/V application
Users want to receive/provide comments on newly updated
content

Users want to know what their friends have recently done /
are doing on the platform

Context:
Characteristics of the context of
use

This pattern is a basic pattern, which assumes that new content
is continuously produced.

Solution:
Successful solution for the
described problem

Motivate users to continuously add new content as a basis for
variation.

Continuous development of the application is essential.
Therefore, keep functionalities of the A/V application up to date
and provide new features and customization possibilities.

Prominently place and mark new content on the platform so
that new content can be recognized at first glance.

Order the content according to relevance or time. Remove
outdated and irrelevant content.

The application should provide an easy way for receiving
information about updates and new content. A simple
functionality for subscribing on automatic news-feeds from
friends and an automatic notification service about new
messages should be provided.

Examples:
Examples of successful use of
the pattern in a system

On the Kabadu application, the newest videos are displayed on
the start page. The latest news of Kabadada are prominently
placed on the start page.

On Youtube, currently played videos are shown on the start
page.

On Flickr, a daily collection of most interesting photos is
composed for the user (called “Interestingness”).

16. Social Rewards

Name:
Main idea of the pattern in a few
words + UX factor adressed

Social Rewards (UX7 Sociability, UX3 Motivation)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to make using the application more beneficial for users?

Forces:
Further elaboration of problem
statement

Users want to have some kind of approval for actively
participating on the platform
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Users want to get feedback or comments for their
contributions

Context:
Characteristics of the context of
use

Use this pattern when you want to gain or maintain the interest
of users by rewarding mechanisms.

Solution:
Successful solution for the
described problem

Provide a voting mechanism.
Display the number of views a video or photo has

Highlight popular items on the application, for example items
which are viewed most often.

Prominently display the number and type of votes that an item
has received

Examples:
Examples of successful use of
the pattern in a system

Voting and comment functions for videos on the Kabadu
platform

Rating function for videos and display of the number of views of
a video on YouTube

17. User Responsibility

Name:
Main idea of the pattern in a few
words + UX factor addressed

User Responsibility (UX7 Sociability, UX5 User Involvement)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to increase the users’ involvement in the A/V application?

Forces:
Further elaboration of problem
statement

Users want to actively participate in the community of an
A/V application

Users want to co-determine the features, content and
structure of the A/V application

Context:
Characteristics of the context of
use

Use this pattern when you want to increase the personal
commitment of the community members.

Solution:
Successful solution for the
described problem

Give users the opportunity to actively shape the application
by offering specific features

Allow responsibility for organizing content
Give the opportunity to express opinions via the application

Features for getting into contact with developers and
platform providers

Grouping or categorizing of content and community
members

Examples:
Examples of successful use of
the pattern in a system

Deutschland Blog on the Kabadada application for giving ones
opinion

Tagging in Flickr for organizing content

Grouping of members according to different communities of
interest in MySpace
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Facebook offers to design an individual user profile by selecting
and integrating relevant “applications”

18. User Challenges

Name:
Main idea of the pattern in a few
words + UX factor addressed

User Challenges (UX1 Fun, UX3 Motivation)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to avoid boredom when using the platform?

Forces:
Further elaboration of problem
statement

Users enjoy competing with other users

Users want to measure/compare their skills

Users want to interact with others via competitions

Users strive for variety; they can get bored when using the
application for a longer time

Context:
Characteristics of the context of
use

Use this pattern when you have the possibility to implement
challenging elements into your application.

Solution:
Successful solution for the
described problem

Add challenging elements like games, quizzes or competitions
to the A/V application. Different difficulty levels address more
users and are more fun as users can raise the difficulty level. A
voting or rating function can also be challenging.

Examples:
Examples of successful use of
the pattern in a system

“Magic Media Fair” game for the Engerwitzdorf community
Voting function of Kabadu

“Lachnummer” competition on the amateur cabaret artist
platform Kabadu

“Contests” on Youtube

19. Initial Support

Name:
Main idea of the pattern in a few
words + UX factor addressed

Initial Support (UX8 Usability)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to help users in learning how to handle the A/V application
right from the start?

Forces:
Further elaboration of problem
statement

Novice users want to learn how to use the platform quickly
Users prefer to learn interactively

Learning how to handle the platform at the beginning is
important

Context:
Characteristics of the context of
use

Use this pattern when you want to actively support users in
learning how to handle the A/V application.

Solution:
Successful solution for the
described problem

Organize life events or workshops in order to support people in
their learning experience. This allows learning in a group of
users and the possibility to ask directly for help.

Integrate (interactive) tutorials, manuals or videos on the A/V
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application.

Integrate games for playfully learning how to handle the
application.

Examples:
Examples of successful use of
the pattern in a system

On the CITIZEN MEDIA IPTV platform, users learn how to
handle the platform by integrating the learning process in
games and by providing videos about how to use the platform.

On Flickr, you can do a “tour” for learning quickly about the
functionalities provided.

20. Easy Orientation

Name:
Main idea of the pattern in a few
words + UX factor addressed

Easy Orientation (UX8 Usability)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to prevent users from feeling lost in the application?

Forces:
Further elaboration of problem
statement

Users want to find information and content (related to a
specific topic) quickly and efficiently

Users strive for orientation on the platform (where they are
and how they come back)

Users want an easy way to navigate through the available
content

Users do not want to invest much time in searching for
specific content

Context:
Characteristics of the context of
use

The presented pattern represents a basic pattern, which is
important in almost every A/V application. Use this pattern
when the application contains large amounts of data and
information or when finding content is particularly important for
the A/V application.

Solution:
Successful solution for the
described problem

Let the user always know where he is, where he comes from
and how he can return by using a back-arrow, a home button,
maps, breadcrumbs, etc.

Apply approved navigation structures and means for supporting
navigation such us tags and tag clouds describing content. As
some users are not familiar with tags, a “what are tags”-link
describing this concept should be provided.

Provide links between related objects or display
recommendations for related topics or content.

Examples:
Examples of successful use of
the pattern in a system

Youtube displays links of related videos next to the video
watched.

Flickr provides a feature for tagging content in order to locate
content based on keywords. The users’ content can be viewed
as a tag cloud.
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Name:
Main idea of the pattern in a few
words + UX factor addressed

Information Management (UX8 Usability)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to support users in handling huge amount of content on
the A/V platform?

Forces:
Further elaboration of problem
statement

Users often have to administer large amounts of content
Users want to find stored information or objects easy and
quickly

Users want to group content by topics

Users want to have a quick overview over their stored data

Context:
Characteristics of the context of
use

Use this pattern when large amount of user-data have to be
managed efficiently by the users of an A/V application.

Solution:
Successful solution for the
described problem

Let users manage sets of objects like photos and videos by
using overviews and detail-views.

Integrate features for easily adding new content and deleting
outdated content.

Give users the possibility to group objects by making different
folders and sub-folders and showing them in a tree structure for
a better overview.

Implement tagging / tag clouds.

Allow links between objects.

Integrate a search function for searching through the content.

Examples:
Examples of successful use of
the pattern in a system

In the CITIZEN MEDIA IPTV platform, users have to manage
their friends, videos and photos. They have an overview of
these objects and can change to the detail-view whenever they
want.

In the Kabadada/Kabadu application, the search function allows
limiting the search to a specific scope.

In Flickr, users have the possibility to group their pictures in
user-defined “sets” as well as according to geographical
positions or tags.

22. Fast Data Input

Name:

Main idea of the pattern in
a few words + UX factor
addressed

Fast Data Input (UX8 Usability)

Problem:

Problems related to the
usage of the system which
are solved/improved by
the pattern

How to optimize the input of data in order to avoid fatiguing users?

Forces:
Further elaboration of
problem statement

Users are quickly tired of tasks that feel redundant or are
needlessly complicated to perform.

Context:
Characteristics of the
context of use

Use this pattern when you want to enable users to quickly and
effectively enter data.

Solution:
Successful solution for the

Make text input easier by offering suggestions or predictions based
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described problem

on user input. For instance, remember information the user has
entered earlier and use it to make informed suggestions as the user
is typing. This applies particularly to searching. If users are presented
with possible search suggestions as they type, they can complete the
action much more quickly, as well as possibly finding more
appropriate search terms as they type.

Offer good defaults when applicable. This involves identification of
the choices that are made most frequently by users (for instance
when selecting from different options in a drop-down menu), and
using these as default values. This minimizes the chances of users
having to select other options, resulting in an efficient and painless
interaction.

Examples:

Examples of successful
use of the pattern in a
system

Google provides a predictive word list functionality (auto-completion)
when entering search items. This enables quick entering of data for
the user.

23. Dynamic Information Grouping

Name:

Main idea of the pattern in
a few words + UX factor
addressed

Dynamic Information Grouping (UX8 Usability, UX3 Motivation)

Problem:

Problems related to the
usage of the system which
are solved/improved by
the pattern

How to avoid overwhelming users with information?

Forces:
Further elaboration of
problem statement

If too much information is displayed, people might lose touch with
their contacts and find the service overwhelming.

If too little information is displayed, people might lose interest and
feel that there’s not enough happening.

Context:
Characteristics of the
context of use

Use this pattern when the user is overloaded with updates pertaining
to content generated by other users.

Solution:
Successful solution for the
described problem

Firstly, find ways to filter the information, for instance according to
interests, friends, or groups that the user might be associated with.
Only information that is relevant to the users’ friends, groups, or
interests should be communicated to a user.

Secondly, information which concerns the same content or the same
people should be grouped together where this is natural. This
lessens the number of distinct information pieces that are visible, and
thus helps the user to stay on top of the latest happenings.

For instance, group news items that are related to the same content
item. Instead of presenting four events related to a content item as
four separate news items, these can be grouped to form one larger
news item. This will occupy less space in the user’s attention space.

Examples:

Examples of successful
use of the pattern in a
system

Newsfeeds on MySpace and Facebook filter information according to
the users’ friends, and Facebook groups events occurring within a
certain timeframe.
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Name:
Main idea of the pattern in a few
words + UX factor addressed

Constant Feedback (UX8 Usability)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to prevent users from getting confused when using the
A/V application?

Forces:
Further elaboration of problem
statement

Users have to get informed about errors in order to learn
from them.

Users want to know whether or not the operation is still
being performed as well as how much longer the user will
need to wait.

Users want to get reactions of the system as responses to
their actions

Users want to be sure that their action has a result,
otherwise they could think that the system has crashed or
that they have acted incorrectly

Context:
Characteristics of the context of
use

This is a basic pattern, as it is important for every A/V
application to avoid that users get confused, ambiguous or
switch to other actions.

Solution:
Successful solution for the
described problem

Show error messages, warnings and processing advancement.
Show final status and/or results.

Show that the application is still working and give an indication
of the progress. Use for example a progress bar or a
sandglass.

Create consistent and predictable feedback, meaning that all
elements react in the same manner.

Examples:
Examples of successful use of
the pattern in a system

On the Kabadada/Kabadu platform, information about the
upload progress of videos is given in the form of a progress
bar, and the user is informed if the upload was successful.

25. User-Centric Updates

Name: User-Centric Updates (UX5 User Involvement, UX7 Sociability)

Main idea of the pattern in
a few words + UX factor

addressed
Problem: How to help users to stay up-to-date on collaboratively created new
Problems related to the content?

usage of the system which
are solved/improved by
the pattern

Forces:
Further elaboration of
problem statement

Users are unlikely to partake in collaborative efforts if it is difficult
to stay up to date on the changes made by others

Users want to receive/provide comments on newly updated
content

Users want automatic news updates from friends

Context: Users need to stay updated on what content is added at a site.

Characteristics of the
context of use

Solution: The application should provide an easy way of sharing information
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Successful solution for the
described problem

about updates and new content, by enabling users to subscribe to
automatic news-feeds from other users. Information in news feeds
should be presented so that changes that have occurred since the
last login are highlighted. For instance, if a content item the user is
interested in has been updated since the user last logged in, it would
be reasonable to present an excerpt of what has changed, so that the
user doesn’t have to look for this information manually.

Examples:

Examples of successful
use of the pattern in a
system

Newsfeeds on Facebook and MySpace.

26. Version History

Name:

Main idea of the pattern in
a few words + UX factor
addressed

Version History (UX5 User Involvement, UX8 Usability)

Problem:

Problems related to the
usage of the system which
are solved/improved by
the pattern

How can participants contribute content in a collaborative process
without invalidating the work of other participants?

Forces:
Further elaboration of
problem statement

If users do not feel that they can edit a piece of content freely, it
can easily hamper creativity.

Context:
Characteristics of the
context of use

Participants need to be able to modify and create new content in a
co-created item without having to worry about destroying other
participants’ work.

Solution:
Successful solution for the
described problem

Present a version history related to the content that is created, and
let users be able to navigate through the various versions, as well as
making it easy to set an earlier version as the current version of the
document. A special review mode where content can be copied and
pasted between two (freely selectable) versions would ease such a
process considerably (See Consolidation View).

Examples:

Examples of successful
use of the pattern in a
system

The version history function in Talhonia, although this implementation
does not allow users to control which version should be active.

27. Consolidation View

Name:

Main idea of the pattern in
a few words + UX factor
addressed

Consolidation View (UX8 Usability, UX7 Sociability)

Problem:

Problems related to the
usage of the system which
are solved/improved by
the pattern

How can users easily edit together pieces from different versions of a
project to make a coherent finished piece?

Forces:
Further elaboration of
problem statement

In a collaborative process where each participant adds and edits
content at whim, pieces of content will gradually get “buried” as
new versions are created.

Context:
Characteristics of the
context of use

Users need a simple way of pooling the desired pieces of content
from different versions of a project together into a coherent whole.
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Solution:
Successful solution for the
described problem

Support a special view which allows participants in a collaborative
process to consolidate different versions of a piece of content. This
view will enable the viewing of multiple versions of a content item
simultaneously, thus allowing copying and pasting of content
between different versions. The finished result can then be saved as
a new version of the content item. A feature like this will help make
the collaborative process more organic, in that one can extract
different elements from different versions and thus “breed” new
versions of the same content. This process can be repeated over and
over, thus refining the content in a particular direction.

Examples:

Examples of successful
use of the pattern in a
system

“Compare documents” function in Microsoft Word.

28. I[dea Rooms

Name:

Main idea of the pattern in
a few words + UX factor
addressed

Idea Rooms (UX3 Motivation, UX6 Co-Experience)

Problem:

Problems related to the
usage of the system which
are solved/improved by
the pattern

How can participants in a collaborative project communicate with
each other from within the application?

Forces:
Further elaboration of
problem statement

If participants can’t communicate with each other when creating
or editing collaborative content, collaboration will be difficult.

Context:
Characteristics of the
context of use

Participants need to communicate ideas related to their collaborative
project.

Solution:
Successful solution for the
described problem

Support an idea room; a part of the system where participants in a
project can meet and discuss ideas relating to their project. It can be
implemented via instant messaging, video conferencing, or audio
conferencing. In addition to this feature, an idea room could feature a
way of extracting specific ideas exchanged in discussion and pin it on
an idea board. Such an idea board can function as an overall
guideline for the participants working on a project.

Examples:

Examples of successful
use of the pattern in a
system

Instant messaging and audio/video-conferencing tools such as
Windows Live Messenger and Skype.

29. Point of Reference

Name:

Main idea of the pattern in
a few words + UX factor
addressed

Point of Reference (UX2 Emotion, UX6 Co-experience)

Problem:

Problems related to the
usage of the system which
are solved/improved by
the pattern

How to help users working co-creatively to maintain a basic structure
to the output of each participant?

Forces:
Further elaboration of
problem statement

If users are working co-creatively and don’t have any rules, which
help structure each individuals output, the end result will usually
end up cluttered and incoherent.
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If there are too many rules guiding the co-creative process, it can
hamper the creativity of the participants and negatively affect the
end result.

Context:
Characteristics of the
context of use

Users involved in co-creation of content need a way of structuring
their output in order to avoid overlapping and incoherent content.

Solution:
Successful solution for the
described problem

Provide a point of reference for each participant in a co-creative
project. A point of reference is intended to make it easier for
participants to divide responsibilities when creating content, so that
each participant creates content that is related to a particular aspect,
like an object, a character, or a location. Different types of reference
points will be suitable depending on the nature of the content that is
created.

If it is meaningful to discuss the content in relation to geographic
locations, a particular location on a map could be used as a point of
reference (e.g. for adding content related to a holiday trip, or thoughts
about a particular shop or restaurant, or anything else that can be
shown on a map). Having each participant create content in relation
to a specific location will reduce the possibility of overlapping content.

For storywriting, having representations of the character one is
writing about can be helpful, particularly for younger users. This will
help them focus their writing on a particular character.

Examples:

Examples of successful
use of the pattern in a
system

In the January evaluation of Talhonia, the pupils were given teddy
bears that represented the characters they were writing about. This
helped them to focus on this particular character in the story.

30. Quick-Start Template

Name:

Main idea of the pattern in
a few words + UX factor
addressed

Quick-Start Template (UX3 Motivation, UX4 User Engagement)

Problem:

Problems related to the
usage of the system which
are solved/improved by
the pattern

How to help a group of people to quickly decide on the theme of a
collaborative content creation project?

Forces:
Further elaboration of
problem statement

Group discussions on issues where there are no hard answers
can quickly escalate into long-lasting debates.

Predetermining the goal of a collaborative process can be limiting
and compromise the creative output.

Context:
Characteristics of the
context of use

Users joining a collaborative content creation project want to get
started quickly.

Solution:
Successful solution for the
described problem

Provide content templates, which lay a foundation for the form of the
content, by specifying things like title, as well as main themes and
characters and their relation. The advantage of this approach is that it
provides a neutral starting point for the collaboration, helping the
participants get involved in the actual creative process almost
instantly. It can also function as a source of inspiration for the
participants. For more flexibility, content templates could be
presented several at a time, allowing each participant to vote for the
one they want to use. This will allow the group some freedom in
selecting a template, without risking long-lasting discussions, since a
purely quantitative voting approach should be considered fair by all
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participants.

The concept of templates can be applied to many different contexts,
such as meeting reports (a template with a general structure), holiday
planning (a list prefilled with typical items which the participants can
then edit), and so on.

Examples: In the January evaluation of Talhonia, the pupils were presented with
Examples of successful story cards which specified the theme of the story by means of a
gjsetgrfnthe pattern in a descriptive title which also specified the main characters of the story.

2.9 Summary & Discussion

As already pointed out in this deliverable, there is a lack of patterns that address user
experience related aspects of human-technology interaction. The research on UX patterns
described in this deliverable therefore represents a first step towards addressing this topic.

The UX patterns represent a collection of knowledge on User Experience gained within the
evaluation activities of the CITIZEN MEDIA project. This knowledge is abstracted in the form
of patterns, and therefore should be usable for further projects in the area of A/V networked
systems. The UX patterns collected are available online. This does not only ensure that non-
project members can access the patterns, but also establishes the possibility for getting
feedback on the patterns (a comment field is available for each pattern on the website).

Patterns represent flexible and dynamic constructs; patterns are never finished and have to
be fed continuously with new knowledge gained. Being aware of this, it must be pointed out
that the UX pattern collection described in this deliverable only represents a first attempt to
document best practices in the field of User Experience. The UX patterns are input and
starting point for other projects. However, further knowledge gained about UX should be
integrated, and the patterns should be developed continuously. Therefore, a further step
would be to extend the functionality of the UX patterns website, so that it serves as a
platform for discussing existing UX patterns and adding new ones.

During the pattern development phase, two workshops were conducted. The first workshop
was conducted with researchers involved in the evaluation and took place at an early
development phase of the UX patterns. The aim of this workshop was mainly to discuss and
modify a first collection of UX patterns (collected by one researcher) and to develop new
patterns (based on the experiences of the researchers during the evaluation phase) in the
group. The second workshop took place at a late stage of pattern development, where the
researchers considered the developed patterns as “finished”. At this phase, a workshop with
potential users of UX patterns (here: multimedia design students) was conducted in order to
get insights into which problems are faced when using patterns and how usable UX patterns
are in practice.

To sum up, the two workshops turned out to be helpful for developing user experience
patterns and modifying existing ones. Especially the second workshop with potential users of
UX patterns helped to evaluate the usefulness of the UX patterns in general and some
issues in particular (comprehensibility, remembrance, ...). All in all, workshops for developing
or evaluating patterns can be considered as a good and quick method for a further
development of patterns.

Another way to get feedback about the UX patterns developed was the UX patterns website.
However, using the website for collecting feedback about the patterns revealed to be difficult
as almost nobody used the commenting function on the website. This could be perhaps
explained by the fact that there was not much publicity made for the UX pattern website yet.
It is therefore an open issue to better promote the website and to find out if it is then
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appropriate as a feedback channel for patterns (University of Salzburg will further work on
the UX patterns beyond the CITIZEN MEDIA project).

Another point for discussion is the evaluation of patterns. It is not possible to objectively
evaluate patterns and determine when they are “good”, as patterns are assistive tools, which
are used individually. A comparison with other assistive tools like guidelines for example is
difficult as well, as the helpfulness of such tools strongly depends on the usage context and
on the user. However, getting feedback from potential and real users of patterns in order to
improve the patterns has turned out to be useful and necessary. Accordingly, it is necessary
to find out how UX patterns prove in practice by conducting case studies as well as long-term
studies.

Furthermore, certain aspects of patterns can be subjectively rated by potential users, as was
shown in the second workshop. For example, the subjective rating of the comprehensiveness
of a pattern or the remembrance of a pattern's name turned out to be good indicators for the
overall quality and usefulness. Using such ratings as basis for the improvement of a UX
pattern was helpful.

Another issue arising is the evaluation of patterns by using heuristics or a checklist. This
could also be a helpful method for improving existing patterns and therefore should be further
explored in future work. Additionally, a comparison with other pattern collection is envisaged,
in particular with the patterns summarized in the book “Designing Social Interfaces”
(Crumlish & Malone, 2009), which will be released in September 2009.

In the development process of the UX patterns, it turned out that the naming of patterns is
especially difficult. On the one hand, the name of a pattern should be short and concise; on
the other hand it should express the main statement of the pattern. Therefore, it might be
necessary to conduct this process in several steps, starting off with a name that captures
what the pattern is roughly about, and trying to find alternate ways of specifying this more
concisely. Moreover, a workshop with potential users can also be helpful in addressing this
issue. Another critical issue was the definition of “good” examples for the UX patterns, as it is
not clear what makes an example good. However, it was decided to take popular examples
together with examples from the CITIZEN MEDIA applications, in order to affirm examples of
less known applications with examples from popular applications. Furthermore, it was
challenging for the researchers to describe the examples not too detailed but also not too
abstract in order to provide conceivable hints. This holds also true for the solutions part of a
UX pattern, as the solution should be sufficiently specific as to not raise new questions but
also not too concrete in order to leave room for innovation and new ideas.

To sum up the experiences and impressions gained during the pattern development process
and in the workshops, patterns can be considered as an adequate tool to account for general
requirements and best practices in A/V networked media applications for both, researchers
and designers. They help to preserve and document knowledge in a structured form and to
communicate this knowledge in a consistent and standardized way. Moreover, the UX
patterns were perceived as useful assistive tools to design A/V applications, which make the
user’s experience more positive while using the application.
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3 METHODS FOR USER EXPERIENCE EVALUATION

The research reported here aims to summarise our experience regarding the methods used
for evaluation of user experience within the CITIZEN MEDIA project. There is an increasing
awareness and acceptance of various usability methods within the human- interaction
community. For the practitioners, as well as for the researchers, it is important to know
advantages and disadvantages of different methods within different contexts to be able to
select methods that best suit their needs. A lot of research has been done on comparison
and evaluation different usability evaluation methods. However, it remains unclear whether
this knowledge is applicable on new type of applications (A/V networked systems) and new
concepts (user experience). Do we need new adapted methods for evaluating user
experience of CITIZEN MEDIA like application? Do the ‘old’ well-known methods’ have the
same characteristics when used in a new context?

Section 3.1 explains the research design we used. Section 3.2 describes the research
method and Section 3.3 presents the results and Section 3.4 gives a brief summary.

3.1 Introduction

Our research belong in the category case studies and lessons learned collected within the
project using different evaluation methods. We first give a rationale for selecting case study
for our research and then introduce the list of the evaluation criteria we used.

Research Methods

Depending on the purpose of an investigation one can choose between several research
methods, such as surveys, case studies and experiments. A survey is often an investigation
performed in retrospect, when a technology has been used for a while. The main advantages
of a survey are that it can be conducted on real-life projects (like a case study) and can be
replicated (like an experiment). Further, it can provide results in shorter time than a case
study and is less human intensive than an experiment. The main disadvantage is that the
evaluator cannot control the experience, background and capability of the participants.

The case study method is an empirical enquiry that investigates a contemporary
phenomenon within its real-life context when the boundaries between phenomenon and
context are not clearly evident. In a case study an evaluator monitors a real project and
collects data over time. Certain attributes like product quality and developer productivity are
monitored during the project and data measuring them is collected.

The main strength of the case study method is that data is collected in a real life context.
With a relatively minimal addition to project costs we can collect valuable information about a
project and use of the technology. The weakness of the case study method is that it is very
context biased (each project is unique). Furthermore, the presence of the evaluators and the
process of evaluation may influences the results.

During an experiment several subjects perform a task in multiple ways. The researcher set
factors that can influence the results, e.g., duration and staff experience. Therefore, it is
possible to provide a greater level of statistical validity than in case studies. The costs of
conducting experiments with usability experts from industry and with professional tools are
very high.

Our research on UX evaluation method was constrained by the overall research design. The
primary goal of the work done in WP5 was to evaluate user acceptance and user experience
of CITIZEN MEDIA applications. Evaluation methods that were used in different testbeds
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were selected to suit the needs and possibilities of each testbed and its applications. The
methods were therefore used and investigated in a real-life context by the means of case
study. In spite of the limitations of case studies, particularly with respect to external validity,
we found it as a most suitable for our research.

Criteria for Evaluation

Two most important characteristics of any data collection method are its usefulness and its
reactivity. We want to collect the data that allows us to answer our research questions and
we want to minimise the effects of the method on the participants of our studies. In the
context of this research usefulness means usefulness for evaluation of user experience and
will therefore be related to the UX indicators defined in deliverable D5.1.2. When considering
using a method, practical issues such as costs, needed equipment and background of the
researchers are also important factors. There are a number of different types of information
that we could obtain when asking researchers and participants to report their experience with
a method. We have divided them into four major categories: study context, usefulness,
drawbacks and participants.

Study context is concerned with the organisational issues of a method, such as needed
knowledge, setup and procedures. Usefulness is concerned with the usefulness of the
collected data in general and for evaluating UX indicators in particular. The drawbacks
category is concerned with problems and lessons learned when using a method. The
participants category is concerned with the background of the participants, effects of the
method on their performance and their experience with the method. We have identified a
general categorisation of the qualitative data that we can expect to get from our
guestionnaires and this is summarised in Error! Reference source not found. . However, in
analysing any particular collection of answers we may decide to further subdivide any of the
above subcategories, if there is a need for that.

1 Study context
1.1 Researchers background
1.2 Participants background
13 Setup and procedure
1.4 Scalability

2 Usefulness
2.1 General
2.2 Specific

3 Drawbacks
3.1 General
3.2 Specific
3.3 Lessons learned

4 Participants
4.1 Researchers opinion
4.2 Participants experience

Table 2: Categorisation of the qualitative data
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To gather experience of the researcher and users involved in the evaluation of user
experience of the CITIZEN MEDIA application and use cases we conducted a survey. This

section describes data collection and analysis.

3.2.1 Data Collection

To collect the data on usefulness and reactivity of the evaluation methods used in WP5 we
developed two open-ended questionnaires. The questionnaires were developed together
with the researchers evaluating design methods (WP3). A first draft was distributed to the
researchers using the evaluation and design methods. They provided concrete feedback how
to modify questions, or introduce new ones. The questionnaire evolved through several
iterations to be optimised for clarity and accuracy. It was then distributed to the six
researchers. When appropriate, we also asked the participant of our studies about their
experiences with the methods. It was done for three methods with in total 34 participants.
The answers that were originally written in German were translated to English by one of the
authors of this report.

Error! Reference source not found.

gives an overview of the data collection process.

Detailed descriptions of the methods are given in other reports (deliverables D5.1.2, and
D5.2.1) and will not be given here.

Testbed Application Method Questionnaire Subjects
Cologne Kabadada/Kabadu | Online Q1 1
questionnaire
Q2 1
Cologne Kabadada/Kabadu Expert interview Q1 1
Q2
Cologne Kabadada/Kabadu Group-based Q1 1
expert
walkthrough Q2 1
Cologne Unort Kataster Extended Q1 1
heuristic
evaluation Q2 1
(expert
evaluation)
Oslo Urgrt Group-based Q1 1
expert
walkthrough and Q2 2
focus groups
Engerwitzdorf IPTV User test Q1 1
including bio
signal recording Q2 1
Q3a 12
Engerwitzdorf IPTV Focus group Q1 1
Q2 1
Usability test Q1 1
Q2 1
Engerwitzdorf IPTV Smiley box Q1 1
Q2 1
Engerwitzdorf 3D Scene Editor Workshop with Q1 1
and Cologne (cross testbed focus groups
challenge) Q2 1
Q3b 5
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NDS Unified EPG Group based Q2 1
walkthrough in
combination with | @3¢ 17
discussion and
free exploration

Table 3: Data collection process

Background of the subjects

In this survey we collected data from six researchers and 34 users. Four of the researchers
were experts in HCI and usability; two of them were master students. All of them had
relevant experience and had conducted similar studies before. The participants of the
workshop with focus groups (evaluating 3D editor) were 5 males between 20 and 30 years
old. The participants of the user test with bio signal recording were 6 males and 6 females
from 32 to 64 years old. The average age was 35,8 years.

Questionnaires
The first questionnaire (Q1) collected the following information about the evaluation method:

Description of the method including the description of any variations from the
standard, the required background of the researcher, and the phase of the evaluation
process it was used.

Description of the resources used on data collection

Description of the amount and the type of the collected data

Description of the resources used on data analysis

Rationale for using this method and how they are going to be used

The second questionnaire (Q2) collected information on researchers’ experience with a
method. The following information was collected:

Background information about researcher

Researcher’s general opinion on the method

Researcher’s experience with the method in this project including usefulness and
drawbacks of the method, and lessons learned

For three methods we also asked the participants about their experience with the evaluation
methods (Q3a, Q3b and Q3c). The questionnaires are given in Annex B.

3.2.2 Data Analysis

The analysis of the quantitative data was descriptive. To facilitate analysis of the qualitative
data we will use the coding process described by Seaman (Seaman, 1999). We categorised
the collected answers according to the categories described in Section 2.1. This was done by
two researchers in parallel; Encoded files were inspected for differences and questionable
text. These were then resolved through discussion and analysis of their context. The coding
was done by one researcher.
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3.3 Usefulness and Drawbacks of the Evaluation Meth  ods

The evaluation methods have been used for measuring different user experience factors.
The following table gives an overview of the indicators measured by each method. The
indicators are:

UX1 — Fun/enjoyment
UX2 — Emotion

UX3 — Motivation

UX4 — Use engagement
UX5 — User involvement
UX6 — Co-experience
UX7 — Sociability

UX8 - Usability

3.3.1 Overview of used Methods

Method Ux1 UX2 | UX3 UX4 | UX5 | UX6 | UX7 | UX8
Online questionnaire X X X X
Expert interview

Group-based expert walkthrough X X X X
Extended heuristic evaluation (expert evaluation) X
Group-based expert walkthrough and focus groups X
Usability / UX test X X X
Focus group X X X X
Usability test X
Smiley box X X X X
Workshop with focus groups X X X X
Group based walkthrough in combination with discussion X X X
and free exploration

Table 4: Used methods and UX factors addressed

Some factors were appeared difficult to measure. User involvement (UX5) and co-experience
(UX6) were only measured by one method each. Motivation (UX1) was measured by only
three methods. This might be because the relevant aspects were measured by the other
factors, but also because they are difficult to measure. As of these factors are very important
to CITIZEN MEDIA applications, future studies have to focus more on methods for their
measurement. Usability captured by the largest number of methods, as being the most
standard user experience factor, and was measured by both standard and new methods.

3.3.2 Description of each Evaluation Method

We report here the results regarding usefulness and drawbacks of the UX evaluation
methods in the CITIZEN MEDIA development process as experienced by the developers.
The main findings are presented for each of the methods.
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Online gquestionnaire

Usefulness

General Useful for catching the attitudes and behas of users of an application

No need for extra data entry, which led to a tees-consuming analysis phase

In this study Showed some trends in the user esmpeei and acceptance
Comparable answers

Easy and comfortable for the respondents

Drawbacks

General Subijective

Dependents on users’ ability to remember andaefteir own user behaviour

In this study Low response rate as used earlyanrbhestigation

The questions of the online questionnaire werdomniged to fit the circumstances for the
different stakeholders and therefore several vessaf the questionnaire were available. This
increased the complexity of designing the questaderand analysing the questionnaire data.

Lessons learned
It was too early for a quantitative evaluation noet and a qualitative online questionnaire
would have been a better decision

The main lesson learned was that use of questionnaire should be adapted to the phase of

the study. Qualitative questions are more appropriate for earlier phases. (Holzinger, 2005),

for example advise using questionnaires in all phases of usability inspections. Our finding is

more specific.

Expert interview

Usefulness

General It is a good means to get feedback andestiggs for improvement from the different
stakeholders in all design phases

In this study The individual perception and expece of a certain stakeholder is collected.
Free exploration of the platform gives informatetyout usability problems.
The method provides suggestions for improvemeraxperts.
Individual interviews offer the possibility to thiaterviewer to react on the participant's
behaviour and to ask additional questions.

Drawbacks

General Requires a lot of efforts

In this study For getting quantitative data, adbinterviews have to be conducted (much effort!).

Not surprisingly this method appeared to be useful and expensive in terms of needed efforts.
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Group based walkthrough in combination with discuss ions and free exploration
phases

Usefulness

In this study Participants were very friendly drubpitable
A lot of feedback collected even if the particitahad never used such an application befg
Participants have fun and were proud to takeipdhe evaluation; they felt that they
influence the further development by being critieatl giving feedback.
Prepared tasks helped the users to get to kndmirc@arts of the system and us to gain
comparable data.
The playful probes helped the user to express itmprressions and found problems.
The participants liked the smiley’s to rate theites and a ranking of the notes could be
found out.
The families had a lot of fun (a good time) playthe game (this was the highlight of the

evening).

Drawbacks

In this study Time was too short to get to knowhmle application.

Communication problems; All involved partners ldiffierent visions of the real event.

Lessons learned

It is important not only to use e-mail and docuteghut also to regularly talk via telephone
conferences or if possible face-to-face meetingsder to get a common background and

vision of the outcome which should be reached.

Group based evaluation with playful elements was not only very enjoyable for the
participants, but provided a lot of useful feedback for the researchers. As the applications we
are evaluating are intended to be used by communities, group evaluations are necessary to
capture not only co-experience, but also common community experience of other user
experience factors.

Integrated evaluation

Usefulness

In this study Results of high relevance to futuegelopment of service
Satisfied application developers

Relatively low complexity

Drawbacks

General Requires background HCI knowledge

In this study Few failures (not described)

The method appeared to be useful and simple.
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Smiley

Usefulness

In this study Participants felt sympathetic towattks evaluators

Personalisation of the evaluators, it gave thdata (smiley)

Drawbacks

In this study A failure might be the communicationthe way how the method was presented to the

participants (presented as an extra effort)

test

The setup is time consuming, as the “Smiley Baxd ds cards were self-made by the
researcher, as well as organisation of the digtdbwand collection of the feedback cards.

Lessons learned

The method shouldn’t be communicated as en extesrtra effort, but as part of the whqg

project, in order to not de-motivate the particiggan

le

As it is a mixture of two different methods, onashto pay attention to this fact and take in
consideration how to formulate the asked questions.

An important finding is that a new or adapted evaluation method should not be

communicated as an extra effort (an add-on), but as a part of the research project. The way

we introduce a method to our participants influences their motivation and their feedback. This

has to be considered during the study design. A playful element (smiley) motivated the

participants to provide feedback, which is particularly important in long-term studies.

Usability/ UX Test

Usefulness

General Effective way to gather data on possibébility problems of the tested systems based on|a
user centric view.
Opportunity to ask for further details of diffete¢apics within the included interviews.

In this study Independently task solving phaseHertest participants; The test participants gpepa
guidelines for the tests, instead of guiding tletet@ persons through the test by person.
Complex but very structured method, so it was ¢aspnduct. It was easy to include the bio
signal recording.

Drawbacks

General In comparison to cheaper and easy metlicel§dr example a focus group or a heuristic
evaluation, it needs more effort concerning time amoney.

In this study Analysis of bio-signals complicat@djolves researchers with technical background.

No new results have been reported regarding this method.

Workshop with integrated focus group

Usefulness

General Suitable method for collecting ideas, potd and improvements from users as implications
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for development and design of applications.

In this study User had the possibility to test difet versions of 3D Editor. This allows a fruitfulsdussion
on the implemented features, functions, changes poskible problems as well as
improvements and suggestions.

The participants liked to try out the old version
The right balance between “openness” and “strettaf the method. Through the Workshpp
the participants were relaxed and had a good timexperiencing the old version of the 3D
editor — NeuroVR and through the integrated foausig there came up a good discussion,
Testing the old version gave the participantsetirig of what is possible with the screenshots
of the new 3D scene editor.

The prepared tasks and questions inspired theustiEnm and creating ideas about
new/missing functions and features.

The participants inspired each other through askimestions and telling their opinions about
tasks, features and functions

Due to the relaxed atmosphere every participantidcgoint out his attitude without

interruptions.

Drawbacks

In this study As we only had screenshots, we cootdanswer all the questions asked by the partitipa

Lessons learned

It is important to structure the session and teppre the tasks and questions carefully in

advance

It is also important to be flexible during the &qation phase and to assist the participants if

there are any problems or questions concerningshge.

Group based evaluation appeared to be useful. Good preparation was very important.

Focus groups

Usefulness

General Collects useful data since it encouragepledusers) to talk about specific topics in auehs
way.

In this study Suitable for early evaluation becawvsethe one hand it offered a structured procedure
(guideline) and on the other hand it was flexibt®ugh to investigate the rather unknoyn

circumstances.

Drawbacks

General It requires a good deal of work to construct a useful focus group guideline, which

suits the needs of the specific focus group participants.

In this study  Limited time
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Lessons learned

It would have been beneficial to include fewer indicators (the focus group topics
comprised 4 indicators) in the focus group and instead, focus on one or two
indicators, since the duration of the focus group was too short to cover all the topics

in depth.

The method was suitable for an early evaluation. Due to the time limitations, it is better to
focus on smaller number of user experience indicators.

Group-based Expert Walkthrough

Usefulness

General Efficiently collects feedback and suggestions for improvement

Appropriate for early stages of design

In this study A lot of usability problems can be found by 6 people participating in the group-based
expert Walkthrough.
Provides suggestions for improvement by experts.
The evaluator can react on the participants’ behaviour and to ask additional
questions (due to the interaction with the user during the guidance through the
screenshots).
Cheap and fast method for exploring usability problems and getting suggestions for

improvement of an application.

Drawbacks

General “Group effects”: people can be influenced in their opinion/comments by the

opinion/comments of the other group members.

Our results confirm the previous knowledge on this method.

Extended heuristic evaluation (expert evaluation)

Usefulness

General Suitable for early stages of design to give feedback to the developers.
The usage of guidelines and the rating of the problem offer a great evaluation

framework.

In this study Due to guiding the experts through the different tasks with support, the experts easily
understood the screenshots and found a lot of usability problems.
The experts gave a lot of feedback although only screenshots were available.
Due to the interaction with the user during the guidance through the screenshots,
there was the possibility for the evaluator to react on the participants behaviour and
to ask additional questions.
The prepared tasks and the support also inspired the experts to provide solutions to

the problems and recommend new/missing functions and features.
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The experts did not like being alone while having a look on the screenshots.

Drawbacks

General

In this study  As we only had screenshots, we could not answer all the questions asked by the
participants.

It was sometime hard for the evaluator to stay neutral and not to speak about the own

opinion because the expert were trying to get into a conversation with the evaluator.

The problems we experienced with this method can be minimised with better preparation
study design.

Usability Test

Usefulness

General Quick and easy way to collect user feedback due to its standardized procedure.

In this study It was useful for evaluating usability of the IPTV portal.

Drawbacks

In this study Eyetracking is sometimes tricky, as the devices we use, are not always applicable for

every participant (e.g. because of eyeglasses).

Lessons learned

A better and more comprehensible description of results for the IPTV portal designers

is needed.

The method was easy to apply, but aggregating and reporting the results was more difficult.
This is a well-known problem.

3.3.2 User Experience with the Methods

In addition to the evaluation of the methods from the perspective of the
researchers/practitioners using them we are interested to evaluate them from the perspective
of users (participants in our study). This is not only due to the ethical, but also pragmatic
reasons. Recruiting and motivating users to participate in such projects is difficult per se. In
the projects targeting non-professional user, such as CITIZEN MEDIA project, this task is
even more difficult, and we want the user evaluation sessions to be a pleasant experience for
our users. This was done only for the studies where it was easy to integrate in the study set
up without overwhelming the participants.

Here we present users evaluation of the UX evaluation methods.

Usability/ UX Test

General All the participant described their expgcas positive . Whereas two (of 12) participant
said that ‘it was ok’, the other participants warere specific and said that it was interesting,
funny, very amusing, comfortable surrounding arat #taff was friendly. One participant
said that he was disturbed by the constructionendiaother one said that even it was
comfortable and the staff was friendly, the cont#rthe study [unclear what he means by
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this] was awkward.

Tasks and

procedures

Seven participant reported that the experimenskistand procedures were clear whereas {
participants reported some minor problems withcllaety of the experimental material

ive

Nts

)

1]

Self-estimated The majority of the participants (9 of 12) reportbdt they were not at all affected by

reactivity experimental situation. One participant reporteat the was affected and two participa
reported that they were affected partly.

Problems Six participants experienced no problemgd the experiment; three participants reportec
technical problems (system crash, TV-picture wassharp, problems with remote
controller), one reported a usability problem (stowe of the main site), one reported that h
was disturbed by construction noise and one hablgmts with clarity of the questions.

Likes The users liked that surrounding was combdetand relaxing and that staff was friendly;
they explicitly said that this is not easy to agkiethey enjoyed learning new things and an
innovative nature of the study. They also likedittea behind the application (community
around a TV application) and the platform itself.

Group based walkthrough in combination with discuss ions and free exploration

phases

General — walkthrough | All the users (18) were very positive and descrithexdstudy as interesting, funny,

innovative, super and well organised. The only daimpwas about missing
feedback from the observer (one participant).

General — focus groups|  All participants were vesgitive and described the study as nice with tieadly

staff and the relaxing atmosphere.

Tasks and procedures 1 One participant said that the procedures was eafcbne participant said that

walkthrough

achievements were not clear; three participantstbait some tasks and descriptio
was unclear; all the other participants (13 of 48yl that everything was clear.

-

Tasks and proceduredAll the participants but one said that everythirgsvelear.

— focus groups

Self-estimated reactivity

-walkthrough

the other participants said that they were notcééfe at all.

Two participants said that they were affected apithe experimental setting; one

said that cameras were little bit disturbing; oa#& ghat he felt very important; all

Self-estimated reactivity One participant reported that cameras were litite disturbing; all the other

— focus groups

to tell his opinion.

participants said that they were not affected labak explicitly said that he felt free

Problems - walkthrough

start it, system is slow);another one had probleth feedback cards; all the oth
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participants reported no problems.

Problems — One participant reported a usability problem (get lsack from some pint of th

]

focus groups menu); another one felt old and incompetent; oné #eat the time they gad fg

=

solving the tasks was too short; one said thas#ime question were asked often;|all

the other participants reported no problems

Likes - walkthrough The participants enjoyed to tyw things and to experiment (eight participants);
they liked the combination of the devices and nancfionality (three participants

everything (one participant); to discuss in groufisur participants); having

accomplished things (one participant); young androdted team (one participant)

Likes - focus groups The participants liked: thefessional organisation of the study (one partiaip

-

,the possibility to share their experience (thragipipant), and relaxed atmosphere

(one participant).

Workshop with integrated focus group

General Nice atmosphere; the participants complésdezach other; it was easy for participants to
express their opinions; interesting

Problems Some actions were unclear on the scresnshdear comment of the other participants;
understanding technical terms.

Likes The application; exploring and trying newnilp; the discussion and the food; the discussipn

The possibility to generalise our results is limited due to relatively small number of the
researchers and study-participants participating in our survey. However, our findings at
different testbeds show some similarities. General user experience with the methods we
used was positive. Our users emphasized importance of nice atmosphere and friendly staff
during the studies. The possibility to try new innovative technologies in the safe environment
was experienced as motivating and rewarding for our participants. Although these were not
unexpected results, it is important to keep this in mind when planning and conducting our
studies. In addition to minor technical and usability problems the participant experienced
during the studies, some of them complained about the experiment material and some
disturbing factors like noise and temperature. This, of course, might affect their performance
and should be avoided. Experimental material should be thoroughly tested in pilot studies
and comfort of the participants should be assured.

The majority of the participants reported that they were not affected by the experimental
situation. Some of them explicitly said that they were in the position to express their opinions
in the group discussions. However, one participant reported that he was disturbed by
cameras. This could be minimised by better preparation and some warming-up exercises.

3.4  Example Method: ESM for Measuring UX in A/V Net  worked
Systems

The Experience Sampling Method (ESM) is a method which is not new in the field of social
sciences. However, applying ESM for measuring user experience when using a web-based
or IPTV-based application represents a new application area for ESM. Therefore, this
method is discussed in detail in this section and a summary on the lessons learned when
applying ESM for A/V networked applications is given.
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ESM is a research method that captures reactions and emotions of users in-situ, i.e. directly
when using technology (see deliverable D5.1.2 for a more detailed description of the method
and deliverable D5.2.1 for a description of the setup and the results of ESM in the testbeds).

ESM was applied within the CITIZEN MEDIA project in all three testbeds. In the testbed of
Cologne, for the Kabadada/Kabadu application, and in the testbed of Engerwitzdorf for the
IPTV Platform, and in the Oslo testbed for the collaborative storytelling web application
Talhonia. The technical implementation of ESM based on TUMCAT (an ESM tool developed
by TNO) was done by TNO in cooperation with TTA, AMA and UOS for Cologne and
Engerwitzdorf, and in with Alcatel-Lucent, SIN for Oslo. For the Kabadada/Kabadu
application and the Talhonia application (web-based platforms) the ESM implementation was
web-based. For the IPTV platform, ESM was implemented on the TV, In both testbeds,
event-triggered ESM was set up in order to gain insights in the user’s feelings and attitudes
immediately after having used a particular function. The ESM questions appeared as pop-up
windows, which could be answered by the users via remote control directly on the TV (IPTV
application) or via mouse/keyboard (Kabadada/Kabadu application, Talhonia).

In Engerwitzdorf, ESM was evaluated and applied in a three-phase approach:

1. Technical test of ESM: testing of the technical functionality of the ESM
implementation.

2. Pilot test of ESM in a laboratory setting (with 6 participants, about 1.5 hours):
focusing for example on the comprehensibility of the implemented ESM questions,
detection of problems when filling in the question samples while performing typical
tasks on the IPTV CITIZEN MEDIA platform.

3. ESM field trial user study in test households in Engerwitzdorf (3 weeks, 6
participants): collecting user feedback on certain aspects of UX and evaluating the
ESM tool on IPTV in a real life setting.

Originally, the same set-up was planned for Cologne. However, due to technical problems
and delays for the implementation of the ESM tool into the Kabadada / Kabadu platform, no
pilot test and no field study could be performed. For the Oslo testbed, SIN defined the
procedure and implementation of the ESM tool together with Alcatel-Lucent and TNO.
Thereby, they were especially focusing on the first phase and third phase applying ESM for
the field study performed with children.

The main Lessons Learned from using ESM within CITIZEN MEDIA are summarized below:

ESM is a valuable approach for user experience research as data are gained in situ
and immediately, without effects of memory distortion. For gathering contextualized
user experience data from the users in the testbeds, this method turned out to be
appropriate.

ESM proved to be a good method for evaluating UX. As UX is a dynamic construct
strongly influenced by environmental factors, ESM represents an adequate tool for
describing the “pure” experience (in a certain moment). Especially for UX factors
which were difficult to assess by applying other methods or which vary strongly over
time, such as emotion, co-experience (how many people were present when using
the application in the current situation) and motivation (reasons for use in the current
situation), ESM revealed to be valuable.

Participants appreciated answering questions via remote control on the TV. They
perceived ESM as comfortable, easy and straightforward. Moreover, they liked the
idea of getting questions through TV directly.

> Two ESM question blocks concerning the video-upload were web-based, as the upload of videos
had to be done via a website.
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As ESM requires a lot of commitment and requires big effort for participants (the drop
out rate is higher compared to other methods), user motivation turned out as a critical
factor for getting user feedback through ESM.

It is important not to overstrain the participants by asking too many questions too
often. Finding a good balance between getting enough data and not loosing
participants turned out to be one of the most difficult issues in applying ESM. The
definition of the frequency of the ESM questions needs to be aligned with the logging
data. Analysis of logging data turned out to be highly valuable before determining
frequencies of ESM questions and starting ESM.

Participants indicated the willingness to take part in ESM studies even for a longer
time period, as long as ESM would not require much more effort and participants
would not get bored, i.e. questions are varied. Furthermore, participants are more
likely to participate in an ESM study, if they are well-informed about the study
purpose. In-between telephone contact (researcher — participant) proved to be
valuable for motivating participants and getting informed about appeared problems
(participants often did not call in case of problems).

The ESM questions should only be triggered after an activity has been finished. If
questions arise during watching a video for instance, participants are perturbed and
annoyed. Moreover, implementing a functionality allowing that questions which are
cancelled can be recalled later.

Technical problems should be avoided through extensive pre-testing, as technical
problems lead to frustration of participants and lower the willingness to take part in an
ESM study. Moreover, ESM answers could be influenced in a negative way. A three-
phase approach, like applied in the testbed of Engerwitzdorf, turned out to be
reasonable when conducting an ESM study.

The technical implementation of ESM is resource intensive, especially when different
project partners are involved. Monthly meetings/conference calls between the
researchers and technicians as well as testbed hosts proved to be valuable for
addressing open issues and discussing about the implementation of ESM.

The combination of ESM with other methods (questionnaire, semantic differential,
interviews, logging analysis) turned out to be useful for interpreting the ESM data.

Using ESM for A/V networked systems puts the researcher in front of new
challenges, in particular related to the implementation of ESM into a publicly available
application, such as Kabadada/Kabadu. There are many technical restrictions and
aspects which make the implementation of ESM difficult (e.g. showing ESM questions
only to a clearly defined user sample and not to all visitors of the web platform).

Overall, from a content and methodological perspective, the usage of ESM within CITIZEN
MEDIA proved valuable for the collection of useful insights on in-situ user experience
evaluation of A/V networked systems.

3.5 Summary & Discussion
We posed the following questions:

Do we need new adapted methods for evaluating user experience of A/V networked
applications?

Do the “old’ well known methods” have the same characteristics when used in a new
context?
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Not surprisingly, the existing methods appeared to best in measuring the factor they are
designed to measure, namely usability. Some factors such as user involvement, co-
experience, and motivation were difficult to measure. As we are evaluating user experience
for the applications designed for communities, we need methods that can be used in a
community context. Furthermore, more precise definitions and measurements of user
targeting both individual and community experience have to be developed.

The “old” well-known methods appeared to be useful and valid, and our findings regarding
these methods are in line with the previous research. However, the following lessons learned
are useful to keep in mind when designing studies evaluating user experience:

Questionnaires with open-ended questions are more appropriate for early phases of
the research

An evaluation method should not be introduced as an extra effort, but as an integral
part of the research

Nice atmosphere, friendly staff and possibility to test innovative technologies is very
important for study participants

The possibility to generalise from our results is limited to our research design. However, we
believe that our results can be used as a basis for further investigations on user experience
evaluation methods.

To capture experiences throughout real interaction situations, a mixture of different methods
seems to be appropriate. Especially ESM has the capabilities to fit best the methodological
challenges to measure in-situ user experiences (emotions, co-experiences, etc.). Overall,
there are many advantages of ESM for the researcher to collect user feedback remotely and
for the participants themselves, to having the possibility to directly answer questions on the
evaluated application. However, ESM is very time and resource intensive, in particular with
regard to the careful set up and the final analysis of the ESM data.
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4 OVERALL CONCLUSION

Within this Document, we developed 30 User Experience Patterns and described the
usefulness and drawbacks of 11 methods used for measuring user experience within the
CITIZEN MEDIA project.

The main intention of the work described in this deliverable was to summarize the results of
all evaluation activities across all CITIZEN MEDIA testbeds and applications on a more
abstract level, so it can be useful for the project partners but also beyond the project for other
people performing research in the area of audio-visual networked media and user
experience. Therefore, the results are summarized on two different levels:

1. On the user experience level, dealing with the question of how to improve the user’s
experience (make the experience more positive) while using the application.

2. On the method level, dealing with the advantages and disadvantages of each method
used for evaluating user experience.

Therefore, this deliverable contains basic knowledge gained within the CITIZEN MEDIA
project about how to evaluate and improve A/V systems; this knowledge is especially
relevant for designers, developers and researcher who are concerned with A/V networked
systems. Following the major overall conclusions on UX patterns and UX methods are
summarized.

Conclusion 1: Patterns allow packaging and transfer ring User Experience Knowledge
on A/V networked Systems in a structured Way.

Within the CITIZEN MEDIA project similar best practices could be observed across different
A/V networked applications and testbeds. Patterns turned out to be a useful way for
collecting, summarizing, structuring and transferring the knowledge gained within a large
project like CITIZEN MEDIA. Therefore, it can be concluded that patterns represent an
appropriate way for passing knowledge gained within a specific project to a broader public
(also profiting from this knowledge). This facilitates researcher, designers and developers
working in the field of A/V networked systems and user experience to have a starting point
for their activities. The UX patterns developed within CITIZEN MEDIA are available for the
public on a dedicated website.

Conclusion 2: Need for constant Update of Patterns.

Based on new needs or requirements of users, new empirical studies from user evaluations
and comparison with new emerging patterns in social media environments, patterns have to
be kept up to date continuously. This demand was observed by both researchers analyzing
the evaluation results, as well as by external people involved in the UX patterns workshop.
This is in particular important and at the same time challenging for the A/V networked media
field due to its fast changing and newly emerging applications. The UX pattern website
provides a flexible platform for constantly updating the patterns and takes feedback received
from other researchers and practitioners (through the website comment function) into
account.
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Conclusion 3: The Study Environment represents a cr ucial Factor for the Participant’s
Motivation.

The analysis showed that the provision of a safe environment for testing innovative and
experimental technology as well as a friendly atmosphere were particularly motivating and
rewarding factors throughout the evaluation studies. Especially when working with
communities it is important to build a trustful relationship for ensuring a successful long term
collaboration — throughout the whole design, development and evaluation process.

Conclusion 4: Need for new Methods capturing specif ic Aspects of User Experience.

Our results indicate that some aspects of user experience, such as emotions and fun, are not
well captured by existing usability and user experience evaluation methods. Therefore, there
is an urgent need for development of methods capturing these aspects, especially for
performing field studies in real life testbeds.

Conclusion 5: Collaborative playful Methods support the Move from individual User
Evaluation Methods to Community Evaluation Methods.

It turned out that the move from individual user evaluation methods towards community
evaluation methods can be successfully addressed by collaborative playful methods. Playful
approaches support user involvement and increase user motivation to actively participate in
evaluation activities.

Conclusion 6: Existing User Evaluation Methods have to be extended in order to
address shared Experiences.

Existing methods are valid for measuring individual experiences but have to be extended to
address shared experiences in A/V networked applications. The shared experiences need to
be reflected also in the selection of the method and development of the evaluation material.
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ANNEX A: UX PATTERNS

STEPS IN THE PATTERN CREATION PROCESS

The described steps for creating the patterns were summarized in a document (template),
which was provided to the partners in order to support the creation of the User Experience
patterns.

Template Content:

Before we outline the essential steps in pattern creation, remember our working definition
of an UX Pattern : A User Experience Pattern for A/V networked systems captures the
essence of a successful solution to a recurring experience problem/demand in A/V
networked systems.

Our target groups are designers and system developers of A/V networked systems. The
patterns show them best practices (with regard to User Experience) for new system
development and design as well as for future improvements in a user centered design
process.

A) Steps for pattern creation

4) Reflect: Vlissides (1996) thinks that reflection is the most important activity in pattern
writing; this should be done by thinking about the developed applications and the
problems and (if existing) successful solutions. Look for an example in a certain
domain (= basic pattern). Such an example in a specific domain will provide the raw
material of a pattern. Then try to expand the observed phenomena to other domains
(similar but different examples). Similar applications or domains with similar problems
will give further support for extending the pattern.

For a concrete testbed, this means listing of recurring problems and appropriate
solutions revealed through already conducted user studies (e.g. from integrated
evaluation).

5) Structurize: Try to describeffill in the problem and the other parts in the given
template (see document pattern_template.doc). Such a consistent structure not only
provides uniformity of patterns, it also supports information seeking, so that
comparison and references are guaranteed. An example of such a fully structurized
pattern is provided in section C.

6) Be Concrete: Try to be concrete in your descriptions, so that comprehensibility for
people is improved.
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B) Structure for UX patterns

We suggest that an User Experience pattern should contain the following parts in the same
order as presented below. The template document (pattern_template.doc) which should be
filled in by the partner incorporates this structure.

Name: The name of a pattern is essential: it should describe the main idea of the
pattern in one or a few words. This provides better remembering as well as easier
communication about patterns. The User Experience factor(s) which is (are)
addressed by the pattern should also be indicated.

Problem : Problems in UX patterns are related to usage of the system and are
relevant to the user or any other stakeholder that is interested in improving the
system with regard to User Experience. Hence, problem descriptions should often be
user task oriented.

Forces: The forces further elaborate the problem statement. They are aspects of the
context that need to be optimized. They depend on the application domain and on the
context, for example, spatial forces are at work in geometrical layout considerations,
but other forces come from cognitive psychology, and from social and economical
issues.

Context : As patterns are defined to be applicable to common design situations that
share similar contexts, constraints, tensions, and forces, they are always context
specific (Cooper et al., 2007). The context is also focused on the user. What are the
characteristics of the context of use, including the tasks, users and environment for
which the pattern can be applied?

Solution: A solution must be described very concretely and must not impose new
problems. However, a solution describes only the core of the solution and other
patterns might be needed to solve sub-problems; these should then be referenced,
too.

Examples : The example should show how the pattern has been used successfully in
a system. An example can often be given using a screenshot and some additional
text to explain the context of the particular solution. It is preferred to use examples for
real-life systems so that the validity of the pattern is enforced. If a writer cannot find
any real-life example, the pattern is either not a good pattern or rarely applied.

C) Practical example of a pattern

Here is an example of a first UX pattern developed by UOS. More examples as well as a
detailed description of User Experience patterns can be found in the draft version of M5.4.1.

Name:

Main idea of the patternin afew | Forming of social groups (UX6 Co-Experience, UXZiability)

words + UX factor adressed

Problem: How can the forming of groups of users with shan¢erests be
Problems related to the usage of thesupported through an A/V application?
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system which are solved/improved
by the pattern

Forces:
Further elaboration of problem
statement

Users do not always want to be passive consumes of
application

Users want to be in contact with other users hasimglar

interests

Users want to use the application as a means biexging
contents with other users

Context:
Characteristics of the context of use

Forming of social groups is important for networlegplications in
¢ order to boost Co-Experience and Sociability.

Solution:
Successful solution for the describg
problem

Create a site where users can collect, shareeratat donate. This
dallows active contributions of users and suppartsa interaction,
which in turn fosters the creation of co-experiernidaough the
resulting human-human interaction, the experieric®oiability is
also supported.

Examples:
Examples of successful use of the
pattern in a system

Sharing of photos and videos through the IPTV &atfitbn of
Engerwitzdorf; sharing of cabaret videos on the atala/Kabadu
platform.

USED TEMPLATE FOR UX PATTERNS

Name of Partner:
Testbed:
Contact person:

Please copy and fill in the template for each pattern created.

Name:
Main idea of the pattern in a few
words + UX factor adressed

Problem:

Problems related to the usage of th
system which are solved/improved
by the pattern

D

Forces:
Further elaboration of problem
statement

Context:

Characteristics of the context of use¢

Solution:
Successful solution for the describg
problem

Examples:
Examples of successful use of the

pattern in a system
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SELECTED PATTERNS FOR THE UX PATTERNS WORKSHOP

Pattern 1:

Name:

Main idea of the pattern in a few
words + UX factor addressed

Provide Personal Information (UX5 Involvement, UX7
Sociability)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How can the feeling of being part of the community be
increased via an A/V application?

Forces:

Further elaboration of problem
statement

Users want to know with whom they are interacting / non-
anonymous interaction between users

Users want to identify their interaction partner and know
their characteristics

Users want to get to know other users

Users want to present themselves to others

Users want to personalize the look of their profiles

Context:

Characteristics of the context of
use

Use this pattern when non-anonymous interaction between
community members is important.

Solution:

Successful solution for the
described problem

Let users create and view personal profiles. Therefore, the
application should provide simple functionality for editing user
profiles allowing users to make their personal design (choose
background, patterns, colours, fonts, including photos and web
widgets).

Let users find and invite friends (friend list). Give information
about the status of friends. Implement recommender
functionality for suggesting friends with similar personal
characteristics.

Provide the possibility to upload and view personal photos,
videos or text on the platform.

Examples:

Examples of successful use of
the pattern in a system

The CITIZEN MEDIA IPTV allows to create and show a
personal profile and to have a friend list to which friends can be
added.

Urgrt provides users the possibility to personalize their user
profiles in the application.

Facebook enables the user to find friends within the community
and invite friends from outside the community.
Recommendations of potential friends are also given.

Pattern 2:

Name:

Main idea of the pattern in a few

Entertain Users (UX1 Fun)
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words + UX factor addressed

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to raise and maintain the interest in the A/V application?

Forces:

Further elaboration of problem
statement

Users are looking for entertainment when using an A/V
networks

Users want to enjoy using the A/V application

Passive component

Context:

Characteristics of the context of
use

Use this pattern when you want to support frequent use of the
A/V application by promoting the experience of fun.

Solution:

Successful solution for the
described problem

Create a highly enjoyable and visual experience by adding
funny, entertaining or surprising elements to the A/V
application.

A fun adding element could be for example a feature which
enables users to send (visual) gifts to other users.

A feature which supports entertainment could be a link
containing the funniest photos or videos.

Examples:

Examples of successful use of
the pattern in a system

“Lachnummer” competition on Kabadu for finding the funniest
video on the platform.

“Comedian channel” on Youtube for funny videos.

Pattern 3:

Name:

Main idea of the pattern in a few
words + UX factor addressed

Support Learnability (UX8 Usability)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to help users in handling the A/V application right?

Forces:

Further elaboration of problem
statement

Novice users want to learn how to use the platform quickly
Users prefer to learn interactively

Learning how to handle the platform at the beginning is
important

Context:

Characteristics of the context of
use

Use this pattern when you want to actively support users in
learning how to handle the A/V application.

Solution:

Successful solution for the
described problem

Organize life events or workshops in order to support people in
their learning experience. This allows learning in a group of
users and the possibility to ask directly for help.

Integrate (interactive) tutorials, manuals or videos on the A/V
application.

Integrate games for playfully learning how to handle the
application.
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Examples:

Examples of successful use of
the pattern in a system

On the CITIZEN MEDIA IPTV platform, users learn how to
handle the platform by integrating the learning process in
games and by providing videos about how to use the platform.

On Flickr, you can do a “tour” for learning quickly about the
functionalities provided.

Pattern 4:

Name:

Main idea of the pattern in a few
words + UX factor adressed

Incorporate Offline World (UX7 Sociability, UX5 Involvement)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to raise the personal and social benefit of using the A/V
application?

Forces:

Further elaboration of problem
statement

Users want to have to have the possibility to promote
offline activities which are closely related to activities on the
application

Users want to support/strengthen their offline social
relationships via an A/V application

Context:

Characteristics of the context of
use

Use this pattern when your online community has close
connections to an offline world/community

Solution:

Successful solution for the
described problem

Possibility to announce important offline events on the
application

Possibility to report offline events or activities on the
application

Implement features which allow the mapping of offline
social structures on the application

Examples:

Examples of successful use of
the pattern in a system

Announcement of tour schedule of musicians on MySpace
Videos about offline community events on the IPTV platform

Regional Groups on Flickr

Pattern 5:

Name:

Main idea of the pattern in a few
words + UX factor addressed

Offer Identity Management (UX7 Sociability)

Problem:

Problems related to the usage of
the system which are
solved/improved by the pattern

How to let the user experience the A/V application as
trustworthy and secure?

Forces:

Further elaboration of problem

Users want to feel in control over their online identity and
self-disclosure (expressed in the personal information and
self-generated content)
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statement

Users want to differentiate between different degrees of
publicness and privateness and therefore want to reveal
different aspects of their identity
The user’s involvement and engagement depends on a
trustworthy application
Users want to comment uploaded content of other
members, but they don’t always want that their comments
are publicly available
Users want to give other people from outside the
application temporary access to certain personal contents

Context:

Characteristics of the context of
use

Use this pattern when the application offers opportunities for
self representation which should be controlled by the users

Solution:

Successful solution for the
described problem

Give users the opportunity to reveal different parts of their
identity dependent on the social context

Give users the opportunity to define who has access to their
own user generated content (photos, videos, comments,
text entries, ...)

Examples:

Examples of successful use of
the pattern in a system

Facebook offers the display of personal content is related to the
type of relationship (friends, friends of friends, anyone...)

Flickr allows to determine who can see which photos and
therefore distinguishes between friends (contacts from inside
the community), guests (contacts from outside the community)
and anonymous users (from inside or outside the community).

Nicknames for staying anonymous on Youtube

COMPREHENSIBILITY QUESTIONNAIRE FOR UX PATTERNS WORKSHOP

absolutely | rather neutral rather don't
agree agree don't agree at
agree all

The name of the pattern is meaningful to me.
| can figure out the main idea of the pattern.

The stated problem is clear to me.

The stated forces provide me enough

background information.

I know to which context the pattern is

applicable.
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The provided solutions are concrete enough

and don’t impose new questions.

The given examples are comprehensible
and plausible.

Overall, do you “believe " the Pattern?

Yes[] No[] Don'tknow ]

Do you find yourself nodding in agreement

as you read the Pattern description?

Yes[] No[] Don’tknow ]

Comments:

RESULTS OF UX PATTERNS WORKSHOP

Pattern 1: Provide Personal Information

Credibility and overall agreement with pattern 1

Overall, do you “believe” the Pattern?

Do you find yourself nodding in agreement as

you read the Pattern description?
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4=absolutely agree
3=rather agree
2=neutral

1=rather don't agree
0= don’t agree at all

Name guessing

Jemanden oder etwas mit personlichen
Informationen, wie etwa Adresse, Hobbies etc.
versorgen; hort sich personlich an, klingt nach
Datenschutzverletzung

(partially correct answer), data security issues

personliche Informationen anderer Personen
anbieten oder personliche Infos des Benutzers
aufbereiten

(correct answer)

Provide? mein Englisch ist nicht so gut -> den
User fragen ob ihn die Information interessiert

Ask the user if he/she is interested in the
information (wrong answer)

Wie kann ich Daten der Nutzer verwalten und wie
darf ich sie nutzen (Datenschutz)

Data security issues, provider manages data of
user (wrong answer)

Wie kann ich meine eigenen Féhigkeiten
anpreisen. -> "provide" ist nicht ganz verstandlich

User promotes her/his capabilities, ,provide*”
unclear (wrong answer)

Wie missen personliche Daten aufbereitet
werden; was wird angezeigt, was wird versteckt.
Sensibler Umgang mit Daten.

(personal) data security, data display
management (wrong answer)

Comments

"Providing" also "Anbieten" von persdnlichen Informationen hatte ich zu Beginn eher mit der
Datenweitergabe an Dritte (also Personen aul3erhalb der Community) assoziiert und hatte daher einen

negative Beigeschmack fur mich.

der Titel schien eher auf sensible Daten abzuzielen, der Rest war einleuchtend

Fir mich hat der Name des Patterns wirklich nichts

provide -> Anbieten wére ja nicht ganz richtig, weil die Infos nur einer bestimmten Gruppe, also den
Communities angeboten wird und nicht allen, also fiir mein Verstandnis

Reihenfolge: Context nach Name, zum Problem: a/v?, zum Example

Pattern remembering

Ein wiederkehrendes, funktionnierendes Muster,
das als Losung fir eine Problemstellung
herangezogen wird/ werden kann.

(wrong)

Personliches Profil erstellen

(correct remembering); related to solution

wie kann ich dem User erméglichen personliche
Aspekte mit in eine Seite einzubringen ->
Emotionalitét, Gefuhle - Profile anlegen etc.

(correct remembering)
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Wie kann ich die personlichen Einstellungen
verwalten.

(wrong)

?

(don’t know)

?

(don’t know)

Pattern 2: Entertain Users

Credibility and overall agreement with pattern 2

Overall, do you “believe” the Pattern?

Do you find yourself nodding in agreement as
you read the Pattern description?

4=absolutely agree
3=rather agree
2=neutral

1=rather don't agree
0= don't agree at all

Name guessing

Benutzer mit Informationen beliefern, z.B. Bilder,
Videos, Hobbies etc. sowie ein taglich/wéchentliches
BLOG

(wrong answer)

Welche Features werden angeboten um den Nutzer
moglichst lange auf der Anwendung verweilen zu lassen
und zum Wiederkommen anzuregen.

(wrong answer)

Welche Mdglichkeiten kann ich dem Nutzer/Besucher
bieten sich zu unterhalten

(correct answer)

Wie kann der Benutzer unterhalten werden... damit er
sich eventuell langer auf der Seite aufhalt, Spass hat...

(correct answer)
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ich erwarte games und iberraschungen

Wie kann ich Benutzer meiner Internetseite unterhalten, | (correct answer)
um sie damit an die Seite/ den Dienst zu binden; User
generieren und User erhalten

Wie kann ich den "Spassfaktor" erhéhen? (correct answer)

Comments

"Entertain users" ist fir mich mehr als nur fun.

bessere Beispiele, Beispiele aus mehreren Bereichen z.B. Games

Der Begriff "Entertain” finde ich ist sehr schwierig, da es schwer auszumachen ist, was WEN unterhalt und was
schon peinlich unlustig und nervig ist, Der Name des Patterns l6st hohe Erwartungen an die
Handlungsanleitungen - solutions - aus, welche dann eher enttduschend sind, da natirlich die Frage wie ich die
User auf der Seite behalte and unterhalte, nicht in ein paar Satzen (solutions) beantwortet werden kann.

Die Beispiele finde ich unglnstig gewahlt, da etwa "Youtube" an sich ein (reines) Unterhaltungsportal ist, und ein
weiteres Unterhaltungsfeature darin nicht unbedingt als aussagekréftiges Beispiel heranzuziehen ist. Interessant
waren eher Communities z:b. Facebook, das Spiele, Tests und spielerische Interaktionen mit anderen Usern
anbietet oder StudiVZ in dem man Fotoalben anlegen kann. Die Solutions sind im Gegensatz dazu sehr konkret
und gehen viel eher in diese representative Richtung. Dennoch waren "freier" formulierte Anregungen auch
sinnvoll um lauter Losungen voller "visual gifts" und "Links with funny videos and photos"

Interaktionsaspekt fehlt im Namen, Entertain bedeutet dass der User passiv unterhalten wird (-> solution: the
users sends gifts to the other users), entertainment steht nicht unbedingt fur funny, wenn es sich nur auf lustigen
Content bezieht, sollte der Name das auch wiederspiegeln, USER= welche?

mehr solutions anbieten, "Fun", Enterain users... to increase the use, zu Forces: Zusatznutzen

Pattern remembering

Dem user zuséatzliche UNterhaltung bieten, Videos, (correct remembering)

Spiele etc. zusétzlich zur Applikation.

funny videos =), wie kann man den User auf die Seite (correct remembering), related to solution
bringen und dort halten

Losungen durch welche Benefits zur eigentlichn (correct remembering)

Anwendung d. User unterhalten werden kann um langer
zu verweilen und ihn an sich zu binden

Videos etc. auf der Platform anbieten, den User (correct remembering)
unterhalte (und interaktive Kommunikation tber die

Applikation)

Wie kann ich den Nutzer/Besucher unterhalten. (correct remembering)
wie kann ich den User mit bsp. funelementen an die (correct remembering)
Seite binden.
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Pattern 3: Support Learnability

Credibility and overall agreement with pattern 3

CITIZEN MEDIA

Overall, do you “believe” the Pattern?

Deliverable D5.4.1

Do you find yourself nodding in agreement as
you read the Pattern description?

4=absolutely agree
3=rather agree
2=neutral

l=rather don't agree
0= don't agree at all

Name guessing

die Bedienung der Anwendung soll erleichtert,
unterstitzt werden.

(wrong answer), usability related

die Patterns sollen lernen, wie die User sie benutzen?
Die user sollen lernen? aber was?

(wrong answer)

eine Unterstutzung beim Lernen bieten. Es hort sich so
an, als wenn bereits eine "Lern"-"Wissens" Applikation
bestehen wiirde, welche verbessert werden sollte, um

das Behalten von Informationen zu férdern

(wrong answer); learning information, knowledge
retrieval

wie kann ich den Lerneffekt unterstiitzen

(partially correct answer)

Wie kann ich die Applikation den Usern zugénglich
machen?

(correct answer)

Wie kann ich die Applikation gestalten, sodass sie
moglichst schnell erlern- bzw. bedienbar ist und biete
ich dafir Hilfe an (wenn ja, wie?).

(correct answer)

Comments

Das Lernen ist auf den (unleserlich) oder uaf den Bedieneden User ausgelegt?, wenn man seine Prasenz
anpassen will, sollte es einfach eine Hilfefunktion geben, Support! ok aber learnability ist irgendwie strange; zum
Namen: wie ware es mit HELP? oder WIKI?, Quick start; zum Problem: handling? oder installieren und veréndern,
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anpassen; zum Context: ?

Der Name ist fur mich nicht versténdlich -> besser Losung; die Besachreibung der Solution ist gut; zu name:
Learnability?

guter Name, gute Losungsvorschlage, mehr Beispiele?; zur 1. Losung: komische Losung wenn es nicht grad
Photoshop oA ist, zur 2.L6sung: gute Losung

Man denkt beim Namen es geht um Learnability im Sinne von einer learn application. Wenn ein Comunity Seite so
schlecht aufgebaut, designt ist dass ein Workshop dafir nétig ist, kann da was nicht stimmen.

zu name: -> "getting started"”, it takes a long time to gent an idea of what its about, zu forces: learn interactively ->
? hat nichts mit Frage zu tun, 1+3 ist dasselbe; zu 1.solution: wie?, Videos die den Sinn der Application
beschreiben, zu examples: Video fir Twitter;

zu name: handling, support user in using (bedienen) the application; zu solution: einfach gestaltung oder
anwendung

Pattern remembering

"how to start", Beginner im Lernen der Applikation (correct remembering)

unterstitzen

dem User aufzeigen, z.B. durch Videos wie er mit der (correct remembering), related to solution
application umgeht (getting started etc)

Erstkontakt; Einstieg in Applikation erleichtern (correct remembering)

Wie kann ich dem User den Gebrauch/die Anwendung (correct remembering)
der Seite am besten/Schnellsten beibringen

Wie kann ich dem User die Bedienung d. Anwendung (correct remembering)
beim Erstkontakt beibringen?
wie kann ich dem user zeigen wie meine Applikation (partially correct remembering)

bedient wird, was alles damit méglich ist.

Pattern 4: Incorporate Offline World

Credibility and overall agreement with pattern 4
Overall, do you “believe” the Pattern? Do you find yourself nodding in agreement  as
you read the Pattern description?
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CITIZEN MEDIA

Deliverable D5.4.1

4=absolutely agree
3=rather agree
2=neutral

1=rather don't agree
0= don't agree at all

Name guessing

Incorporate? (reale Welt einbinden) personliche Treffen,
Events, Live-Echtzeit-Spiele etc.

(wrong answer), ,incorporate“ unclear

Wie beziehe ich die reale Welt in die Anwendung mit
ein? Wie komme ich von der Onlineanwendung (wider)
zur realen Welt?

(correct answer)

wie kann ich die analoge Welt mit in die
Applikation/Seite miteinbeziehen?

(correct answer)

wie kann ich die Offline-Welt miteinbeziehen?
Incorporate?

(correct answer), ,incorporate” unclear

Wie kann ich die reale und virtuelle Identitét eines Users
mit Hilfe von on- und offline Events (ansprechen?)

(wrong answer)

Wie kann ich Sachen aus der realen Welt, Sachen die
ausserhalb des Internets, des Computers passieren in
meine Community miteinbeziehen.

(correct answer)

Comments

Der Name ist nicht so verbreitet (incorporate), anstatt offline wirde ich real nehmen, im deutschen wie
im englichen gleich; Incorporate-> connect to the real world

Gute Beschreibung des Patterns, nur der Punkt "context” kénnte nochmal Uberarbeitet werden

guter Name (hatte auch unter "Real world" gesucht), gute Losungsansatze -> moglicherweise noch
"extravagantere" Beispiele oder Losungen?; zum Context: "use this pattern when your community has
close connection to the offline world" -> es wére auch I6blich dort die Verbindung zur realen Welt zu

suchen wo es noch keine gibt -> socializing factor

Ich vestehe das Pattern gut und finde es sehr schlissig.

zu Problem: social benefit in real life

Pattern remembering

"Connection" between online/offline Community
schaffen.

(partially correct remembering)

Verbindung der Community/application mit der realen
Welt, durch events etc., personliche Treffen,
Erweiterung der sozialen Kontakte in die Realitat

(wrong remembering)

Verbindungen zu Treffen/Events in "real life" mit und auf
der online Applikation herstellen

(correct remembering)

Wie kann ich Bezuige zwischen Online Community und
realer Welt herstellen?

(partially correct remembering)

Wie kann ich die analoge Welt, meine Tatigkeiten, Feste
etc. mit der digitalen verbinden.

(partially correct remembering)

Wie kann ich die reale Welt in die Community
miteinbeziehen

(correct remembering)
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Pattern 5: Offer Identity Management

Credibility and overall agreement with pattern 5

CITIZEN MEDIA

Overall, do you “believe” the Pattern?

Deliverable D5.4.1

Do you find yourself nodding in agreement as
you read the Pattern description?

4=absolutely agree
3=rather agree
2=neutral

1=rather don't agree
0= don’t agree at all

Name guessing

Maoglichkeiten zur Adaptierung/Verénderung der
online Identitét (im Vergelich zur

(wrong answer)

Selbstinszenierung, Blogerweiterung, me, myself and |

(partially correct answer), self presentation

Wie kann der User seine personlichen Daten verwalten,
verdffentlichen, verstecken? Was wird dafiir angeboten?

(correct answer)

Wie kann ich ein Management der Benutzer-Identitat
anbieten?

(correct answer)

Wie kann ich meine Personlichkeitsstruktur aufarbeiten,
anbieten.

(wrong answer)

Wie man seine eigene Identitat/ Charakter darstellen
kann, dadurch dass man eine gewissen Seite seiner
Personlichkeit darstellen kbnnen muss. Es wird
ermdglicht ein Profil zu erstellen.

(partially correct answer), on general related to
self disclosure

Comments

der name ist unklar; zu name: Private Data management; -> Privatsspére, private space, Einstellungen

der Name und das Problem sind fiir mich verschieden bedeutend

Solutions: wirde als Lésung ausserdem anfliihren: "eindeutigen Namen fiur die Einstellungen finden" ->
Positivbeispiel: StudiVZ mit "Privatssphére"; das Problem ist fast zu konkret, bei dem Verwalten
personlicher informationen geht es nicht nur um ein Sicherheitsgefuhl sondern auch um Variation
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(personalizing)

zU name: Privatssphére, offer privacy management (changes), zu contetxt:

zum Namen: Privatssphére;zum Context: ? Privatssphére da rein?;

Pattern remembering

Datenschutzbestimmungen, die der User kontrollieren
kann, er kann bestimmen, was von ihm gesehen wird
und was nicht und von wem.

(Correct remembering)

Einstellungen zur Privatsspéare sollen vom User
verwaltet werden kénnen.

(Correct remembering)

Mdoglichkeiten zur Regulierung bzw. Steuerung der
angezeigten persénlichen Daten bieten

(Correct remembering)

Wie kann ich meine Privatsspare schitzen, die
Einstellungen dafir auf der Seite.

(Correct remembering)

Wie kann ich personliche Daten verwalten,
veroffentlichen, verstecken und dadurch Sicherheit
empfinden?

(Correct remembering)

Wie kann ich personliche private Daten schiitzen oder
freigeben.

(Correct remembering)

Page 84 of 88




FP6-2005-1ST-41 (038312) CITIZEN MEDIA Deliverable D5.4.1

ANNEX B: UX METHODS

QUESTIONNAIRE Q1 — METHOD DOCUMENTATION

Information on use of evaluation methods, to be fil led in by
a researcher responsible for data collection by thi s method at a testbed

a researcher responsible for the analysis of the da  ta collected by this method)

Method

Name of the method:

Application evaluated (Name of the application, tes  tbed):
Description of method

A short description of the method:

Any variation from standard use of method:

Where to find a full description of the method (reference to article, book, deliverable etc;
description should include prerequisites to be fulfilled by participants, such as training [if

any]):
Prerequisites which have to be fulfilled by researchers/developers using the method:

When in the evaluation process was it used (which phase):
Resources used in this iteration/phase on data coll ection _(preparation and study):
PM effort:
Preparation:
Study:
Time duration:
Preparation:
Study:
Number of researchers required:
Preparation:

Study:

Environmental context needed (outdoor, home, lab, office etc):

Equipment needed:
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Number and characteristics of participants:
Payment to participants:
How were patrticipants recruited?

Other expenditures (transcriptions, translations, lab assistance, food etc):

What was the output of the method?
(Please describe the type and the amount of collected data, e.g., 10 MB log files)

Resources used in this iteration/phase on data anal__ysis

PM effort (please provide details — transcription, coding, etc):
Time duration (please provide details — transcription, coding, etc):
Number of researchers required:

Equipment needed:

Other expenditures:

Implementation of method

Why was this method selected and used?

One can refer here to the pages of a deliverable describing this
Where/how will results of the evaluation produced by the method be used?
(specify also if they would be used in combination with other methods)

One can refer here to the pages of a deliverable describing this

QUESTIONNAIRE Q2 — EXPERIENCE WITH USE OF THE WP5 METHODS

Information on use of evaluation methods, to be fil led in by
a researcher using this method for data collection at a testbed (WP4)
a researcher analysing the data collected by thism  ethod (WP5)
Name of the method:
Application evaluated (Name, testbed):
Background of the researcher using the method:
Your background:

What is your role in CITIZEN MEDIA? Please specify if you are involved in the data collection
at testbeds (WP4) or evaluation of the applications (WP5).

What is your training in use of the method?
Your general opinion of using the method:
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Your specific experience with the method used at th is iteration/phase of the evaluation
of the CITIZEN MEDIA application

Your personal experience using the method or output from the method — successes and
failures?

Your experience with the complexity of method (needed knowledge, setup, procedures,
scalability):

Your experience with the type of users involved (novices or have experiences with the
method; only WP4 researchers)?

How did the methods procedures and setup influence participants’ contribution (WP4
researchers can write here if they noticed some effects during the data collection, whereas
WP5 researchers can describe if they identify these effects during the analysis)?

Which UX indicators are you addressing with this method?

Indicators Addressed

UX1 Fun/enjoyment

UX2 Emotion

UX3 Motivation

UX4 User engagement

UX5 User involvement

UX6 Sociability

UX7 Usability

What are the most important things to consider when using the method?

Usefulness of method
How useful do you think this method was for collecting data on?
UX1 Fun/enjoyment
UX2 Emotion
UX3 Motivation
UX4 User engagement
UX5 User involvement
UX6 Sociability
UX7 Usability

How useful do you think this method was as input to the evaluation of user experience CM
application in general? (WP4 researchers should address here extent and quality of the
collected data, whereas WP5 researchers should address usefulness of the collected data)

Page 87 of 88



FP6-2005-1ST-41 (038312) CITIZEN MEDIA Deliverable D5.4.1

QUESTIONNAIRE Q3A — USER’S EXPERIENCE WITH WP5 METHODS

Information on use of evaluation methods, to be filled in by the participants of our studies
exposed to the method

Could you describe with a few keywords what you think about / how you experienced
this study?

Was the assignment of tasks and the procedure clear and understandable?

Did you feel influenced in the completion of the tasks due to the setting/situation?
Which problems/difficulties did you have when participating on the Usability test?

What did you like most when participating on the Usability test?

QUESTIONNAIRE Q3B — USER’S EXPERIENCE WITH WP5 METHODS

Information on use of evaluation methods, to be filled in by the participants of our studies
exposed to the method

Were you able to express your opinion about the 3D Editor during the workshop?
Could you describe with a few keywords how you experienced this study?
What did you like most when participating on the workshop?

Where did you have problems or difficulties when participating on the workshop

QUESTIONNAIRE Q3C — USER’S EXPERIENCE WITH WP5 METHODS

Information on use of evaluation methods, to be filled in by the participants of our studies
exposed to the method

Could you describe with a few keywords what you think about / how you experienced this
study?

Walkthrough:

Focus Group / Discussion:

Was the assignment of tasks and the procedure clear and understandable?
Walkthrough

Focus Group / Discussion

Did you feel influenced in the completion of the tasks due to the setting/situation?
Walkthrough

Focus Group / Discussion

Which problems/difficulties did you have when participating on the Usability test?
Walkthrough

Focus Group / Discussion

What did you like most when patrticipating on the Usability test?

Walkthrough

Focus Group / Discussion
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