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Executive Summary  

This deliverable is part of the work package Consistent user experience design (WP3), which compre-
hends designing the MPAT user interface (UI). This documents describes the work-in-progress design 
for the MPAT toolkit at its current state. For this purpose, two scenarios have been selected to illustrate 
the workflow from two different perspectives: 1) the content creator ï how the application is created with 
MPAT, and 2) the consumer ï how the application is viewed and used on TV.  

 

The first scenario describes an application used for providing added information to consumers. This 
scenario is created by RBB for the first pilot phase. The second scenario describes an application de-
signed to build interactive adverts for TV consumption and is created by Mediaset for piloting. In chapter 
2, we first describe the use cases and examples of workflows from the consumer perspective. In chap-
ter 3, the actual workflows of building and using the applications are illustrated with wireframes following 
by a reflection part of how the UI designs have been developed regarding the findings from previous UI 
testing phase. The styleguide for the UI design is presented in the Annex.  
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1  Introduction  

The core aim of the MPAT project is to design, build and evaluate a tool for the creation of platform-
agnostic media presentations. This deliverable focuses on the design part by illustrating the initial user 
interface (UI) designs for MPAT. As the work package Consistent user experience design (WP3) con-
tinues throughout the project, the purpose of this deliverable is to demonstrate the current state of the 
UI design process. This deliverable presents the UI designs as wireframes for two different scenarios. 
The use cases are illustrated both from the content creator and consumer perspective; 1) how to build 
applications with MPAT and 2) how the application would look and work on the TV screen. In this chap-
ter, we present the UI design process thus far, and define the terminology used in this document. 

1.1  UI design process   

 

The UI design process started after the first phase of WP2 Scenarios was completed in M3. The pur-
pose of the particular phase was to create potential scenarios and use cases for MPAT that could then 
be developed into UI designs in WP3. The schedule for the UI design process is illustrated in Figure 1. 
The first UI wireframes were designed by Leadin for an added information scenario, where viewers 
could select from a pop-up banner, whether they would like to receive more information about a docu-
mentary they were watching. For developing this design, two separate surveys were conducted in M5 
and M6 in order to get feedback from the MPAT consortium.      

 

At the end M6, a co-creation workshop was held with the consortium in order to modify the scenarios to 
fit the pilot phase of the project This development was strongly guided by the aspects necessary to suc-
cessfully complete the pilots. As a result, two scenarios were described for further development: 1) Ad-
ditional information scenario by RBB, and 2) Interactive advert scenario by Mediaset. The wireframes 
for these scenarios were delivered at the end of M6 as a part of the first internal version of deliverable 
D3.3 UI Design.  

 

During June, the UI tests for the designs were executed by ULANC (UK), RBB (Germany) and Mediaset 
(Italy). The results from these tests are presented in deliverable D3.2 Usability findings. These results 
were taken into account when modifying and improving the UI designs further in August. The latest ver-
sions of the UI design are reported in this document. However, the design work will continue throughout 
the project based on feedback collected from the consortium and actual users of MPAT.  
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Figure 1. UI design process. 
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1.2  Terminology  

 

This chapter defines the terminology used in the development of MPAT. It intends to support project-
internal communication and the readability of this document.  

 

 Definition 

Application A complete HbbTV application that can be played-out; applications can be 
composed of several smaller applications, i.e., a picture gallery app, etc. 
These smaller apps are linked to the main application but could as well be 
used as standalone applications. 

Application model A format specification of an application w/o content. 

Child page A separate from the applicationôs normal navigational structure, accessi-
ble as an alternative navigation from its parent page. 

Parent page A page that has one or more child pages attached to it. Has a separate 
navigation component for accessing the child pages. 

Component A dedicated functionality, e.g., a picture gallery, video player, picture can-
vas, etc. 

Navigation model The navigational structure of the application. 

Page Screens of the application; components can be placed on pages once the 
page layout is defined; pages can be linked together based on the naviga-
tion model. 

Page layout Screen organization of one page. 

Page model A default collection of components on a single page, arranged in a default 
layout 

Primary screen The main screen on which the content is primarily consumed. 

Secondary screen Another device in conjunction with the primary screen. For instance a 
smart phone or a tablet. 

Style A collection of visual definitions for the application, such as font, font size, 
icon set and image adjustments. 
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2  Descriptions of  use cases  

In this chapter, the two selected scenarios are presented as use case descriptions, including example 
use flows and alternative workflows from the consumer point of view. These scenarios include 1) Addi-
tional information by RBB and 2) Interactive advert by Mediaset.  

2.1  Additional information  

The additional information scenario allows television content providers to add extra content alongside 
their normal broadcast or Video-on-Demand (VoD) content. The content is available beside the televi-
sion show, and is available at any time. 

 

Example use flow: 

1. Jack watches the newest episode of ñThe talent showò, a show in which amateur musicians 
pursue professional careers. The show is a major production, and gets a lot of media attention. 
As an extra effort for the show, the production company has also created an HbbTV SlideFlow 
application ñBehind the scenesò, that contains extra information about the show; member inter-
views, deleted scenes, 360 videos, among others. 

2. After watching the show Jack wants to hear more about the episode, and opens the ñBehind the 
scenesò SlideFlow application. The application is a linear presentation of different content pag-
es, each presented after another. The navigation between pages is done by using Up and 
Down arrows on Jackôs remote control. 

3. The first page of the application is a teaser of the next episode, the finale. The page contains a 
short teaser video running automatically and on repeat in the background, and text fields ñNext 
week: Season finaleò and its airing time. 

4. After watching the first page, Jack navigates to the second page. The page has a video player 
that contains a longer trailer for the finale, the video containing some of the highlights of the 
whole season. Jack selects the video player and plays the video by choosing the play icon. 
Once the video ends, Jack moves to the next page. 

5. The third page features the two finalists, Jenson and Anna, and showcases their information 
and how they got this far. Besides the usual navigation to the next page, the artists feature also 
contains a link ñWin tickets to the final!ò, that Jack chooses by making the page active with the 
Enter button on his remote, and then pressing Enter again to navigate to the competition. 

6. The competition page has an animated background of a concert audience partying, a large text 
saying ñWin tickets now!ò, and a vote. The vote is automatically active, and Jack gets to cast his 
vote by selecting his answer from a list using the Up and Down buttons and by pressing Enter 
on his choice. Once the vote is given, the voting box displays a ñThank you for participatingò 
message, and Jack leaves the page back to the previous one by pressing Back. From there, he 
continues to page number four. 

7. The fourth page is similar to the previous one, showcasing both of the artists. However, instead 
of the static text fields this page contains hot spots, buttons that open different sorts of media. In 
addition to their icons showing the media type, they are each labelled by their content. To 
browse the hot spots, Jack makes the page active by pressing Enter. In active state, the pageôs 
hot spots can be opened by navigating between them using the arrows, and pressing Enter. 
Jack is more interested in the finalist Anna, so he reads a text hot spot called ñAnnaôs storyò and 
listens to ñAnnaôs songsò. Once done, he enters the next page. 

8. On the last page of the application, there is a 360 time-lapse video of assembling the finals 
stage in a large concert hall. To play the video, Jack presses Enter, after which he can use the 
normal video controls, and in addition view the video in any angle by rotating it using the ar-
rows. 

9. Once the video has ended, Jack presses down, this time to close the application, as is stated 
on the page navigation. 
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Alternative workflows: 

 

4. Jack skips watching the video and continues to the next page. 

5. Jack continues to the next page rather than opening the competition. 

6. Instead of casting his vote, Jack resumes the previous page by pressing Back. 

7. Rather than activating the page to view the hot spots, Jack continues to the next page. 

8. Jack doesnôt watch the video, but closes the application instead. 

All: Instead of continuing to the next page, Jack resumes to the previous one by pressing the Up 
arrow. 

 

2.2  Interactive advert  

The interactive advert scenario allows television content providers to add interactive features to adver-
tisement. This is designed to add a level of engagement to an otherwise passive commercial. The con-
tent is available during commercial breaks, but can also be saved for later use. 

 

Example use flow: 

 

1. Catherine is sitting on her couch watching her favorite show óThe Bold and the Beautifulô from 
TV. 

2. After the first 15 minutes of the show thereôs a commercial break. 

3. During the commercial break Catherine is toying with her smart phone when she suddenly sees 
an interesting commercial from a car dealership on TV. Catherine is a car enthusiast and keen 
on testing a new Fiat that has been just released. 

4. Car dealership is offering a free test drive via HbbTV application. In order to reserve her test 
drive with new Fiat Catherine is prompted to click red button from her remote control during the 
car dealership commercial. 

5. Catherine clicks the red button which takes her to a website like application. Minisite provides 
different navigation options to choose from. Instead of exploring more Fiat related content (i.e. 
videos or product details). Catherine decides to reserve a test drive from the car dealership and 
navigates with the arrow buttons of remote control to link ñTest Driveò and clicks ñOKò. 

6. Catherineôs phone notifies her with a sound and vibration. She sees that thereôs an empty form 
opened that she can fill in (to reserve the test drive). Catherine doesnôt need to scan the provid-
ed QR code because her smart phone is already paired with the HbbTV. She fills out all the 
needed details with her phone and sends the form to the car dealership. Catherine gets a notifi-
cation that the form was successfully sent and the car dealership will contact her later to give 
details about the test drive. 

7. After the successful test drive reservation puts her phone on living room table and closes the 
Fiat minisite by clicking the red button from remote control. 

8. Commercial break continues from the same point of time that was ongoing before Catherine 
started to reserve the test drive. After few minutes of commercials Catherine can enjoy again 
her favorite TV show, óThe Bold and the Beautifulô. 

  

Alternative workflows: 

If Catherine decides not to reserve a test drive, she can just do nothing and the car dealership 
advert banner disappears and the banner is positioned on launch bar together with other HbbTV 
apps for later use. 

5.  Catherine can also explore other content than test-driving from Fiat minisite navigation bar. 



Version of 
2016-09-28 D3.3 UI Design  

 

  page 9 

3  UI Design  

In this chapter, the two scenarios are presented as wireframes in order to illustrate 1) The editor view ï 
how the applications are created, and 2) The consumer view ï how the applications are viewed on TV. 
Below every illustration follows a brief description of the phase in question. 

 

3.1  Additional informatio n 

3.1.1 Editor view 

 

 

Figure 2. Content creation starts with choosing an applicable application model. The model 
determines the navigation model of the application, and narrows which components are 
available. (For styleguide see annex fig. 46,  p. 37) 
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Figure 3. Application wide settings can be altered in the Settings view. This contains, for 
example, selection of the applicationôs visual style. (For styleguide see annex fig. 47, p. 37) 

 

 

 

Figure 4. An application consists of pages. Adding pages to the application starts by 
selecting the creation a of a new one. The first choice when creating a page is selection of 
page model, which determines some default components and layout. (For styleguide see 
annex fig. 48 p. 38) 



Version of 
2016-09-28 D3.3 UI Design  

 

  page 11 

 

Figure 5. An empty page model contains placeholders for components such as images, 
videos, and text fields. (For styleguide see annex fig. 49, p. 38) 

 

 

 

Figure 6. Adding an image is done by clicking on the placeholder. This opens a dialogue in 
which the fileôs location is specified, or it is uploaded. The same applies to all media. (For 
styleguide see annex fig. 50, p. 39) 
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Figure 7. Each component has a selection of tools that can be used to alter the component, 
located in the top right. (For styleguide see annex fig. 49, p. 38) 

 

 

 

Figure 8. The crop tool is one of the options for image handling. It is also possible to 
change or delete selected image and to manipulate imageôs transparency. (For styleguide 
see annex fig. 49, p. 38) 
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Figure 9. Text is written to existing text fields. In addition to ones existing in the page 
model, more can be added from the tool row. (For styleguide see annex fig. 52, p. 40) 

 

 

 

Figure 10. Text areas can be relocated, and their style can be altered using the tool row. 
The page title can be changed by clicking the placeholder text. (For styleguide see annex 
fig. 53, p. 40) 
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Figure 11. Each page can be previewed as it would show on TV. 

 

 

 

 

Figure 12. Video files are handled similarly to images and other media. 

 



Version of 
2016-09-28 D3.3 UI Design  

 

  page 15 

 

Figure 13. To create a page separate from the normal navigation, the page is chosen as 
ñchild page to previousò in the page settings. 

 

 

 

Figure 14. An alternative method for turning pages into child pages is dragging and 
dropping the page on top of its supposed parent page. (For styleguide see annex fig. 54, p. 
41) 

 



Version of 
2016-09-28 D3.3 UI Design  

 

  page 16 

 

Figure 15. Interactive components, such as voting, may have multiple states. Each state 
have their own contents, and their functionality is dependant on what they are supposed to 
achieve. In the voting component, there is the display of the options, and then a 
confirmation window which is shown after the vote has been cast. 

 

 

Figure 16. Hot spots are interactive elements, that are used to display different types of 
media - such as images, text, video, or audio. Hot spots can be added to a page if its page 
model includes them. Each hot spot is displayed with an icon corresponding to its media 
type, and a short description.  






















































