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ABSTRACT
In this tutorial, we will discuss how the social uses of
television have an impact on how we should design and
evaluate interactive television and online video
applications. We will focus on the concept of sociability,
and explain how this can be evaluated using guidelines and
heuristics. We will also discuss how sociability can be
studied by performing user tests, and which aspects of
testing are different from studying usability. Although the
guidelines and user tests are especially appropriate for
designing and evaluating social television systems and
online social video, parts of it are also suitable for other
iTV or online video applications.

Categories and Subject Descriptors
H.4.3 Information Systems Applications: Communications
Applications, H.5.2 User Interfaces: Evaluation/methodology,
H.5.1 Multimedia Information Systems: interactive television

General Terms
Measurement, Design, Experimentation

Keywords
Sociability, heuristics, evaluation, social television

1. INTRODUCTION
In past EuroITV conferences, as well as at uxTV2008,
social TV has proven to be an important and exciting new
topic of research in interactive television. In the past year,
social TV is starting to make the move from academic and
industrial research labs [e.g. 1, 3, 6, 7] to the consumer
market. The introduction of widgets on connected
television sets (e.g. by Yahoo! and Opera) opens up a
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whole range of possible social TV applications, and the
first social video applications on the web are taking form
(e.g. Watchitoo or Clipsync). As is good practice in usercentered design, evaluating these systems early and often is
important to create an optimal user experience. Although
several guidelines for evaluating the usability of interactive
TV exist [2, 9], and heuristic evaluation as well as usability
testing is a well-known and often practiced technique, for
applications being used in a social context such as the
social television systems and online social video
applications mentioned above, evaluating only usability is
not enough. Even if these applications are evaluated to
improve their usability, it doesn’t mean that the social
interactions they are supposed to enable are well supported.
This tutorial wants to fill this gap by teaching researchers
and practitioners how to design and evaluate social features
of interactive television and online video. Based on his
extensive experience in performing user tests of social
television systems for evaluating their sociability (e.g. [4]),
the presenter will explain the practical issues related to
performing user tests with iTV focused on social
interactions. Furthermore, he will discuss the sociability
heuristics he has created based on these tests [5], as well as
several other social interface guidelines, and explain how
they can be used to evaluate social television systems and
online social video applications, or social aspects of
interactive television and online video in general.
The proposed structure of the tutorial is as follows: first,
the social uses of television as documented by several
media researchers [8, 10] will be shortly introduced. They
will be linked with the current state of interactive television
services and online video applications, including a wide
range of social TV systems and social video applications
on the web, and the need for designing and evaluating
sociability will be explained. After this, an overview of
sociability evaluation methods focused on social interaction
will be discussed, including small exercises. Then, an
overview of twelve sociability heuristics the presenter has
developed will be given, along with an explanation of how
to use them to evaluate iTV and online video. Finally, a

practical hands-on session will be held in which the
participants can apply the sociability heuristics to an online
social video application such as Watchitoo (or – due to the
fast changing nature of the area – another suitable
application that will be available at the time).

2. SCHEDULE


1/2 hour introduction to the social uses of
(interactive) television and online video



1 hour discussing sociability evaluation methods



1/2 hour overview of sociability heuristics



1 hour practical exercise

3. TARGET AUDIENCE
The target audience for this course are researchers and
practitioners that design or evaluate interactive television
or online video applications, and that want to focus on
social aspects of iTV and online video. The tutorial
requires no specific background knowledge, as most
concepts related to the content of the tutorial will be
explained in detail.

4. LEVEL OF THE TUTORIAL
The level of the tutorial is beginner.

5. TUTORIAL HISTORY
This tutorial was first organized as a workshop for
interaction designers and usability professionals as part of
the EU CITIZEN MEDIA project at the K.U.Leuven
(22/1/2009). Based on the positive responses from
participants, the instructor was invited to teach the course
for the Eindhoven Birds of a Feather (BOF) group of CHI
Nederland at the Technical University of Eindhoven
(26/3/2009). The course was also taught at EuroITV2009
(3/6/2009). For EuroITV2010, the course will be modified
from the previous edition at EuroITV2009 by broadening
the focus to all video based applications, and including a
broader range of evaluation methods. Given the fast
changes in this area, care will be taken to include the most
recent examples of social iTV and online video
applications, especially the application used for the
interactive exercise. Finally, minor revisions will be made
based on previous participants’ comments.
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post academic course Human-Centered Design. David has
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master course in Human-Computer Interaction for students
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EuroITV2007 and EuroITV2008 He finished his doctor’s
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