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Abstract of Master’s Thesis of Academic Year 2015

EVAP : Subjective Evaluation Platform for Amateur

Promotion Video Producers

Category: Design

Summary

With the development of modern media and high-speed networks, large amounts

of contents are generated and uploaded online in the last few years, allowing users

to share and comment on the go, but it has also generated many distribution prob-

lems and leaded into an unfair environment for amateur producers. This thesis

works on utilize plenty comments, cooperate comments with subjective evaluation

outcome histogram, to provide feedback for amateur motion picture producers by

EVAP platform. With this platform, amateur promotion video producers can get

practical histogram feedback tagged with comments on every bar. It will generate

more specific evaluation results for amateurs easy to understand. This research

includes the questionnaire information about viewers’ and producers’ reference

evaluation factors toward promotion video as well as planning experiments of two

developed prototypes by two different types promotion video. The evaluation and

conclusion demonstrate that this platform has the potential of success, however

more testings have to be done before it can be confirmed that this platform pro-

vides contributing specific feedback for amateurs. Meditating on their contents

by these feedback, amateur promotion video producers will obtain more practical

experiences. Circulate with this process, amateur producers could produce better

contents, then improve quality of the whole contents society.
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Chapter 1

Introduction

1.1 Background

With the development of Internet technology, we are coming upon the stage of

heavily reliant Internet society. The Internet society works to foster growth and

access to online by bringing information, contents, and partnerships to people and

communities across the global world. Under this environment, an “Internet User”

is defined as an individual who can access the internet, via computer or mobile

device [20]. Until July 1st , 2014, numbers of Internet users reached 2.9 billion,

and now it has over 3 billion. That means around 40 % of the world population

has a Internet connection now.

A world-wide network can be accessed via a computer, PDA (Personal Digital

Assistant), game device, etc. And now more and more users prefer use mobile

telephone to access to the Internet, It is predicted that the number of smart

phone users worldwide will surpass 2 billion in 2016 and over half of mobile phone

users globally will have smart phones in 2018 [12] . Inexpensive smart phones are

opening new opportunities for both users and Internet developing. These smart

phones are quickly shifting the paradigm for consumer media usage and impressing

the need for media developers to become more mobile-centric.

1.1.1 Online Video Development

Videos have always generated great enchantment, as them can be use to express

a strong emotional information much more than a lonely image, relate to every

viewers . This is also can explain why it has developed so rapidly in last few

years and now turns to one main component of social network. More and more

people accept this video streaming culture. Due to users’ needs, lots of online

video platforms are created and provide different services. YouTube, Netflix,

Vimeo, Yahoo!Screen and DailyMotion are considered as top five most popular

1



INTRODUCTION 1.1 Background

video websites [10]. Beside these general online video platforms, there are also

many specialized online video platforms for various specific fields, for example

TED or Stream2Watch. Since there are a large amount of channels viewers can

choose online, which enriched their lives, viewers could get physical relax and

mental comfortable by watch these sources on mobile devices instead of be a couch

potato. The Internet can make television interactive: give it a million channels,

which means carrying television on the Internet, in packets, using Internet packet

[38]. Compare the traditional ways of waiting for contents, online video platforms

provide ability for users to search or create their own preference channel.

1.1.2 Uploaders and Contents Growth

The new generation of video sharing sites, most platform have overcome the prob-

lems of upload and share contents to a social application. These generation sites

are also known as user generated content (UGC) sites, in which the users are par-

ticipatory and creative [7]. The communication process is changing from being

unidirectional to multi-directional as generators are becoming active participants

by creating, seeking, and sharing information using a variety of channels and de-

vices. Everyday, more and more individuals use the Internet to access, and most

of them are changing from simple behaviors like just inputting text message or

reading an article, to sharing daily life or original productions, for example, short

contents even a full length film can be allowed generated by a normal user.

As Maslow’s hierarchy of needs figured out that there are usually available var-

ious cultural paths to the same goal. Therefore conscious, specific, local-cultural

desires are not as fundamental in motivation theory as the more basic, uncon-

scious goals [35]. When users generate the content, the motivation they would

like to upload online and share are satisfy themselves, meet the needs of social,

needs of respect and needs of define owns value, show aspirations to the world.

On the other hand, lower price and easier controlling devices’ arrival provide a

great opportunity for amateur users, things become uncomplicated.

1.1.3 Problems

It is not easy to gauge and communicate what a content or short video has meant

to the online platform or the content society. Although many great advances have

happened in online video field, not everything has being positive. Numbers of

2



INTRODUCTION 1.1 Background

online video platforms are growing incredible, such as YouTube, Vimeo, Vine, in

other words, there has been an incredible increase on online contents. This means

there are a large amount of videos to watch. Moreover, only few contents can

be popular or known to the public. Rest of these contents are sleeping online.

Currently, to judge an online video good or not, existed platform recommended

mostly on three criteria, the first is numbers of views. This allows users to check

how many viewers were attracted to watch this video, it shows user how popularity

this content is. Another evaluation criterion is numbers of like or dislike. Among

these existed platforms, most only allow users to give positive evaluation. The

third evaluation criterion is setting of comment section, which allows users to leave

their own impression and comment, works as feedback for producers.

But this existed environment is not equal to amateur video producers. As

content is collected through time and various spaces, many factors can reflect

back on changes and progress in the community through screenings, where all

are brought together to reflect and discuss. Numbers of views can only show

how many times the video has been played but cannot show how many people

watched it entirely. Numbers of like shows how many people enjoyed the video,

but this enjoy means an impression of the whole video. On the other hand,

numbers of dislike shows how many people do not like this video, but nobody tells

the reason why they gave negative evaluate result, there are many reasons that

someone may dislike producers video. First, they really disliked it for the content

or something that may have happened in the video. Second, that person dislikes

the video because of someone who is in the video or the actual video creator.

Third, there are some viewers who just decide to go ahead a click that button

without any reason. In this case, this is completely an unfair environment, why

are there people who like to put other people down on their creations. Those users

clearly don’t realize how much work, time, and effort goes into producing even a

short video. For some producers it maybe hours, for amateur producers it may

be days and even months. Last but not the least, for the comment section, not

enough practical comments can be picked out, and one of the biggest problem for

amateur producers to check comment online is they cannot catch the comment

figures which part of the content. It’s unfair to judge a production negative or

positive entirely.

3



INTRODUCTION 1.2 Research Proposal

1.2 Research Proposal

In order to contribute an equal environment for amateur producers to tackle the

problems existing now, by a well designed user interface evaluation platform to

provide visible histogram feedback tagged with comments. User study and de-

mand analyze are necessary.

The key of designing an online video evaluation function is not to enforcing

viewers to do, only under the model of follower-followee [47], but construct an in-

teractive environment that facilitate users want to try by themselves. That means

platform should learn about users’ needs, activities and other information as an

input source. The research project will therefore seek to explore and investigate

the followings:

• To study about users mental psychology and demands for giving evaluation

of an online video.

• Compare the difference between existed functions and histogram designed

function; analyze the advantage and disadvantage of two video evaluation

environments.

• Construct EVAP system and user interface design.

• Implementation, evaluation and reformation based system’s performance

and users’ feedback.

• Finally, summarize the whole research; find out the advantage and insuf-

ficient part.

To review, EVAP has 3 properties:

1. Amateur users based interface design.

2. Provide real-time histogram by every ten second time unit.

3. Tag comments on every bar of histogram result.

1.3 Aims and Goals

This thesis aims to solve the problem based on amateur users study and answer

them “Does a well designed user interface online video evaluation platform that

generate results by visualized histograms tagged with comments can provide am-

ateur promotion video producers practical, meaningful and easy understandable

feedback?”. To answer this question, this thesis aims to do the followings:

• Interview and user study. Study the way of amateur promotion video

4



INTRODUCTION 1.4 Thesis Overview

producers producing product. Interview methods that amateurs prefer to

evaluate their productions.

• Analyze common ways that amateur promotion video producers do evalu-

ation and get feedback. Interview their feelings and genuine demands.

• Arrange amateur promotion video producers to test the prototype result

and compare with amateurs got from other platforms.

• Evaluate the advantages and disadvantages of the EVAP platform.

1.4 Thesis Overview

The whole structure of this thesis is composed of five chapters including the fol-

lowing topics:

Chapter 1 : Introduction

In this chapter, sufficient background information relate to the project proposed in

this thesis directly, including online video development, numbers of uploaders and

contents growth, and problems generated under this environment. This chapter

also covers research proposal and a statement of the goal of this paper. Finally,

take an overview of the whole structure of this thesis.

Chapter 2 : Related Work

Study of the literature review and previous work. Discuss about promotion video

and promote psychology. Analyze related works and the evaluation function ser-

vice of existed platforms come along with concepts that supplied inspiration for

this research. Clear the focus of this research.

Chapter 3 : Design of EVAP

Give instruction of EVAP’s conception, introduce target audience and study of

target audience. EVAP focuses in the value of specifically evaluation. It gives a

limitless possibility to amateur promotion video producers of providing them prac-

tical feedback by a histogram with comment tags, allowing producers to inspect

the histogram by ten seconds time unit, and able to check the comments on every

bar, obtain more specific feedback and reexamine of their products. Then describe

5



INTRODUCTION 1.4 Thesis Overview

the prototype development and discussion or tests that changed to improve them.

Questionnaire study and experiments are also included.

Chapter 4 : Evaluation

Setting of user study, test methodologies and interview results are discussed in

this chapter.

Chapter 5 : Conclusion and Future Work

Evaluation result and testers feedback of the prototype implementation, short-

ages found during this process, how to keep user incentive, composing of future

implementations and summary of this thesis.

6



Chapter 2

Related Work

2.1 Background

Before the Internet came to the world and before it easily accessible, widely spread

contents were mostly professional created for television station or cinema. How-

ever, nowadays a new kind of contents, user generated contents are becoming more

and more popular, with the recent evolution of the Internet millions of users have

become self-publishing consumers [6]. “YouTube, at least in its original content,

is a representation of what online video is; short and easily accessible” [23]. The

online video access also indicates the social behaviors of the corresponding social

group [60]. With the contents number growth, how to judge these content good

or bad and search for the reason why those are good or not becoming an urgent

need.

Generally, when defining a content good or not, two main aspect should be

considered, subjective experiences and objective measurement. “There are many

objective and subjective methods used for the video quality measuring and eval-

uating. For the practice it is very important that the objective methods correlate

well with subjective methods” [49]. For objective evaluation,“Peak Signal-to-

Noise Ratio (PSNR) has been the most well-known full reference quality metric

since a long time. Improving on PSNR, several other pixel-based quality metrics

have been developed, namely Structural SIMilarity (SSIM), Multi Scale-SSIM

(MS-SSIM), and Video Quality Metric (VQM)” [51] , it is also figured that “

The goal of these objective video quality metrics is to replace time-consuming

and expensive subjective quality assessment experiments” [51]. Compare with

objective evaluation, things are more complicated on subjective evaluation be-

cause subjective experiences are quite different from one to another and intently

concerned with viewer’s age, career, education background, culture and personal

experiences. The subjective evaluations regarding “the general technical quality,

perceived distortion, fleetness of the video, and loading speed are studied and the

7



RELATED WORK 2.2 Promotion Video

influence of the transmission protocol and video resolution on these evaluations is

analyzed” [8]. Basically, when evaluating a content based on subjective factors,

absolute category rating (ACR) [26], absolute category rating with hidden refer-

ence (ACR-HR) [27], degradation category rating (DCR) [28], pair comparison

(PC) [29], double stimulus continuous quality scale (DSCQS) [30], single stimulus

continuous quality evaluation (SSCQE) [31], and Subjective Assessment Method-

ology for Video Quality (SAMVIQ) [32] to evaluate every frame that can be used.

However, “many unstable factors in subjective experiments will bring abnormal

values to experiment results” [59]. Especially for those contents which were not

generated by professional but generated by normal users.

2.2 Promotion Video

Going after the development of social media, promotion can be done by different

ways, traditional ways which includes newspaper, magazines or radio. Modern

ways include promotion video promotes by television also digital media which in-

cludes internet, social networking. Digital media is an interactive way of brands

interacting with consumers as it releases news, information and advertising from

the technological limits of print and broadcast infrastructures. Mass commu-

nication has led to modern marketing strategies to continue focusing on brand

awareness, large distributions and heavy promotions [41].

As background introduction discussed in chapter one, high speed network con-

tributing, low price but easy control devices supplying and needs of human to

human, human to communities and communities to communities communicating,

breed the demand for promotion videos.

2.2.1 Definition

Promotion video refers to raising customer awareness of a service, product, brand

or generating sales, which is a common department of promotion activity. Fun-

damentally, there are three basic objectives of promotion [2].

• To present information to consumers and others.

• To increase demand.

• To differentiate a product.

8



RELATED WORK 2.3 Related Work

Under these objectives, promotion videos include product or service intro-

duction, service or company promotional information, training videos and also

information contents.

Nowadays, promotion videos not only provide for a specific product [11], coun-

tries or states [16], regions [54], cities [25], governments [42], universities [50],

companies [44], communities [39], and scenic spots [34] also made their own pro-

motion video. Recently, human is also required to promote himself or herself by

a promotion video when job hunting or presenting [18].

2.2.2 Promotion Video Psychology

Several previous studies have demonstrated that “there is impulse buying in the

Internet environment” [33], and another studies have demonstrated that “online

sales promotion is the most important influential source on consumers’ purchas-

ing behavior” [22]. In such circumstances, promotion video has many benefits as

a communication medium. One of the main benefits is that people are familiar

with screening, and the vast majority of businesses and households have access

to the technology to watch a promotion video programme, be it on a television

screen, a digital video disc presentation or streamed from a website. On the other

hand, promotion video will also deliver a consistent message, which is particularly

important when delivering training or instructional information. Secondly, promo-

tion video is also a dynamic medium, and can help create and enforce company or

cooperation image. It is especially useful when companies or cooperations want to

demonstrate products or events that are not easy to show to customers in normal

circumstances, such as the operation of large plant or machinery, medical proce-

dures, repetitive sales presentations, high-risk experiments or one-off situations.

What’s more, promotion video is also very easy to update, and can be readily

incorporated into interactive productions, live presentations and, more recently,

as part of the company conception.

2.3 Related Work

This topic represented the basic structure and implementation approaches of var-

ious similar systems. As the base of this research, the current state of these

information will help to find cues for directions of more possibilities. Such as the

9



RELATED WORK 2.3 Related Work

important factors of users need, merits of existing systems, also the appropriate

approaches to make innovations.

2.3.1 YouTube

YouTube is currently the most consumed Internet application, accounting for

more than 30% of the overall Internet’s traffic worldwide [5]. It is figured out

that YouTube has more than 1 billion users, every day people watch hundreds

of millions of hours on YouTube and generate billions of views, the number of

hours people are watching on YouTube each month is up 50% year over year and

300 hours of video are uploaded to YouTube every minute [61]. Since YouTube

has such large amounts of contents, sometimes the standard to identify a content

quality good or not become to judge a content interesting or not, by total number

of views. Even TIME has taken a look back at the site’s 50 greatest hits in

2010 [48] . In fact beside video views, YouTube has set two more different parts

allow viewer to leave their attitudes towards contents they are watching. One is

setting of like or dislike button, the other is comment writing. By these three

subjective evaluation factors, a general feedback could be provided to producers

(See Figure 2.1).

On the other hand, the dislike button is turning to become a problem around

YouTube communities. There are so many factors with this dislike button that

someone just clicks. There are many reasons that someone may dislike producers

video. First, they really disliked it for the content or something that may have

happened in the video. Second, that person dislikes the video because of someone

who is in the video or the actual video creator. Third, there are some viewers

who just decide to go ahead a click that button without any reason. There are

so many other reasons why people do it but one that has gotten out of hand is

this whole revenge, a group of viewers disliking the producer’s video going on. In

this case, this is completely an unfair environment, why are there people who like

to put other people down on their creations. Those people clearly don’t realize

how much work, time, and effort goes into producing even a short video. For

some producers it maybe hours, for amateur producers it may be days and even

months. It all takes time. Something that when a creator uploads a video and

they want to see feedback on it, but instead when they upload it, a second later

they see a dislike. Most creators want to know why people dislike their videos so

they can change something to make it better [14]. Also with disliking of videos the
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Figure 2.1: Evaluation Function Setting on YouTube

video creator doesn’t know what they did wrong because the person who disliked

it doesn’t give them feedback. Feedback is something all YouTuber’s want. They

want to know what they should do with their videos and what not to do. It would

be so much more helpful if producers, especially amateur producers could know

why, but unfortunately YouTube hasn’t really made a way for people to do that.

There is the comment section but not everyone who disliked the video is going

to write a comment saying why they did. In this case the dislike button doesnt

really serve a legitimate purpose.

2.3.2 Vimeo

As of December 2013, Vimeo attracts over 100 million unique visitors per month

and more than 22 million registered users. Fifteen percent of Vimeos traffic comes

from mobile devices. As of February 2013, Vimeo accounted for 0.11% of all
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Internet bandwidth, following fellow video sharing sites YouTube and Facebook.

On 21 July 2008, Vimeo announced that they would no longer allow gaming

videos [56]. Vimeo cited a few reasons, including that the unusually long duration

of gaming videos was holding back trans-coder wait times. Existing gaming videos

were deleted on 1 September 2008 [58].

Figure 2.2: Evaluation Function Setting on Vimeo

To evaluate a content, Vimeo set video views, comment section, but different

from YouTube, Vimeo only set one Like button for viewers, without dislike button.

(See Figure2.2.) Liking a video is a simple way to let other Vimeans know that

viewers enjoy their work. By liking a video, viewers are helping to promote content

to viewers’ followers, and also giving the creator of the video a warm fuzzy [52].

But undoubtedly, a warm fuzzy is not enough to regarded as feedback for creators.

If producers would like to check more specific analyze by big data operation, they

12
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have to pay extra money for Vimeo Plus or Vimeo Pro in order to get advanced

statistics [53]. These statistics include numbers of like, numbers of views and

these data based on every date, allow producers look at their weekly, monthly and

yearly statistics. And also provide data with a slick geo-tracking interface that

helps producer to discover the areas in the world , by this route, they can see their

viewers come from which country. What’s more, by Vimeo Pro, producers can

see who likes, comments even who downloads their products, of course available

to check by data and time. The ability to collect and analyze large amounts of

data is a growing problem within the online content community. The growing gap

between data and users calls for innovative tools that address the challenges faced

by big data volume, velocity and variety [13] . While much of the big data activity

in the market up to now has been experimenting and learning about big data

technologies [19], these big data feedback play an important role in corporation

promotion, product marketing analyze and security intelligence extension, but

meaningless for user generated contents. Producers, especially amateur online

producers care most about viewers like their contents or not and why they give

positive or negative evaluation for it. These needs cannot exactly analyzed by

record the IP address and operation time on a world map.

2.3.3 Vine

Vine is a short-form video sharing service. It was started from June 2012, allowing

users record and edit up to six-second-long looping video clips and revine, or share

others’ posts with followers. The videos can then be published through Vine’s

social network and shared on other services such as Facebook and Twitter. Vine’s

application can also be used to browse through videos posted by other users,

along with groups of videos by theme, and trending, or popular, videos. A BBC

review described collections of Vine videos to be “mesmerizing”, like “watching a

bewildering carousel of six-second slices of ordinary life roll past [43]”.

Since Vine has acquired by Twitter, the measurement of evaluation seems like

Twitter style, for example show times of video revine. (See Figure2.3.) By shar-

ing it directly to a social website, producers can know that how many people

revined their products, similar to retweeting. Numbers of like show how many

viewers like this product on this platform, numbers of revine show that how pop-

ular it is on another platform, the linkage of two platforms are the main feature

different from other platforms’ evaluation function. About the comment section,
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Figure 2.3: Evaluation Function Setting on Vine

Vine encourages viewers to write something nice, it is great to contribute a peace

environment but this suggestion is too tendentious, non-objective for producers.

Last but not the least is number of video loops. This figure may not offer the

most accurate look at a video’s popularity, it’s safe to assume metrics like revines

and Likes are a better indication of approval, but the loop count does offer a look

at how widespread a video is [55]. However, that doesn’t mean loop count is a

perfect metric. Vines play automatically, and loop automatically, meaning a Vine

loop does not necessarily mean it was actually watched. For example, a Vine

embedded in a web article may loop for minutes while the web page is open, but

that doesn’t mean the video was watched by a human.

2.3.4 Audience Measurement

Audience measurement measures how many people are in an audience, usually

in relation to radio listenership and television viewership, but also in relation to

newspaper and magazine readership. The term is used as pertaining to practices

which help broadcasters and advertisers determine who is listening rather than just

how many people are listening. Without reliable audience data, many businesses

will be reluctant to participate in the new platforms [1]. “In some parts of the
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world, the resulting relative numbers are referred to as audience share, while in

other places the broader term market share is used” [57]. This broader meaning

is also called audience research or audience rating. (See Figure2.4.)

Figure 2.4: Sample of Audience Measurement Rating

Three different ways to collect and analyze these audience data, diaries, elec-

tronic and software. The diary was one of the first methods of recording infor-

mation, it also included way of social survey and telephone recall. However, this

is prone to mistakes and forgetfulness, as well as subjectivity. Electronic, also

known as Nielsen ratings, the audience measurement of U.S. television has relied

on sampling to obtain estimated audience sizes in which advertisers determine

the value. The technology-based home unit system is meant to allow market re-

searchers to study television viewing habits on a minute to minute basis, seeing the

exact moment viewers change channels or turn off their television set. New digital

technologies initially complicated in-home measurement systems. The DVR, for

example, initially seemed incompatible with a Nielsen box, which was designed

to register the frequency of the television signal in order to measure the chan-

nel being viewed [40]. Better understanding of audience reaction [15] can help

providers plan infrastructure investments and help producer in managing mul-

timedia content. The audience measurement also can provide television station

visible feedback for their programs or shows, reflect on these feedback, resolve

next step or version in order to revise broadcast plan for advertisement turnover.

Technology development as well as technology maturity provide a wild platform

for professionals to analyze market reaction and feedback. However, it is hard for

normal users get in touch with audience measurement, especially for amateur pro-

ducers, not available to use audience measurement methods to get the feedback

they demand.
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2.4 Focus of This Research

There are various platforms of online videos, which allow users to upload, watch,

share and evaluate. Among these different platforms, most of them focus on the

popularity, number of views most. The standard of judgment generated an un-

equal environment for amateur producers. This research focuses on the value of

comment feedback, provide specific evaluation results for amateur promotion video

producers. It gives a wide opportunity to amateur promotion video producers of

obtaining practical feedback. ( See Figure2.5). Different from existed platforms’

Figure 2.5: Focus of This Research

target audience, EVAP cares most about amateurs, aims to create an equal en-

vironment for them. Therefore, provide amateurs easy understandable subjective

evaluation feedback is much more practical than provide them technical objective

results.
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Chapter 3

Design of EVAP

3.1 Concept

The name “EVAP” is the shortage of evaluation platform, which means, to give

a positive or negative judgment about contents. This name was selected because

it directly relates to the concept of creating an equal environment for amateur

producers to evaluate their products based on subjective factors. According to

the histogram result tagged with comments on every bar , amateur producers

would have a clear perspective across the overall recognition.

The concept behind EVAP is to create a platform where amateur promotion

video producers can get their products evaluated , get real-time feedback by a

time slot histogram, with comments tagged on every bar. By this system, al-

low amateur producers get practical and easy understandable feedback instead of

hollow critique. To achieve this there are four hinges that form the base of this

research:

• Criterion of amateur promotion video evaluation.

• Well designed user interface for like and dislike button setting.

• An evaluation system to record users operation and generate a histogram

result.

• Tag comments on histogram bar.

3.1.1 Target Audience

As an original motivation and concept, any person who generate contents and

would like to get their contents evaluated can have access and use EVAP, but for

the purpose of this thesis and measurement of the platform, the target users of

EVAP will be defined as amateur promotion video producers, who are interested
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in promotion contents generating but less experiences. Then after produce a

promotion video, they are available to access online. Finally, the target users

should be willing to get their contents evaluated and receive feedback.

3.1.2 Study of Promotion Video Producing Habits

In order to have a good effective, it is necessary to have a good understanding of

target audience. Trying to approach target users thinking method, a discussion

was held to obtain deeper know-how of their logical and structures. Two ama-

teur promotion video producers were interviewed. Here summarize the discussion

result of amateur promotion content producers habits.

• Strategic Planning : identify the whole image of the product, understand

the product. Creative basic goals, script, storyboard, story line and envi-

ronment, think over the budget, decide actor or actress, camera, shooting

place, data and time.

• Planning : Technical preparations, camera work angles.

• Producing : Video shoot.

• Editing : Putting all footage together, cut and edit, turning in visual

effects and back ground music.

• Sharing : The most common way is upload online.

• Evaluating : Turn to professors, teachers, parents or friends opinion.

Check feedback online, numbers of played times, numbers of like, some

comments below the video.

By interview two amateur promotion video producers about the meaning of

evaluation to them, it is said that they hope to get affirmative comments or

encouragements by evaluation, but things more important than this are they want

to confirm how viewers experienced from their products and how to be a better

producer.

Take a look at ways amateur promotion video producers usually do, it is figured

out that sometimes comments from professors or teachers are fractionally hard to

understand, cause commenters are professional, they used to give feedback from

an overall angle, these comments are beneficial but sometime not reachable for

amateurs. When taking advice from parents or friends around them, producers
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feel that their parents or friends tend to spare their feelings too much, cannot get

an objective feedback. This is why they care much about the online comments. As

the questionnaire about users attitude towards comment section below contents

interface shows that 88 % of online video users care about the comments below

(See Figure 3.7).

One of the biggest problem for amateur producers to check comment online is

they cannot catch the comment figures which part of the content. It’s unfair to

judge a production negative or positive entirely, especially for amateur promotion

video producers, even a tiny highlight spot is necessary to encourage amateurs.

3.1.3 Uniqueness of EVAP

There are many video evaluation options in the market nowadays, but most of

them focus on leave an impression entirely of a content. (See Figure3.1.) This

Figure 3.1: The Uniqueness of EVAP

research focuses on the value of specifically evaluation. EVAP gives a limitless

possibility to amateur promotion video producers of providing them practical

feedback by a histogram with comment tags, allowing producers to inspect the

histogram by ten seconds time unit, and able to check the comments on every bar,

obtain more specific feedback and reexamine of their products. Finally it aims to

help amateurs to improve their ability of producing, increase the numbers of high

quality contents online.
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3.2 First Prototype

This section concludes the tools required to construct the prototype, work-flow of

this design, the prototype development based on original conception, as well as

the changing during the development and test of the prototype.

3.2.1 Initial Prototype Workflow Development

As mentioned before in this thesis the concept of EVAP has three main features,

and for a well designed user interface in this research, all these features are required

in prototype setting. Since the author worked in an User generated Contents

project in master one period, the author thought over the problem that after user

shooting, editing, uploading and watching, what is next step of user generated

contents, how to call for more users to participate their contents after-works.

consequently the author drew the initial work-flow. The initial work-flow is very

important for prototype design and after-works. The original work-flow concept

can be seen in Figure3.2.

Figure 3.2: The Initial Prototype Workflow
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3.2.2 Development Tools

As soon as the conception comes out, it was decided that the prototype will not be

constructed under the environment of IOS or Android system. Though run under

different systems, EVAP aims at being mainly used on mobile devices. Only for

prototype test, it will be done based by web. In order to create the prototype,

Adobe Photoshop and Adobe Flash Player were used to do the user interface

design. It was decided that to put a flash shadow over the player section to record

users operation. Some programming languages were used to do the web construct,

which were HTML, PHP and CSS, the most used was HTML. The programming

work was done by collaborate with Xiaobo Tan, a graduate school student in

Dalian University of Technology.

One of the main feature on EVAP is generate real-time histogram, available for

amateur promotion video producers to receive visible and practical feedback. The

real-time histogram will generate right after viewers watch the promotion video.

In order to contribute an easier understandable feedback, Y-axis of the histogram

will be set as numbers of like or dislike with percentage results on every bar, and

X-axis will set as time slots. After watching several promotion videos, 10 seconds

time unit was decided to put on X-axis of the histogram. Because the length of

most promotion videos are limited in 5 minutes, if set time unit as 1 second or

2 seconds, histogram results will consist of more than 200 even 300 bars, in this

case, the result would be complicated for amateur producers to speculate on their

products, and also, it would be a quite hard work for viewers to tag comments to

every bar. On the other hand, if set time unit as 20 seconds or more, the histogram

results will reveal only 5 to 10 bars, this is difficult for amateur producers to realize

the trend and specific evaluation feedback. Therefore, from the first prototype,

10 seconds time unit was set on EVAP feedback histogram.

3.2.3 Questionnaire Study

In order to investigate users especially amateur promotion video producers needs

and habits, two different questionnaire studies were arranged. The first question-

naire’s target are normal users, who access online and watch videos.

The first questionnaire study was implemented in two ways: paper question-

naire and online survey tool using. Paper questionnaire was translated to five lan-

guages, English, Japanese, Simplified Chinese, Traditional Chinese and Korean.

These questionnaires were sent to several universities in USA, UK, Australia,
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Table 3.1: Finding from Questionnaire : Preference Factors Toward Promotion Video

Ranking Viewers Producers

1 Storyline 18% Scene 18%

2 Audio 16% Audio 15%

3 Actor/Actress 14% Storyline 14%

4 Scene 13% Actor/Actress 13%

5 Image Quality 12% Image Quality 10%

6 New Function/Service 9% Camera Work 8%

China, Korea and some cities in Japan, like Tokyo, Osaka, Kobe, Fukuoka and

Sapporo. Also, some questionnaires were done by tourists from different coun-

tries to Ueno Park in Tokyo. The total samples of first questionnaire was 1,027

copies, and the valid subjects were 1,024 copies. Here are summaries of the first

questionnaire study (See Figure 3.3, Figure 3.4, Figure 3.5, Figure 3.6 and Figure

3.7).

Furthermore, in order to analyze more about the research target audience,

the second questionnaire study was implemented. The valid subjects were 121

copies. Based on results of the first questionnaire, another survey was conducted

to promotion video producers (See Figure3.8).

To compare the two questionnaires results, some common points have been

found. Top four factors that viewers think important when watching a promotion

video are storyline(18%), audio(16%), actor/actress(14%) and scene(13%). On

the other hand, to a producer, the best five factors are scene(18%), audio(15%),

storyline(14%) and actor/actress(13%). Based on these results, viewers and pro-

ducers preferences were founded.

By analyze the questionnaire results, some changes took place from the orig-

inal prototype work-flow to first prototype. Things have been finished in the

first prototype were setting of like or dislike button and a questionnaire of users

evaluation motivation. (See Figure3.9 and Figure3.10).

3.2.4 First Prototype Experiment

Because EVAP is a platform where amateur promotion video producers can get

their products evaluated and get real-time feedback from viewers, a city promotion

video Fantasy Yantai, made by an amateur producer - Mark Zhangchao, was

22



DESIGN OF EVAP 3.2 First Prototype

Figure 3.3: Result of The First Questionnaire, Part 1
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Figure 3.4: Result of The First Questionnaire, Part 2
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Figure 3.5: Result of The First Questionnaire, Part 3
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Figure 3.6: Result of The First Questionnaire, Part 4
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Figure 3.7: Result of The First Questionnaire, Part 5
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Figure 3.8: Result of The Second Questionnaire
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Figure 3.9: Sample : Evaluate Page of First Prototype
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Figure 3.10: Sample : Content Evaluation Result Page of First Prototype

selected for the prototype one test.

The promotion video Fantasy Yantai is an unofficial city promotion product,

which length is 3 minutes and 58 seconds, using Time-lapse to record the city

from morning to late night. (See Figure 3.11.) Name of the city is called Yantai,

a seaside city in east part of Shandong Province, China. The producer is a worker

in local port, producer’s hobby is photography but never get formal educated or

trained.

First the testability time was selected to limit in one week, from April 22nd

2015 to April 28th 2015. This is because it had to be long enough to call for more

viewers to participate in this test. After open the source of this experimental

subject, the site link was dispatched by several social applications to random users.

On the other hand, a local test was held on April 23rd 2015 at C3S07 discussion
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Figure 3.11: Promotion Video Fantasy Yantai

room in KMD. Two viewers were arranged to watch this promotion video on

EVAP, and encouraged to click the like button or dislike button when they feel

negative or positive about this product during the watching process, available to

click the button at any time and for several times. These operations were recorded

by EVAP system, after watching the whole promotion video, a histogram result

of like and dislike based on every 10 seconds time unit was showed in the bottom

of the page. Before viewing the result, viewers were asked to choose one reason

that mostly influenced their judgment towards the evaluation of this promotion

video. These five factors was set based on questionnaire result which discussed in

last topic. After the test, a short interview was held to testers.

3.2.5 First Prototype Evaluation

In order to get the test result that prototype one proposes, a qualitative research

method of evaluation was used [17]. Based on previous study, to walk through the

whole evaluation process, the first step of it involves the identification of specific

user [46].
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Table 3.2: Questionnaire for Prototype One

Question Viewer 1 Viewer 2

Was it difficult to use EVAP? Easy 1 2 3 4 5 Hard Easy 1 2 3 4 5 Hard

Do you like the user interface? Dislike 1 2 3 4 5 Like Dislike 1 2 3 4 5 Like

Do you like result in histogram? Dislike 1 2 3 4 5 Like Dislike 1 2 3 4 5 Like

Are you fresh with it? No 1 2 3 4 5 Yes No 1 2 3 4 5 Yes

Will you use EVAP for your product? No 1 2 3 4 5 Yes No 1 2 3 4 5 Yes

Question 1, Was it difficult to use EVAP?

Viewer 1 : Not hard, though I felt a bit confused at first, I thought I can only

click one time for this show. It’s really interesting but when I focus on evaluating,

I was nervous and cannot enjoy the video in a relax mood.

Viewer 2 : I think it’s easy to use it, I felt like I’m a director, or a critic. I

can give encouragement or criticism to producer, it’s interesting. But sometimes

delay occurred after I click, I’m not sure does that matter or not.

Question 2, Do you like the user interface on EVAP?

Viewer 1 : I like the design except the color, I can’t understand why a gray

square surrounds video section. The button is fine, similar to YouTube, but

different color. I also like set two buttons to two sides, sometime I click a wrong

button on YouTube because they are too close.

Viewer 2 : Yes, I think it’s nice. But this site looks more like a research or

experiment site, not like a social UGC site, maybe because it’s too simple. And I

like the result section, I have to click a button before I get the result, I like this

interface design.

Question 3, Do you like the result provided by a histogram?

Viewer 1 : Yes, I like this part, or I would like to say I felt a bit surprised

about it. I thought this platform would generate a piece of number or something

like that, but it was a histogram, it’s more clearly and easy going! I like this
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function and this method.

Viewer 2 : Yes, I like it! It’s really easy to check which part I liked or disliked,

and 10 seconds unit is also a nice setting, specific results and not complicated, I

like this way of showing results.

Question 4, Are you fresh with it?

Viewer 1 : Yeah... kind of, it looks like YouTube, paste a link from YouTube,

and the button also similar to YouTube, for these reasons it’s not new, but since

this platform provided a histogram for several slots’ evaluation of the video, yes,

this is fresh for me.

Viewer 2 : Yes, I think with the histogram result, I can check which part of

the video is most popular and I will watch that part by preference, and also, I

can click unlimited times when watching, that is quite convenient for me.

Question 4, Will you use EVAP if you are a producer?

Viewer 1 : It depends, for example, if I make some contents just for fun, I

don’t think I want to know the evaluation result or feedback. But if I produce a

promotion video like this or a documentary, exactly I wish my production could

get evaluated and provide me feedback. I do agree this would help amateur

producers.

Viewer 2 : Why not? I have uploaded a video to YouTube, it has been 2 years

but the view numbers are less than 200, with one like and three dislikes, I feel

frustrated about this. I really wondering about the reason why people do not like

it. So I think I’m willing to try this platform.

After Interviewed two viewers, the histogram result (See Figure 3.12) gener-

ated by EVAP was provided to promotion video Fantasy Yantai producer, Mark

Zhangchao. Meanwhile, several qualitative questions were asked.

Although the producer was an active viewer on online video websites, he felt

“surprised” when he saw the feedback result in a histogram. “It shocked me”, the

producer said he never think about to analyze his content in several slots, “I’m
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Figure 3.12: Evaluation Result of Promotion Video Fantasy Yantai
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interested in the bar graph, cause it’s more interesting than words or paragraphs”.

In curiosity, the producer reviewed his product, followed with the histogram feed-

back. First he watched from 160 seconds to 170 seconds, because result shows

75% viewers didn’t like this part. “Is it because the scene repeated too much

times so viewers felt bored?” The producer curious about the reason why viewers

didn’t like. Before looking down, the producer was encouraged to check some

positive evaluations. Focusing on 170 seconds to 190 seconds, the producer said

“I enjoyed these scenes either”. To promote a city by photography and contents

makes the producer happy, what’s more, “I’m so glad that so many people like it,

this is a big encouragement and a big gift for me, I want to try another content

now.” The producer watched his promotion video again with crossing reference

the histogram result. Whereafter, the producer was interviewed about the section

of reason why viewers give evaluation. The result showed that 8 viewers gave

evaluation based on scene and 2 viewers gave evaluation based on audio. “I like

the histogram result but I’m confused about this part”, the producer figured out

that it’s hard to understand the meaning of this section, producer cannot match

the reason to the bar, in that case retroaction occurred. Finally, the producer was

asked about the whole experiences about this prototype. “I like this system, I

think the histogram helps a lot, I can get viewers honest opinion instead of flatter

words, I like the way this system showing result, it’s directly perceived through

the senses, I can learn a lot from it”. When asking about the disadvantages or the

limitation of this prototype, the producer stated “It’s great to let me know which

part viewers like and which part viewers don’t like, but after I checked the result,

I want to know more about the reason, I wondered why, especially why viewers

dislikes, I think that worth more, though I enjoyed the likes very much”.

According to the experiment of the first prototype, evaluate a content by every

10 seconds and generate a histogram to provide feedback to amateur promotion

video producers are positively proved. Meanwhile, the limitation is this prototype

cannot analyze reasons why viewers like or dislike. It’s not practical enough if

only provide a histogram, some interactive improvements should be redesign in

next step.

3.3 Second Prototype

It can be stated from the interview of the amateur producer that the histogram

result is easy to understand but producer would like to know more about the
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reason, or motivation why viewers give evaluation, especially for minus evaluation.

Based on the implementation and evaluation feedback from the first prototype,

the second prototype has several important changes and new features.

3.3.1 Second Prototype Design

Continue the past research in order to solve the questions obtained in last pro-

totype test, new user interface design and a new community model are set in

prototype two (Figure 3.13.).

Figure 3.13: Model Design of the Second Prototype

The first difference is the button setting of like and dislike. It’s easy to find

that eight flat new button are set in play section, instead of the like and dislike

button. But the tendency didn’t change, left side is like and right side is dis-

like. With this setting, viewers can choose different factors to give evaluation,

after watching the whole promotion video, five different histograms based on au-

dio (back ground music, sound, voice etc.), Scene (Shooting place, environment,

tools etc.), Actor (Actress), Storyline and a general result will be generated. The

reason why set this four factors was based on analyze questionnaire study dis-

cussed in topic two of this chapter, take the intersection function of factors that

viewers care about and producers concern most. Since this change shows viewers

preferences, the questionnaire set in prototype one was removed. Next difference

occurs at histogram result. In order to provide producers more clearly and easier

understandable feedback, EVAP set comment section on every bar of the result
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histogram, allow users move mouse over the bar, and comment section will fade

in. When viewers check their evaluated operations, they are also able to submit

their own comments on the bar they manipulated (Figure 3.14.). On the other

hand, the time unit on X-axis didn’t change because due to the feedback from

prototype one test, 10 seconds time unit is suitable for a promotion video.

3.3.2 Second Prototype Experiment

Though section has changed, the aim of EVAP didn’t change. By well designed

content evaluation user interface to provide practical and easy understandable

feedback for amateur promotion video producers.

For students in graduated school of media design, Keio University, a series

classes called Innovation Pipeline one, two and three have to be taken. This class

belongs to introductory project, impart overall awareness walk through design,

technology, management and policy. When taking this class, all students were

divided into different groups by four members every group. All groups were taught

methods of design and promotion, usually at the end of the second innovation

pipeline class, Every group was encouraged to generate a promotion video for

product of service they did during innovation pipeline class.

Test object of prototype two experiment was from one of the innovation

pipeline two class group’s production, Elements. (See Figure 3.15) This promotion

video was created by Team Euro Asia, four members with different background

come from Mainland China, Taiwan, Russia and Finland . Under their concep-

tion, ”ELEMENT” is a digital smart cup that fit any occasion, any time, to evoke.

The length of this promotion video is 1 minute and 34 seconds.

As previously stated viewers and producers both took part on the testing of

EVAP. The experiment took place in C3S09 at KMD, from 20th May 2015 to 24th

May 2015. Since the operation greatly different from one individual to another,

the experiment was set as one participant one day.

Due to platform condition, the same video was shown four times, each time

with a different evaluation factor of this promotion video. Sequence of evaluated

factors was followed by audio, actor/ actress, scene and storyline. At the end of

all four times demonstrated, the participant was asked to give a whole impression

and comments for this promotion video.

The experiment was started with a short introduction by the researcher. A

piece of paper and one pencil was given to participant allow participant to memo
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Figure 3.14: The Second Prototype
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Figure 3.15: Promotion Video : Elements
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something if necessary.

After watching this promotion video for four times, four different histograms

were generated immediately. Participant was interviewed about their definition

of audio, actor or actress, scene and storyline, then interviewed the reason why

they press like and dislike for every factor.

3.3.3 Compare Results

Obviously different from the first prototype experiment result (See Figure 3.12),

user interface have been optimized based on previous evaluation feedback. The

second prototype experiment generated a new style of histogram results, which

showed the time unit, various evaluation factors, numbers of like and dislike, also

reasons why views like or dislike (See Figure 3.16 and Figure 3.17). Promotion

video evaluation results were separated into four categories in accordance with

the needs of producers. In particular, viewers’ comments were tagged to specific

time unit bars. Although optimized several functions, due to the importance of

the user experiences, detail comparison and evaluation will be discussed in next

chapter.
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Figure 3.16: Evaluation Result for Promotion Video ELEMENTS , Part One
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Figure 3.17: Evaluation Result for Promotion Video ELEMENTS , Part Two
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Chapter 4

Evaluation

In this chapter, the methodology, test evaluate procedure and testers comments

are described, as well as the feedback from amateur promotion video producers.

4.1 Overview of Evaluation

The user study consisted of deep interviews with 5 participants with different levels

of content producing ability. Interviews were held from 20th May 2015 to 24th

May 2015 and consisted of face to face interaction between the researcher and

interviewee. The location was at C3S09 room in KMD. Participants were first

asked general impression about the promotion video. Afterwards, participants

were encouraged to share their experiences when using EVAP.

Since EVAP is a platform provide practical feedback for amateur promotion

video producers, a promotion video produced by 2014 Fall’s batch student in

KMD was selected as experiment content. Length of this promotion video is 1

minute and 34 seconds. The same video was shown four times, each time with a

different evaluation factor of this promotion video. At the end of all four times

demonstrated, the participant was asked to give a whole impression and evaluation

of this promotion video.

On the other hand, it is available for every viewers to access to the histogram

result and tag comments on every bar. Because the goal of this thesis is to provide

practical feedback to amateur promotion video producers, therefore, another in-

depth interview was arranged with the promotion video producers, target audience

of this research.
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Table 4.1: Profile of Participants

Age Gender Nationality

60s Male Japan

20s Female Indonesia

20s Female Indonesia

40s Male Canada

20s Male Japan

4.1.1 Profile of Participants

The user experience test included five participants with various level of content

producing ability. As to best reflect the influence throughout the experiment,

participants with various background and majority were purposely selected. Par-

ticipants’ age ranged from early twenties to sixties. The nationality of participants

included Japan, Indonesia and Canada, of these five participants, two were female

and three were male. All interviews were conducted in English.

4.2 Methodology

In order to get the theory that this thesis proposes, a qualitative research method

of evaluation was used [21]. This method was chosen based on previous study, the

first step in cognitive walk through evaluation involves the identification/selection

of specific user task that the interface design is intended to support [46]. On the

other hand, as it was explained before in this thesis, EVAP uses its features to

provide practical feedback, histogram with tagged comments, for amateur pro-

motion video producers. In order to make sure that these features serve in an

expectable and logical ways, the qualitative evaluation method is efficient in this

case because it provides specific and deeper feedback of users real experiences. To

evaluate EVAP, the testers of qualitative method included viewers and producers.

As a qualitative research evaluation, feedback was not measured by web system

or scale measurement. In order to obtain more specific feedback, guiding principles

and appraisal questions were inquired [45].

The goal of the user interview were as follows:
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(I) To perceive the advantage and disadvantage of user experiences aspect on

EVAP.

Solution of this goal in the particular evaluation experiment was based on

several question and answer statement to recognize whether this platform was

well designed or not, and perceive the advantage and disadvantage.

(II) To perceive whether the histogram feedback practical and meaningful or

not to amateur promotion video producers.

The goal of EVAP is to create an equal environment for amateur promotion

video producers, provide them practical and meaningful histogram feedback. To

define it meaningful or not, producers who produced the test promotion video

were interviewed by several questions.

4.3 Procedure

This thesis aims to get real feedback from users, which is also qualitative method

required. In order to approach that goal, a deep interview of tester after experi-

ment is necessary for this research. These are main procedure of the testing:

• Eight experiment evaluation testers (five viewers and three main produc-

ers)

• The test was arranged for five days, from May 18th of 2015 to May 22nd

of 2015

• At the end of the experiment, all users were interviewed to answer some

questions and express their feelings

• Five viewers were deeply interviewed about their user experiences

• Three main producers were encouraged to share their feeling after compare

with the comments they got by the traditional ways.

The following evaluation results are divided into two subsections, the view-

ers’ side and the producers’ side. The interview of viewers’ side focus most on

user experiences and user interaction. The interview of producers focus most on
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the promotion video evaluation result analyze and whether it is meaningful to

producers. Any significant comments during the interview process will be noted.

4.4 Viewer’s Feedback

4.4.1 Participant One

Participant one is a professor in Keio University, a professional in motion picture

field. As he has specialized knowledge about video evaluation, this participant

worked as a supervisor and guided thesis Reasearch on Real-time Subjective Eval-

uation for Motion Pictures Utilizing Script Structural Analysis , proposed a real-

time evaluation system focus on storyline analyze in order to clarify the reasons

why viewers like the story and characters. The participant stated out that “there

is no system for amateur producers to collect the clip analyze data, of course

for professional, there are many tools to do evaluation, for example film preview

showing, arrange selected journalists, media man and fans to watch the film before

it screening, and interview these chosen viewers”.

Since network is running faster and smartphones are getting much more pop-

ular, content generating has become common in normal life. But this participant

figured that large amounts of contents are lacking of evaluation, so most of these

contents are not popular, few people know about it even nobody would like to

watch it. How to encourage normal users evaluate contents and how to help

amateur producers make higher quality contents should be research and develop.

After experiencing EVAP platform, the participant stated that the when using

this tool by mouse, he has to move the mouse frequently from one side to another

side, this will occur “time delay” that “influence the evaluation result”. Because

of EVAP set like and dislike button at two sides of player section, when evaluating,

viewer has to move their mouse to right zone in order to do evaluate operation.

“How about set like and dislike shortcut keys on keyboard? In that case I don’t

have to always move the mouse, I only need to press buttons on keyboard, it’s

easier to control, that will bring better user experiences I think.”

The participant said it is useful to generate detail evaluation data for produc-

ers, allow amateur producers get specific feedback. “Different from others rough

evaluation, producers subjected big comments, sometimes puzzle them more”,

producers hope to get feedback from comments, but sometimes abstract words

confused them, for amateur producers, it’s hard to understand professional but
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abstract word. Based on deliberate what amateur producers need, “This tool has

a good structure, provides separate feedback based on different factors, I think

these well designed graph will help amateurs understand their promotion video”.

As EVAP provided various histograms by different factors, with regard to these

four different factors, the participant indicated that the background music can be

considered as an independent factor to evaluate, but the sound has to match the

scene. And the scene should fit for the story, transit smoothly. However, the

word scene means different to every viewers, it is necessary to make sure about

that. For the factor of actor or actress, most viewers would focus on the face, give

evaluation by emotional preference, but actually things that important are their

acting, expression or clothes, all these have to match the environment that the

story set.

Finally, the participant figured out that this platform hasn’t finished com-

pletely, for a complete platform, well designed user interface on upload, share,

watch and evaluation sites are essential. On the other hand, since EVAP aiming

at provide subjective evaluation feedback, beside four factors EVAP provides now,

there must be more factors that influence viewers experiences or feelings, for ex-

ample camera work, framing or something else. Many other subjective evaluation

factors should be considered and arranged.

4.4.2 Participant Two

Participant two is a lady from Indonesia, whose background was programming.

This participant now researching on digital interactive games for children, during

her research process, she has experiences on contents shooting and editing. With

regard to user experience on EVAP, the participant stated out that she focused

too much on evaluation factors, paid less attention to the content itself. When

evaluating, the participant felt “It was hard to click”, when she had strong emo-

tional expression or uncomfortable feelings, she would like to have double-click or

click for several times at a same frame. So far, EVAP background system only

allow users to click one time every second, in this case, it is not available for view-

ers to express strong emotion on subjective evaluating. The participant figured

out that “Sometimes I feel one scene is really fun, so I prefer click more than one

time like button, but now I cannot click too fast, that made me feel a bit boring.”

About the user interface setting, this participant said she like the setting of put

two different buttons to two sides. “When I watch videos on YouTube, I’m willing
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to do evaluate by click the like or dislike button, but that two button are too close,

I would like to click on like, but sometimes made a wrong click.” Though only

one click, many a little make a mickle, for contents evaluation, every click have

significant bearing on conclusions.

When talking about the four different evaluation factors on EVAP, the par-

ticipant agree with existed four factors. She believed that audio and scene have

intimate connection to storyline. “The audio have to fit the scene, and the scene

serves for the story”. But she stated that for a promotion video, suitable back-

ground music, good actor or actress, shoot good scene are of course essential,

“I agree that it has good structure with perfect length, show nice scene, acting

and edit effects”, and the story was followed time and place changing, “ But

I’m confused with the product itself, I didn’t get the function of the product”.

This participant figured that the conception or function of product or service was

another important factor to evaluate a promotion video.

4.4.3 Participant Three

Participate three also comes from Indonesia, her background was fine art and

design. This participant is capable of judging art, also has experiences on photog-

raphy and content social work, accessible to many online platforms, among design,

social, media, music and video. This participant think EVAP is easy to access

and control, when she was using EVAP, she liked the user interface design. “The

histogram feedback is quite easy to understand.” The participant figured that

when she uploaded the video to a platform, she would like to discuss with people

who left comment to her product, but in some cases the comment was so “big”,

the participant cannot understand the meaning of comment though she tried to

think over it. With EVAP’s function, producers like this participate could get

more specific feedback. On the other hand, asking viewers to tag their comment

to the bar on histogram won’t take more time than traditional ways. “People can

point out which part they like or not, and tell producers reasons.”

But the participant stated out that when she check the histogram result after

watching the whole promotion video, “I forgot the reason why I didn’t like this

part”, writing comments comes after watching, caused the forgettery of evalua-

tion motivation. The participant suggested put an extra tag section or comment

section on progress bar in order to memo comment as soon as comment comes

out. That will helpful for viewers to take notes also for producers to get more
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specific feedback.

With regard to different factors to evaluate a promotion video, the participant

insisted that EVAP is helpful for amateur producers to obtain detail comments.

Since the target audience of EVAP are amateur promotion video producers, con-

tents being evaluated on this platform are all promotion videos, “To introduce a

product, I care a lot on shooting angle, or call it camera works”. The participant

has aesthetic appreciation of arts, so she evaluate the promotion video more like

evaluate an art product. She believed that the product in promotion video be-

longs to category of scene, and the scene has close connection to storyline. How

to show the best feature of the product by camera work is an important topic.

Last but not the least is about the actor or actress, acting like real life can make

viewers feel comfortable, influence viewers’ evaluation judgment, the participant

figured.

4.4.4 Participant Four

Participate four comes from Canada, he is a professional in programming field.

“At first I thought it is same with YouTube, but it’s different after I saw the

histogram”. The participant said he like the way of evaluate a content on EVAP

but he prefer YouTube’s setting better, put two buttons together. “If you put

like and dislike for two sides, it’s nice and clear, but when I am watching a video,

I don’t like to move the mouse across the screen frequently, that will annoy my

watching feelings”. On the other hand, the participant figured that “I didn’t pay

attention to other factors cause I was required to evaluate based on one factor,

but I do think a general evaluation should be more objective than focus on every

single aspect”.

After checking the histogram result, the participant stated out the visualiza-

tion feedback is more meaningful to producers than words, especially for amateur

producers. But the participant also said that he would like to have more feed-

back if he is a producer. And the participant suggested to design the evaluate

function more interactive, in order to attract more viewers. At the same time,

the participant expressed he like the page of EVAP, “It’s quite simple and easy

to use”.

When interviewing about the various factors of evaluate a promotion video,

the participant stated his preference of evaluating, “The product should be more

clear, no matter how gorgeous the scenes are, if a promotion video didn’t show the
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function, I won’t understand it”, the participant insisted, if it’s not available for

viewers to understand the product, that’s meaningless to make a promotion video.

In storyline or storyboard, concept and function should be fully inserted. What’s

more, the participant also focus on image quality, he believed that if viewers watch

a content in higher image quality, they will feel more comfortable and willing to

give higher subjective evaluation.

4.4.5 Participant Five

Participate five is a student in Keio University. This participant lives by him-

self in an apartment without television, he has dependence on online video sites.

Since the participant is an active user on several platforms like Niconico, Vimeo

and YouTube, he has created funny videos to record his daily life, uploaded but

with less comments and likes. “I feel lonely if nobody care my products”, the

participant said.

With access to EVAP, the participant stated he will use EVAP to evaluate his

videos. “It’s easy to use and I’m happy to do that”. When interviewing about

the user interface design on EVAP, the participant said he like the button setting,

that makes him feel like interactive with the content and producer. Meanwhile

five histograms will help a lot as feedback for producers. “It’s a nice idea to

review a video with a histogram feedback, but the play section is on the top of

the screen and the histogram result is on the bottom of the site”, in this case, it is

complicated because users have to move down to find the time bar and move up

to watch the content, do that again and again will be boring for most users. The

participant suggested to set a narrow oscillogram under the play section, allow

users to check peak and foot result by moving to right or left, also the play section

also changed follow that operation. “That will be better for viewers’ experiences,

though the results are the same to producers”, the participant figured. Since

this is a platform for amateur producers, “I’m willing to try this EVAP platform

because it provides an interesting feedback for producers”, the participate said,

“When I uploaded my video to YouTube, I hope to call for more viewers but it’s

quite hard, so I can’t get many comments, but I do care about the comments for

my videos”.

Finally, when discussing about to evaluate a promotion video by different

factors, the participant stated that he prefers general histograms. “If we evaluate

a promotion video only by one factor, that is not enough, also if we evaluate
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a promotion video separately, that is not objective enough because I think all

factors related to each other”. The participate figured that general histogram is

more helpful for him.

4.5 Producer’s Feedback

The promotion video ELEMENTS was produced by four producers in group work.

These producers own different backgrounds and various habits of content generat-

ing. After showing the evaluation result generated by the second prototype, (See

Figure 3.16 and Figure 3.17), a deep interview was implemented to three main

producers. Every producer was encouraged to answer some questions and share

their real feelings to this evaluation system.

4.5.1 Producer One

This producer wrote the scenario for promotion video ELEMENTS. It is most

basic but quite important to have a good storyboard first, “I really like our prod-

uct and promotion video since all of our group members worked on it very hard

together”. Since they have made great efforts on the promotion video, viewers’

real opinion will be useful feedback for them. When asking about this producer’s

opinion about the histogram results that EVAP provided, the producer said “I

like it very much and I’m very glad to see both positive and negative comments

from viewers. Normally we only get overall evaluation but the histogram feed-

back point out specific moments and aspects which people like or dislike”. The

traditional overall evaluation do helps but not practical, for amateur producers,

easy understandable and specific feedback are necessary. “It is very helpful for

improving and modifying the video itself since we’ve known the exactly revising

scene.”

Because of EVAP provided several different factors for evaluating the pro-

motion video, the producer was asked about this section. “I think they are all

important since these are all essential elements of a promotional video. Partic-

ularly, the scene and storyline will give me more hint about how to adjust my

work.” In fact, this promotion video has been evaluated by several professors

in KMD, compare with the traditional ways of feedback (by written language),

the producer figured that “Data, or comment with charts seems more effective.

Charts used to use widely in broadcasting industry when getting audience rate,
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now it’s good to see that amateurs can also see our own work with such eval-

uation system.” On the other hand, this producer stated that “I want to see,

how audience want the scene or story be, instead of only comments on the bar”.

This producer found EVAP provides histogram tagged with viewers’ comments,

but the producer also want to obtain some inspirations from viewers, like user

generated story. This could be considering as prat of future work for the system.

4.5.2 Producer Two

This producer comes from Finland, as a main actor in the promotion video EL-

EMENTS. Looking back over their promotion video, the producer found some

shortcomings. If time allows, “Wish there would have been a bit more time to

implement further image editing effects, sounds, resources to use, such as showing

how the interface on the bottle might change based on certain conditions, such

as alarm, add a bit more device display”. The producer want to compare the

difference between his reflect and EVAP evaluation result, he said “More time

could have brought in different scenes as well as target group to display and we

would like to improve the ending to a more precise presentation of the product,

a climax”. But in fact “Few scenes could have been altered a bit and made more

clear. Taken into consideration the prototype and time in hand, we hope it com-

municated the message it was created to transmit, though a feedback session prior

to finalizing the video could have been helpful, this could have given more time

to improve the video”. Since these producers didn’t have professional trained on

promotion video producing, they discussed the feedback from professors and tried

to understand those. Compare with that discussion, the producer figured that the

traditional ways “could have been both giving a focus group to see the video, give

us comments, as well as on individual basis feedback that could have left out any

biased or group pressure comments to more individual views on the end-product

downside with this is it needs space, time and the participants to be located in

the same place, but with the new system of EVAP, this could break the barriers

and allow ‘cross-border’ feedback from multiple viewers in a reduced amount of

time. If the interface is easy and quick to use, the participants should be able to

provide honest feedback as well, without wasting their time. ” But this producer

stated that he doesn’t mean he don’t like the traditional way, because “I think

both have pros and cons, the EVAP method might prove to be a real time-saver

and more likely allow feedback, in comparison to traditional methods where par-
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ticipants need to write their feedback, perhaps instead of hovering over the bar

for comments, the comments could appear below the graph or on the side, maybe

below as sliced with a screen grab thumbnail including timestamps and comments

next to that, or display the length as the baseline x. Many people stare at their

phones 24/7 and if the feedback could be accessed and created by using a mobile

device, smart phone or tablet, I think the level of participation would increase.

Sometimes people want to see the video for another round, or more, maybe the

feedback could also hold the video somewhere to be played as needed”.

When interviewing about the various factors in different histograms, the pro-

ducer said “It can be helpful to get quick impression on what the viewers are

feeling about the video, info that can help to improve it, see if it is creating the

desired emotion, result or if the message is coming across as clear as intended”.

The producer also figured that there are some disadvantages of EVAP, he thought

that the four basic factors are all important for evaluating a promotion video, but

“Perhaps another section could be about effects, animation, graphics or any ad-

ditional 3D products that were used in a video. Too much, too little, too unreal,

too 80s, or something like that”. For this producer, the more specific feedback,

the better, and this producer also agree with the researchers opinion, wish more

and more viewers could do evaluation for online contents actively and initiatively,

in order to access, the producer suggested “I think social sharing could be useful,

similar to what is happening with a lot of surveys among students, for example,

students can share the feedback (by a link) to social media and let their contacts

to view and generate feedback. I think this type of link sharing could be easy to

pass on to people to do the feedback session”.

4.5.3 Producer Three

The producer played an important role in promotion video ELEMENTS. Though

she considered she could do her acting part better, according to the histogram

feedback (See Figure 3.16 ), viewers gave affirmative evaluations to her acting.

Because the producer has no experiences in promotion video producing, it was

fresh for her to do design thinking. “Since its my first experience in this kind of

teamwork, where we had to create the concept and design from scratch, I guess

we did quite a good job. Talking about video, there are obviously some parts

that could be done in a better way, but in overall Im satisfied with video.” When

asking the whole impression of the histogram feedback tagged with comments,
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the producer said “Its very helpful! Evaluation of our own work is something that

we will never be able to do by ourselves. We can think that we have played quite

good or did nice filming but only strangers (those who know nothing about our

work) can tell us the truth.” This producer figured she hope to get comments or

objective feedback from various viewers. “Getting feedback from people is one of

the most useful things, especially when we are creating content or take a part in

its creation”. As the system provided histogram feedback in four different factors,

the producer stated factors she concerned were deeply related to what role she

played in promotion video producing process. “For me it is probably the acting

part and the way people evaluated the concept and design because I was playing a

role in the promotion video and were working on concept and design together with

others. However we also had people involved in filming and editing, so for them

scene and audio part are probably the most meaningful factors”. Compare with

the traditional ways of feedback, this producer prefer the way EVAP provided,

because it’s easy to understand. “One graph has many important points that

make the evaluation very precise. And it makes me feel extremely serious about

the evaluation”. The producer showed great interest in histogram feedback, “In

simple words, when I look at the chart I trust it”. Finally, because this is the first

promotion video producing experience for the producer and the first time getting

feedback by a histogram tagged with comments, the producer was asked whether

she would like to use this tool for her future products or not. The producer

responded positively, “Sure, because it directly shows my strong and weak points

of our work. That means we can work on our weak points, make them better

and then check if our adjustments were right.” The producer said she enjoyed the

feedback mailed by written languages, but for EVAP, she can get more visualized

feedback which are easy to understand. “Its just like submitting our papers to

professors and getting them back with corrections and notes. And we can be sure

that perception of our product is not biased since people who know nothing about

us and our concept evaluate it”. In conclusion, this producer gave high evaluation

of the feedback EVAP provided. Depending on the different evaluation factors,

the producer suggested to provide more details for people who are involved in

filming, editing or acting.
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4.6 Results

Interviews with viewers and producers were transcribed and evaluated as qualita-

tive data. All these data were separated into two main aspects in accordance with

the goals of the interview. The first is to perceive the advantage and disadvantage

of user experiences on EVAP. The second is to perceive whether the histogram

feedback practical and meaningful to amateur promotion video producers.

4.6.1 Amateur Based User Interface Design

So far, the user interface design on EVAP includes player section and histogram

section. All operations were recorded by player section and results were generated

by histogram section. To evaluate the player section, three out of five viewers

responded affirmatively to the question of whether it is easy to control the tool

and whether the player section user interface design easy understandable. Two

participants stated it was complicated to move the mouse frequently, because

operated repeatedly damaged their viewing experiences. One of the participants

figured that it was hard to focus on watching the content if move the mouse too

frequently. Another important constituent part of the user interface was histogram

section. All participants gave positive reception for histogram result, which can

show comments on every bar. This positive reception demonstrates that the user

interface design of histogram tagged with comments has the potential of bring out

resonance.

4.6.2 Effectiveness of Comments Tagged Histogram

Response was positive to answer the question of whether the histogram feedback

practical and meaningful to amateur promotion video producers. The overall

positive reception by three amateur producers shows that there is a demand for

a tool that can provide easy understandable evaluation feedback. All producers

were interested in comments tagged histogram which EVAP generated. Normally

producers only get overall evaluation but the histogram feedback point out specific

moments and aspects which people like or dislike, and with the new system of

EVAP, it could break the barriers and allow “cross-border” feedback from multiple

viewers in a reduced amount of time. Because the histogram feedback directly

shows promotion video’s strength and weakness, this allow amateur promotion

video producers have a clear understanding of their weak points, fix the weakness
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in order to make them better and then check if producers’ adjustments were right.

With this method, producers can get more visualized feedback which are easy to

understand.

One of the most obvious issues that was brought up through the interviews was

the evaluation factors setting. So far, EVAP provides four different factors based

histogram which are audio, actor or actress, scene and storyline. Although it has

been proved that these four factors are accessible to provide amateur promotion

video producers practical and useful feedback, there are several other factors that

some amateur producers concern about.

Although the generally affirmative evaluations by both viewers and producers

demonstrated histogram feedback tagged with comments section as an effective

solution for amateur promotion video producers, many improvements still need

to be thought over based on user study result. In particular, how to attract more

viewers do evaluation actively and voluntarily needs to be researched. What’s

more, how to avoid revenge behavior during evaluation process is another research

topic based on producers’ feedback. Future work for EVAP will be discussed in

further detail in next chapter.
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Chapter 5

Conclusion and Future Work

This chapter abstracts the summary of evaluation result and testers feedback of

the prototype implementation. Discuss the shortages found during this process,

and compose future implementations of this research.

5.1 Analyze Research Results

This thesis has proposed to contribute an equal environment for amateur promo-

tion video producers, by constructing a platform called EVAP, which can provide

feedback with histogram result and tagged comments after their products eval-

uated on this platform. This research aims to answer whether a well designed

user interface online video evaluation platform that generate results by visualized

histograms tagged with comments can provide amateur promotion video produc-

ers practical, meaningful and easy understandable feedback or not. Consequently,

both viewers and producers were interviewed by qualitative questions.

According to the findings from the user study, to show the evaluated results

by a histogram was considered as a distinct way for feedback. The overall positive

reception by viewers and amateur promotion video producers in the user study

process shows that histogram result feedback has high potential to generate prac-

tical information for amateur producers. Two prototypes featuring different user

interface design were shown to totally eleven participants. In-depth interviews

were conducted to evaluate the effectiveness based on two different promotion

video evaluation results. Participants gave affirmative and mixed comments for

both prototypes. However, participants also gave their suggestions for the system.

It was also shown that participates agree with evaluate a content based on four

different factors that generate more specific feedback, though several participates

stated there shall be more factors can be used for evaluating a promotion video.

On the other hand, some participants support the idea of encouraging online video
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viewers to do evaluation more activity, in this case, social sharing could be useful,

similar to what is happening with a lot of surveys among online social networks.

It was figured if the feedback could be accessed and created by using a mobile

device, smart phone or tablet, that would be much more helpful on encourage

more viewers online.

In the user study, participants emphasized their feelings and needs. It is impor-

tant to continue testing many different methods and details to do also encourage

more viewers to give content evaluation. Currently, by prototype design, imple-

mentation and user study , it has been initially proved that a well designed user

interface online video evaluation platform that generate results by visualized his-

tograms tagged with comments can provide amateur promotion video producers

practical, meaningful and easy understandable feedback.

5.2 Limitation

According to the user study, the evaluation done in this thesis was not enough to

exactly prove the possibility of EVAP because evaluation, especially for subjec-

tive evaluation, which have different experiences from one to another. It is only

possible to analyze a trend based on great majority users preferences.

For the technical aspect of this service, it maybe not the best way to set

the tool used for recording viewers operation by a flash module shade on player

section. In some cases, histogram result may not synchronize exactly with the

stripe in the bottom panel.

For viewers’ experiences, so far, it is difficult for viewers to pick up more than

one factor by one click on one scene. Impossible to do evaluation for two factors

carried on at the same time.

Another important point to take into consideration is that the current platform

have to controlled by mouse, users have to move mouse around during the process

of watching. What’s more, when using this platform, it is not available to evaluate

under full screen. If watched by full screen, it’s not available to press button at

the same time. This could damage users’ experiences if not corrected.
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5.3 Viewers Incentive

EVAP showed good potential with its prototype test, however the testers were

not random selected. As a result, the information gathered in this thesis was not

objective enough.

Since EVAP aims at constructing a platform where amateur promotion video

producers can get their products evaluated , get practical and easy-understandable

feedback, in order to create an equal environment for them. By this system, allow

amateur producers get visualize feedback instead of hollow critique. Moreover, this

research used a qualitative method to achieve the goal. During that process, it is

necessary to attach importance to both viewers’ side and producers’ side, in other

words, users incentive. It has been proved that more than half producers would

like to get their contents evaluated according to the result got from questionnaire

study, however, how to encourage viewers participate in, how to incent them to

click buttons on EVAP becomes urgent problem before it comes to the real market.

5.3.1 Crowd-Souring

In order to attract more participants especially viewers to use EVAP for the

initial step, one of the most useful way is to carry the strength of crowd-sourcing.

Crowd-Sourcing is defined by Merriam-Webster as the process of obtaining needed

services, ideas, or content by soliciting contributions from a large group of people,

and especially from an online community, rather than from traditional employees

or suppliers [37]. Today, it has transferred mainly to the Internet. The Internet

provides a particularly good venue for crowd-sourcing since individuals tend to

be more open in web-based projects where they are not being physically judged

or scrutinized and thus can feel more comfortable sharing. This ultimately allows

for well-designed artistic projects because individuals are less conscious, or maybe

even less aware, of scrutiny towards their work. In an online atmosphere, more

attention can be given to the specific needs of a project, rather than spending as

much time in communication with other individuals [9].

5.3.2 Mechanical Turk

Nowadays, many researchers have used crowd-sourcing systems, one of the most

popular is Amazon Mechanical Turk,(See Figure5.1.) to aid with research projects

by crowd-sourcing some aspects of the research process, such as data collection,
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Figure 5.1: Amazon Mechanical Turk

parsing, and evaluation. Notable examples include using the crowd to create

speech and language databases [4], and using the crowd to conduct user studies

[24]. Crowd-sourcing systems provide these researchers with the ability to gather

large amount of data. Additionally, using crowd-sourcing, researchers can collect

data from populations and demographics they may not have had access to locally,

but that improve the validity and value of their work [36]. This method provides

good experience for EVAP to attract more participants, especially viewers to

involved in contents evaluation in the initial step. Researchers also found that

the most frequently mentioned motives of users participating in crowd-sourcing

are: (1) money, (2) altruism, (3) fun, (4) reputation or attention, and (5) learning

[3]. Based on these motivations, several extra services will be added to keep

encouraging all users, like credit system to enjoy the benefits of the platform and

to get access with more interesting contents or similar users. By this cycle to

keep the efforts sustainable, in order to create an equal environment for amateur

promotion video producers.

5.4 Future Work

As EVAP uses an evaluation system to generate practical feedback by a histogram

with comment tags, allowing producers to inspect the histogram by ten second

time unit, and able to check the comments on every bar. However, there are

more than four basic factors that influence the evaluation result of a promotion
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video. On the other hand, there is only little incentive mechanism to encourage or

stimulate users interests to give evaluating voluntarily. Because not well designed

website or no fresh user interface, only few users would like to click and do evalu-

ation. How to attract more users to do evaluation voluntarily is a future research

topic. Many platforms designed evaluation function only based on what producers

need but forgot to consider about viewers interaction experiences. Things should

not be discarding that for most cases, evaluation result provided by millions of

users. The evaluation function and interaction need to be redesigned based on

how people feel and experienced. Continue this online web service including user

interactive and video evaluation function can be designed and developed by using

multiple sensors or Leap Motion. Through these techniques, the result could help

getting content evaluation closer with daily life. And provide feedback to produc-

ers, creators, investors and of course normal users. Whereby, it could contribute

and heighten the quality of this content society.
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Figure 2: Pre-testing Questionnaire in English
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Figure 3: Pre-testing Questionnaire in Japanese
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Figure 4: Pre-testing Questionnaire in Simplified Chinese
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Figure 5: Pre-testing Questionnaire in Traditional Chinese
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Figure 6: Pre-testing Questionnaire in Korean
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Figure 7: EVAP Poster on KMD Showcase 2015 Spring
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