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1. Summary 
This report updates the COMPEIT value sensitive requirements, based on the 
recommendations in D7.2 Formative Evaluation Report. The requirements were previously reported ion D2.4 Value Sensitive Requirements 1.0. The UX framework developed by Kort 
et al. as described in D7.1 Evaluation Strategy [1, 2, 3] has been used. The methodologies used were largely based on requirements analysis as described by Cooper [4]. The obtained 
insights in the value sensitive requirements provide guidance for COMPEIT platform, component and services development. 
While D2.4 Value-Sensitive Requirements 1.0 focused on children as the target group, this 
report focuses on the target groups described in D7.2 Formative Evaluation Report, which in turn was based on a draft of D8.2 Market Analysis Report. 
D2.4 Value-Sensitive Requirements 1.0. gave clear insights in the structures of the social networks of children in terms of which people are closely related to them and which people are to be found on the outer borders of their social networks, or somewhere in between. 
Furthermore it provided insight in what kinds of activities (ICT and non ICT related) are suitable in these different strengths and intimacy levels in relations and how these social 
relationships and differences therein are closely connected to the different locations and places that children visit with certain frequencies.  
Connecting to others and being able to maintain certain shared activities with these others 
from whom children are (partially) separated certainly provides opportunities for the application of COMPEIT technologies. These opportunities involve direct communication and 
undertaking shared activities such as for example having dinner together or spending quality time as well as being more aware of one’s social network and especially the close intimate relationships therein in terms of just knowing what the other person is doing, how the other 
person is doing and being informed about the other, up to date about the other, and having the feeling that the other person is being near or within reach.  
The main opportunities and application areas identified through this research are technologies that better support natural social interactions (over a distance), that provide better means for being aware of others, places and objects or events and that are better 
tuned to children’s personal interests and provide insights and updates about these interests or enable them to engage in them.  
We repeat the main user values reported in D2.4 Value-Sensitive Requirements 1.0:  

 Relatedness; including involvement, active participation, social support (security and 
safety), privacy issues, pleasure and stimulation and autonomy and control related to 
social contacts; 

 Pleasure and stimulation; closely connected to being able to act and enjoy one’s 
own specific and personal interests by having these interests made easily accessible 
and available with possibilities to share and enjoy them through the right means with 
others, and; 

 Control; in the sense of security (having control of who has access to what 
conversations or message, and which contacts are most important and have what 
rights), but also of personalizing and customizing functionalities to your own interests 
or preferences 
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 An online spreadsheet with functional requirements has been updated and will be continuously updated and used, for specifying and prioritising the list of functional 
requirements and non-functional development targets. 
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2. Introduction 
COMPEIT is a 3-year EU 7th framework project that focuses on a web-based system for 
highly interactive, personalised, shared media experiences by developing technologies that: 

 Enrich social connections; 
 Improve the feeling of being together in one shared space, and; 
 Enhance collaboration whilst being separated in time or space.  

COMPEIT takes the view that Internet-based distribution will transform traditional broadcasting towards higher levels of interactivity and integration with virtual and augmented 
reality, enabled by advanced web technologies and the proliferation of tangible devices. The project addresses Quality of Experience as a key factor in the experience of media 
production and consumption systems. 
Central to the developments of COMPEIT technologies are WP2 User Needs (this work package) and the current deliverable D2.5 Value Sensitive Requirements 2.0. The Value 
Sensitive Requirements were distilled in D2.4 Value-Sensitive Requirements 1.0, and are now updated in this deliverable, based on D7.2 Formative Evaluation Report. This Value 
Sensitive Requirements baseline is input for WP3 (platform and technical frameworks), WP4 (components) and WP5 (services) as well as for WP6 (Piloting) and WP7 (Evaluation).  
The remainder of this report is organized as follows. The introduction continues with a discussion of previous work within WP2. A key element in COMPEIT is that we focus on iterative user-centred design, which centralizes around user-experiences in relation to the 
technologies in development, to enhance the overall quality of experience. Central to the overall quality of experience is the user perspective, what users do, desire, are used to, what 
they find difficult, easy, expect and how to incorporate this in the development of new technologies. The next section (2.1) describes the earlier user research work upon which the work in this document is building. Section 2.2 states the purpose of this report in detail.  
Chapter 2 addresses the theoretical background and methodology used in performing the user research for the formulation of the Value Sensitive Requirements and chapter 4 
concludes with an overview of the Value Sensitive Requirements. Chapter 5 describes the conclusions and advice for how to continue the work on value sensitive requirements throughout the remainder of the COMPEIT project.  Annex A documents a snapshot of the 
online spreadsheet of functional requirements. Annex B brings together the many scenarios that have been developed for previous deliverables, to serve as a single point of reference 
for scenario material. 
2.1. Previous work 
D2.4 Value Sensitive Requirements 1.0 built upon previous user research in COMPEIT, 
resulting in a description of the most important values and requirements for the COMPEIT 
software system.   
 
2.2. Purpose of this report 
The objectives of this Value Sensitive Requirements report and studies are to:  

1. Update the user requirements described in D2.4 Value-Sensitive Requirements 1.0. 
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2. Provide recommendations for platform/component/service development within COMPEIT by formulating the Value Sensitive Requirements based on D7.2 Formative 
Evaluation Report and further user research. In particular a detailed list of functional requirements is included, as Annex A. 
 

The value sensitive requirements research described in this document identifies opportunities for the application of COMPEIT technologies and provides insight in what value 
sensitive and experience aspects and considerations are important in further developing COMPEIT technologies. Chapter 4 summarizes the results of previous research by listing 
application opportunities and considerations and the overall Value Sensitive requirements. Based on a formative evaluation in 2015, and small scale lab studies in between, the list of Value Sensitive Requirements have been updated on a regular basis. 
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3. Theoretical Background 
D2.1 Domain Analysis, D2.2 Ethical Impact Analysis and D7.1 Evaluation Strategy provided 
the theoretical background for the research on Value Sensitive Requirements. More specifically these deliverables together provided an overview of all the current COMPEIT 
interests in ethical values and user experiences. The Value Sensitive Requirements research built on these specific interests and provided further insights in how these interests are 
applicable, expressed and experiences within the defined target group (see D2.4 Value-Sensitive Requirements 1.0), leading to better insight in terms of application area opportunities and a list of value sensitive requirements related to these opportunities.  
3.1. Theoretical background 
The following briefly summarizes an overview of the complete set of ethical values and experiences addressed in this research:  

 
The ethical values found in D2.1 Domain Analysis Report and D2.2 Ethical Impact Analysis 
were: 

1. Privacy should be respected by enabling users to shield themselves from the world 
as well as in choosing what to share and what not to share with the outside world. In 
sharing information, activities, etc. with the outside world users should be able to 
share through appropriate means only what they want and nothing else (e.g. being 
able to change your appearance or environment in audio/video communication). 
Introduction of the COMPEIT technologies furthermore have an impact on and will 
enable new social interactions and dynamics. These (new) social dynamics need 
proper management in respect to privacy preferences. 

2. Security & Safety means become increasingly important when technologies are 
networked and thus provide additional risks for security and safety breaches possibly 
resulting in different forms of harm (financial, physical, psychological, social). Some of 
the information shared though the COMPEIT technologies will be less sensitive while 
other information is very personal and intimate. Users should at all times have insight 
in and be able to control who can access, use, manipulate, share, and control their 
information. Furthermore it should be clear to users who is accountable, who is 
responsible for the data, who owns the data, what legal rights apply and how the data 
is secured. 

3. Trust refers to situations in which one party is relying on the actions of another party 
without having full control over these actions. The COMPEIT technologies can 
contribute to trust in different ways: By good information exchange and provisioning 
between medical staff and patients and their caretakers, giving all people involved the 
feeling of being well-informed and having a clear view on prospects and expectations; 
and by enhancing trust around and during communication through better scheduling, 
information/contact requests and awareness and presence means. 

4. Inclusion & Active Involvement addresses the issue of feeling welcome, accepted, 
treated with respect and being given the opportunity to participate. Good information 
provisioning and communication means will ensure people are well informed, can 
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take part in the decision making process and good communication means stimulate 
active participation and ensure active involvement for all stakeholders. 

5. Human Welfare can be addressed by the COMPEIT technologies by enabling: 
Freedom of choice (acting according to your own interests and needs); giving users 
the feeling of being in control and competent (coping with the illness, treatment and 
maintaining normal life activities); giving reassurance that you are doing good, the 
right thing (having access to the right information and people); enabling people to 
maintain structure in life and cope with this structure; and by enabling the feeling of 
still being part of the rest of the world. 

6. Social Well-being indicates a state of being connected to others and feeling well in 
this connectedness. The COMPEIT technologies can largely enhance ‘being 
connected’ through sharing and discussing experiences and information and 
supporting a wide range of shared activities with others in more intimate and 
immersive ways. Indirect communication means providing awareness and presence 
information that further enhance the feeling of being well-informed about and 
connected to others. Such means are very important in finding social and emotional 
support. However, contextual influences and (new) social dynamics need to be 
carefully taken into account to avoid misinterpretation and conflicts emerging in the 
communication. 
 

Additional User Experiences from the UX framework described in D7.1 Evaluation Strategy 
[3] are to be found in Meaning, the category of experiences related to the higher order 
human needs. Meaning refers to how people create, re-create and experience meaning in 
relation to products/service, especially in daily life. Meaning goes beyond mere product 
interactions and beyond the direct fulfilment of desires and needs related to interactions with 
a product or service. Meaning is designed by considering what value should be created when 
a product/service is used in everyday life and how to address this in product/service 
interaction in terms of value of functionality. The other categories of experiences addressed 
in the UX framework, Interactics (closely related to the interaction with a product/services) 
and Aesthetics (closely related to the form and perceived design of a product/service) 
indicate experiences related to the actual design (concepts) of products and services which 
are not the focus of this research. The focus of this research is to identify the exact 
application opportunities, functionalities and the Value Sensitive Requirements matching 
these opportunities and functionalities. Meaning from the UX framework lists the following 
important experiences: belonging/relatedness, autonomy/Independence, 
competence/affectance, self-actualization, self-esteem/respect, popularity/influence, 
pleasure/stimulation, security/control, physical thriving/bodily and money/luxury [3]. 
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3.2. Target group for Value Sensitive requirements  
 

Work in D2.2 Domain Analysis Report was focused on hospitalized children. It was decided 
to scale up this target group towards a wider target group of children aged 10 to 16 in 
general, and to distributed families in general. Note that COMPEIT also targets distributed 
organisations, as described in D8.2 Market Analysis Report. 
The reasons for doing this were firstly the fact that the COMPEIT service development 
applies to a larger public, not only hospitalized children. Secondly, values and needs that 
apply to the general population of children between 10 and 16 will also apply to hospitalized 
children when considering the things they find important in daily life, their social relations and 
activities. The differences are mainly to be found in how these values and needs are 
currently addressed in these two different situations (e.g. a hospitalized child will have higher 
needs and more difficulties with maintaining social relationships, connections to the ‘outside’ 
world and shared activities with others from their social network compared to healthy children 
and often have lower levels of energy to undertake activities). From earlier work insight in the 
specific needs of hospitalized children is already available and can be incorporated later on.  
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4. Value Sensitive Requirements 
This chapter updated the value sensitive requirements as reported in D2.4 Value Sensitive 
Requirements 1.0, updated based on the recommendations in D7.2 Formative Evaluation Report.  
Privacy 
Children want their privacy safeguarded in terms of physical, behavioural and emotional 
privacy.  
Physical privacy is related to personal circumstances such as being naked, visiting the toilet, 
showering, etc.  
Behavioural privacy relates to being able to perform your own private behaviours without 
anyone observing these such as sleeping, alone time in your room, doing things not allowed 
by your parents, having private conversations with someone, not feeling sociable and 
wanting to be alone listening to music and relax a bit, etc. 
Emotional privacy relates to being able to be on yourself without others eavesdropping when 
you have a conflict with them or when you are angry with that person, when someone 
interrupts or eavesdrops while you are hanging out with someone he/she doesn’t like, when 
feeling moody or emotional (negative emotions) that you don’t want to share with others. All 
of these privacy concerns go for close and intimate connections as well as for people you are 
hardly connected to. In the essays emotional privacy is being mentioned in the sense that 
children do not want others to see their messages, for example private messages between 
them and their parents.  

 
Value sensitive requirements and guidelines for developers:  

 Consider privacy means and management for visual/video/picture information in/for 
personal spaces such as the toilet and bathroom. 

 Consider privacy means and management for audio information (during 
conversations) in/for personal spaces such as the toilet and bathroom.  

 Consider privacy means and management in terms of being available or not for one’s 
own room or living room according to user preferences belong to the current user 
state (e.g. sleeping, wanting to be alone, only reachable for emergencies), and the 
differences in how social relations are experienced (e.g. close intimate relation 
compared to weak, distant relation that indicate different levels of availability and 
implementation design).  

 Consider privacy means and management for others ‘overhearing’ communications 
and/or activities and make these insightful to a user, depending on the relationship 
with the ‘other’ and the user’s current state (e.g. what a user is willing to share and 
what not in terms of awareness information, direct communications, etc).  

 Consider privacy means by giving an option to assign and manage certain levels of 
security to different contacts. 
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Security & Safety 
Children feel secure and safe when they find social support in situations such as being hurt, 
injured, in pain, being nervous, stressed, in a conflict with someone else and someone 
around them is there, present. Children indicate to feel especially well connected socially to 
this other person in these situations. It gives them a secure feeling, a feeling of being popular 
and being able to cope with the situation. In both the diary and essay study, children mention 
feeling secure and safe if they can easily contact their parents.  

 
Value sensitive requirements and guidelines for developers:  

 Consider making communication means available that enable children to easily find 
social support by contacting others.  

 Consider making awareness means available that enable others to be aware of a 
child’s (possible) need for social support and connect these to communication means 
to act and provide social support.  

 Consider making awareness means available in which the child is aware of the 
presence of others, for example their parents, in stressful or hurtful situations. 
 

Trust 
Trust is not explicitly addressed in the diary study, nor by the children participating in the 
essay contest. Though, indirectly we could say that trust is an important issue in close social 
connections, in providing a secure and safe feeling, in preventing children from being alone, 
and in privacy considerations as well. Trust has to do with expectations you have from others 
in terms of support and a desire for connectedness as well as the other way around.  

 
Value sensitive requirements and guidelines for developers:  

 Consider providing support for children to easily contact someone they trust, or just 
be aware of their presence, in situations where they feel unsafe or incapable or in 
situations in which they feel alone. 
 

Inclusion & active involvement 
Children, especially the younger ones, do not have much influence on their own movements 
in terms of location as well as in terms of with whom they spend time at specific moments. 
This changes somewhat when they get older. What provides children the means to have 
more influence on their own social connections are social media? Text messaging and social 
media applications are by far the most used among ICT means available, followed by 
telephone calls and audio/video communication. But as stated earlier, these means  lack the 
correct levels/intensity of connecting to others. It would be interesting to develop products 
and services that focus on this lack of good support for maintaining intimate contact and 
shared activities that are so common to children in their daily lives (e.g. hanging out, talking, 
playing, having dinner/lunch, etc.) and make them less dependent and more involved in 
these activities and connections. Better means for awareness to arrange these contacts and 
shared activities would also offer support and better possibilities to connect and perform 
shared activities with others at right moments, making children less dependent on their 
surroundings and parent(s). This support consists of having better insights in what others are 
doing (e.g. are my friends playing at the school playground). Furthermore it can strengthen 
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the connections a child has with others close to them, by providing awareness or creating a 
sense of closeness and togetherness. This could be in terms of, for example, ‘what is my 
other parent doing’ (after a divorce), what is going on at school, etc. Thirdly, children like to 
have insight in the things that have their interest, such as for example the horse stables, their 
fish tank, interests such as famous people, their soccer team and matches/training sessions, 
etc. or places they can normally not visit based on their interests (e.g. the bottom of the 
ocean, the Caribbean, Syria (war), etc). All these means will create possibilities for them to 
be more involved and to more actively participate according to their own interests. Physical 
work or training or competition with others or even shopping or visiting a fun fare with others 
is highly valued by the children in the diary study. In the essay study children also described 
situations in which they interact with a group, for example going to the beach. However, in 
the inventions they described in their essays, they mainly described one-on-one contacts and 
messaging. 

 
Value sensitive requirements and guidelines for developers:  

 Consider providing support where children see what other are doing and have means 
to get involved in these activities, possibly even physically, in a shared space with 
others, which can be customized to fit existing places or personal interests for 
activities.  

 Consider providing more natural communication means resembling face-to-face one-
on-one contact closely.  
 

Human Welfare 
Many of the identified UX aspects addressed in the category of experiences called Meaning 
are applicable or can be summarized under human welfare. In the following the following 
aspects are briefly addressed: Autonomy - independence; Competence - affectance; Self 
actualization; Pleasure - stimulation; Physical - bodily thriving, Control - safety; Money - 
luxury; Self esteem - respect.  

 
Autonomy - independence 
As briefly mentioned earlier, children’s daily structures are often set by outside agents (e.g. 
things that need to be done such as going to school and the parent(s)). Children could be 
given more autonomy and independence by providing means that help them to cross 
distances to connect to others in easy and flexible ways and at times that suit them. Also 
closely related to their daily structures and activities (developing things unconnected to these 
daily structures and activities will result in failure in design because there simply is no time to 
use them in that case, it’s not tuned to their interests). Children in both the diary and essay 
study describe situations that they are on their own but are glad to be able to be in contact 
with others, just for support and in order to remain autonomous or independent. Of course, 
with age and stages of development children will learn to function more autonomous and 
independent and would value this increasingly, but they will still need support from their 
parents and others to maintain and proceed at this level of autonomy or independence.  
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Value sensitive requirements and guidelines for developers:  
 Consider the functionality of COMPEIT technologies and how these fit and support 

daily structures and activities of children.  
 Provide more autonomy and independence to children to manage their own social 

contacts and activities by giving them the insight needed to start communication and 
activities and the means to easily get involved in these.  
 

Competence - affectance 
Children indicate to feel competent (things are exactly going the way they want them to go) 
when they succeed in for example exams, tests, experiments at school, etc. These are 
individual activities in which they can feel competent (or the opposite; incompetent) but in 
some circumstances feelings of competence are closely related to social activities and 
situations as well. For example when one’s teams wins a soccer match or the team becomes 
champion and you celebrate together. When you’re in a conflict and your teammates or 
classmates take your side, you feel strong, full of confidence, etc. Experiences related to 
competence and affectance mentioned are feeling victorious, proud, confident, successful, 
appreciated, acknowledged by others, etc.  

 
Value sensitive requirements and guidelines for developers:  

 Make children feel competent by making it as easy as possible for them to act in 
communications and activities so they feel fully in control. 

 Make sure COMPEIT technologies address the right knowledge levels and aptitudes 
of their users to create a feeling of competence in connecting to others.  

 Provide activities that are completely tuned to the user’s knowledge levels and 
aptitudes to create a feeling of competence.  

 Competitive elements can be used in activities between groups of people when they 
need to work together to reach a goal.  

 Consider providing means to ‘celebrate’ victory or positive outcomes of activities in 
meaningful ways. For activities supported with ICT means as well as activities 
performed in groups or individually in daily life.  

 Provide means to acknowledge, appreciate and ‘celebrate’ successes of users to 
their social network and take into account the specific relationships here (e.g. team 
mates but not the world).  
 

Self actualization 
Self actualization depends on multiple of the other values or meaning experiences address in 
this section about Human Welfare. It’s about growing towards a desired goal/person about 
what you want to become and if you manage to follow a path towards it. All other aspects are 
important in this respect and will contribute, so we will not address this aspect specifically 
and in detail.  

 



 
© COMPEIT consortium         page 19 of 48 

Pleasure - stimulation 
Feeling pleasure and being stimulated is mentioned very often and is highly appreciated. 
Pleasure and stimulation is experienced during interactions with others and in performing 
shared activities as well as in activities related to personal and individual interests. Some 
examples of these shared activities are: To hang out with others (e.g. talk, have lunch/dinner 
together, listen to music, watch videos, act weird together, have personal conversations, etc); 
To actively engage in a shared activity (e.g. to play games or sports together with others, to 
play outside; swimming, going to a theme park, etc); And to engage in an individual or 
personal interest (e.g. ‘visit the horse stables, a soccer stadium/match/training, the 
Caribbean, look at the latest fashion in the mall, your own fish tank, visit places you have 
never been to or cannot go, etc). Sometimes these individual interests are connected to 
social situations as well (knowing what other do or where they are so you can seek them out, 
contact them, plan something or just know how they are doing).  

 
Value sensitive requirements and guidelines for developers:  

 Consider providing means to share personal interests with others supporting natural 
communication, interactions and social dynamics (e.g. listening to music, watch a 
movie, showing things and communicating and hanging out with each other in a 
natural way).  

 Provide interesting activities and adventures (also physical) in which users can 
naturally engage with others without having the idea of interacting with or through 
technologies.  

 Provide insight and means to explore and engage in one’s personal interests easily 
(e.g. peaks on objects, others and in spaces that are of importance to users) and 
provide means to engage in or with these objects, others and spaces when suitable.  
 

Physical - bodily thriving 
Many of the children like to play outside (in good weather such as during the diary study). 
They often do this with groups of friends and are involved in physical activities such as 
skating, playing soccer, horse riding, other sports, etc. Somewhat older children also hang 
out in groups but less connected to physical activities (e.g. going to the shopping mall). 
Children in general do feel good during physical activities and appreciate them, often 
because it is closely related to interacting with others such as their friends or family.   

 
Value sensitive requirements and guidelines for developers:  

 Consider ICT means that engage children in physical activities on themselves as well 
as with others.  

 Consider the implementation of touch (e.g. hugging, cuddling, reassuring) in a natural 
manner.  
 

Control - security 
From the diary study data children seem to be quite dependent in terms of planning of 
activities and contact moments with others in time on their daily obligations and their 
parent(s). There is not much room for them to decide themselves when to for example play 
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or when to have contact with someone else important to them. The latter because distance is 
often an issue and these contact moments are often planned with the help of parents. 
Children do not indicate directly they have a need for more control over their activities and 
contact moments but from the research data it seems beneficial to them to provide a little 
more freedom in the times that are not reserved for other obligations to provide the possibility 
to do shared activities and have contact with others more independently and through better 
means than currently available. This becomes clear when they are asked which spaces they 
would connect with each other through a magic door for example, indicating the need for 
more flexible means to connect and do things with others. The essays show that children 
prefer having control over their contacts with others far away by being able to talk to them or 
send, or receive, messages when it is convenient for them or when they are in need for 
(practical) support.  
Security is already addressed earlier in the ethical values. Children feel safe and secure 
when they find social support in situations in which they feel alone, hurt, are injured or having 
a conflict with others.  

 
Value sensitive requirements and guidelines for developers:  

 Enable children to engage in communications and activities (over a distance) 
according to their own planning and preferences. Synchronous as well as 
asynchronous.  

 Consider the different kinds of communications and activities children can engage in 
in the context or location (living room, own room, somewhere else, also consider the 
privacy needs of other stakeholders not included in this research in these locations) 
and the needs for different types of communication in the context of their social 
relation to someone else.  
 

Money - luxury 
In general money and luxury are not important considerations mentioned by children. Some 
children indicate they would like to have something expensive (such as a big television set, 
the latest games and gaming consoles, a big fish tank, their own pony, etc). but these 
desires are very much related to their individual interests, they are a means to an end which 
is often related to what they enjoy (often at this moment in a somewhat different way). They 
do not indicate to actually miss these things and to actually need them. The essays also do 
not mention money or luxury items. The inventions created mostly are simple and practical. 
Connecting with other in a fun, natural and practical way seems to be considered more 
important.  

 
Self esteem - respect 
Children indicate to experience self esteem and respect when they are performing well. Such 
as winning matches, performing well on a test or having the feeling that a specific activity is 
exactly going as they want (e.g. getting your way with a stay-over or when feeling in control 
of a situation or event). They are proud of themselves in these situations and feel 
appreciated by others as well. They can also be proud and gain self esteem and respect 
when helping out others and observing this is appreciated. Self esteem and respect is 
affected negatively when failing in things (e.g. an English test), not being able to act 
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according to your own needs (having no control over a situation or event or need to 
successfully fulfil it such as missing the other parent in case of divorce or not being able to 
see their half-brother/sister).  

 
Value sensitive requirements and guidelines for developers:  

 Provide ICT means to help others out in reaching a goal, together undertaking 
something, coaching, providing support, etc.  

 Prevent children from having the feeling of not being able to properly connect to 
others or not being able to use communication means correctly. Enable easy 
communication that is always successful in some way and recognized by the other.  
 

Social Well-being 
When looking at the social circles, places visited and the daily overviews of children one 
finds that the social contacts are often related to the places visited. Meaning the places most 
visited often contain the people they feel closest to. This is a well known fact in sociology, 
that social connections are often location based, the closer you are together in location, often 
the more intensive the social connection. What happens when this changes? When social 
relationships get disrupted in terms of enlarged distance for example (parents get divorced, 
due to moving to a different place (you or your relation), etc. this affects how children feel 
about their social relations (missing the other, feeling alone, sadness, being deprived from 
intimate contact (e.g. hugs), being deprived from having fun with others, feeling bad). 
Providing more control for children to manage these social connections, less dependent on 
space and others to cover distances and tuned to the right shared activities and needs 
therein absolutely provides opportunities for technological applications supporting this. Social 
media and other ways of connecting are used, but do not completely provide suitable 
solutions and thereby do not lessen the negative experiences related to being deprived from 
social contact with others.  
Shared activities performed with people or groups of people from different circles differ over 
these circles as already described. When supporting contact and shared activities for these 
different social circles it is important to tune into the right levels of sharing in terms of 
activities as well as the suitable social dynamics and intimacy level required.  
Children clearly need means to manage social contact and activities as well. Sometimes they 
want to engage in social communications, sometimes they want to be alone or just with the 
ones they share a moment with without interruptions and sometimes they simply don’t want 
to connect to someone else because of for example a conflict.  

 
Value sensitive requirements and guidelines for developers:  

 Consider providing communication means and means for activities that near natural 
communication as discussed above.  

 Provide intimate communication means for close intimate relationships containing 
visual/video and audio information and tactile exchanges and relevant context 
information supporting the ongoing activities. Providing this information is mainly 
bound to personal spaces, such as living rooms and children’s own rooms (consider 
privacy needs of other stakeholders as well, not part of this research). Activities that 
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should be supported are ‘hanging-out’ together, having dinner, watching television, 
etc.  

 Provide awareness means to support these relations that give children the feeling ‘the 
other is near, in the same room’ and state something about how the other is 
doing/feeling.  

 Provide shared (physical) activities for relations from the middle social circles that fit 
children’s interests, playing with each other and team/group play.  

 Provide awareness means for children that provide suitable insights in the contexts of 
others to initiate different levels of communication (e.g. synchronous, asynchronous), 
planning of communications or activities and/or anticipation on activities (e.g. going to 
the playground because my friends are there) 
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5. Conclusions and Discussion 
This chapter summarises in section 5.1 the value sensitive requirements as reported in D2.4 
Value Sensitive Requirements 1.0, their implications and the most important values, 
requirements and recommendations for technical developers in WP3-WP5. Section 5.2 
addresses how the results from this deliverable will be handed over to the technical work 
packages to further develop COMPEIT functional requirements. Section 5.3 focuses on the 
value of this deliverable for iterative prototype development and input for further evaluations 
and section 5.4 concludes this report with considerations for future work.  
5.1. Results, Values, Requirements and 

Recommendations for Developers 
The results reported in D2.4 Value Sensitive Requirements 1.0 indicated how children live 
their daily lives, what is important to them and what is less important, what they miss in daily 
life and how they would like to see the missed aspects integrated as part of their lives, 
especially when considering social relations and activities with others. The results indicate 
their needs and interests are mainly focused on social relations, activities and personal 
interests. These results, especially when interpreted in the context of the earlier identified 
values and meaningful, higher order experiences from the UX framework, indicate 
possibilities to develop COMPEIT technologies and services tuned to children’s specific 
interests, different social relations and different social locations. Furthermore, these results 
were the first steps towards identifying concrete functionalities that should be supported.  
 
The main values found important in D2.4 Value Sensitive Requirements 1.0 were: 

 Relatedness; including involvement, active participation, social support (security and 
safety), privacy issues, pleasure and stimulation and autonomy and control related to social contexts, and better means to support this in having contact with people in the 
child’s inner and middle social circles over a distance, and; 

 Pleasure and stimulation; closely connected to being able to act and enjoy one’s own 
specific and personal interests by having these interests made easily accessible and available with possibilities to share them through the right means with others. 

 Control: in the sense of security (having control of who has access to what 
conversations or message, and which contacts are most important and have what rights), but also of personalizing and customizing functionalities to your own interests 
or preferences 

For both these ‘general’ values identified as important many concrete examples were 
mentioned (e.g. activities, spaces/locations for specific activities, social interactions and with whom, etc. and specific needs in these areas) in the chapters before that indicate what functionalities would be useful to implement and support with COMPEIT technologies and 
services. These technologies focus on three identified main categories: social interactions, awareness means and personal interests (see chapter 4).  
Furthermore, a clear connection between the values identified in earlier research and how they apply in practice was made in the form of a Value Sensitive Requirements that 
developer can take into consideration (see chapter 4). Based on these Value Sensitive 
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Requirements functional requirements will be described according to the table below, were shared with and accessible to the COMPEIT project team. The full list of functional 
requirements is provided as Annex A. 

Table 2 – Example table for managing the functional requirements. 

ID Title Description User Needs Technical Feasibility Project/ Business 
relevance 

Calculated Priority Responsible 

0001 Audio/ video communication Communication means to support one on one or 
group communication 
between 2 spaces (living rooms, own/ private 
room/ space), for close 
relations. 

5 5 5 5  

0002        

The spreadsheet includes the Requirement ID; the Requirement Title; a brief description of 
the requirement and its context (e.g. specific place or relationship to other person); Scores indicating the important to users, technical feasibility and project/ business relevance; a 
calculated priority that is based on these three scores, and the work package or partner responsible for implementation of the requirement in a specific component or technology. In addition the spreadsheet will contain extra columns to provide comments, and the source of 
the requirement (e.g. DoW, D2.4, etc). 
5.2. Handing Over of Results 
The value sensitive requirements described in this report informs the creation of the detailed global requirements list, which in turn is used as input for defining technical development plans, so called sprint plans These updated requirements will be continuously updated by all 
work packages. 
This will help to transfer the updated functional requirements and to formulate and choose 
concrete functionalities that the COMPEIT technologies will support based on the insights in values and desired functionalities, balanced against technical feasibility and project/business relevance. 
5.3. Input for iterative prototype development and 

evaluations 
As described in the introduction (Chapter 2) the requirements will serve as input for: 

 Prototype development in the technical work packages and; 
 Evaluations within the experience lab and piloting in WP6 and evaluations in WP7 in 

terms of a more concrete formulation of values and sub-variables to evaluate on.  
The input of children will be continuously used to evaluate the developed COMPEIT 
technologies and to update the value sensitive requirements and the functional requirements. In order to do so we will make use of:  
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 Children’s user panel; The children that have participated in this study and the children that will participate in future studies and testing will become part of the 
COMPEIT children’s user panel. 

 Functional requirements spreadsheet with requirements in order of priority.  
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5.4. Considerations 
When interpreting the results and requirements above the following considerations should be 
taken into account. 
Considerations when the users are children 
The role that children can play as active contributors in technology design is being 
increasingly acknowledged [5-10]. Druin [6] defines four roles that children can play during technology development, that these roles have evolved over time and that children play 
increasingly active roles in technology development.     

 
Figure 9 - Four roles children can play during technology development, according to Druin 

(2002). 
Fails et al. [10] concludes that nowadays “children can and should be involved in the design of their own technology, not only because this empowers children, but also because children’s involvement leads to a diversity of ideas that may not exist if they are not on our 
design teams”. 
Within the COMPEIT project we included children in an early stage of design, by doing the 
diary studies and the essay assignments. Both these studies were used to gain insight into the needs and important values and requirements for children. 
When developing technology for children and doing research with children, it is important to 
adjust technology and information to their developmental level of understanding and capabilities, and to involve parents.  
As described above, these findings can be used for the prototype development and evaluations within the COMPEIT work packages. It is advised to use these insights in values and functionalities during the prototype development and interactively test these with the 
users during the development phases. For example by testing concept ideas, prototype interactions, etc. through different prototype methods such as story boarding, wizard of oz 
experiments, etc. This is in order to gain insight in how children really experience their own ideas and solutions and to check it with them through experience and practice. 
Considerations for future work 
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In summary, the results and requirements lead to the following considerations for future work within COMPEIT: 
 The updated value sensitive requirements described in this report and the functional requirements, provide input for development of D3.7 Second Prototype, updating 

D6.1 Experience Lab, and for D7.3 Final Evaluation Report. 
 A children’s user panel will be frequently asked for input during the different phases of 

connected media development in COMPEIT. 
 An online spreadsheet with functional requirements is continuously updated. 
 Parents and other stakeholders will also be consulted as co-users. 
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Functional Requirements 
This annex is an extract of an online spreadsheet of global requirements, that is continuously 
updated by all work packages. Some of the early requirements were overall requirements that still had to be broken down into more specific requirements to inform decisions on what 
to develop first. Inherent in this approach is that requirements will appear at varying levels of details, and they may sometimes even be conflicting. 
The “calculated priority” helps to sort the list in order of likely overall importance, considering both, user, technical and project/business perspectives. However, this is just an indication of what might be more important to start with, and often a selection of requirements are singled 
out for inclusion in the next development sprint. The online spreadsheet easily supports adding extra columns for that purpose. The online spreadsheet sometimes links to more 
detailed online documents for a requirement, in order to not clutter the main list with too much detail. 
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Piloted requirements 
This list highlights requirements from the global list, that were piloted in D6.2 First Pilot. They are fully implemented. 
ID Title 

Description (note: 
user-level 
functionality) 

User 
Needs 

Technical 
Feasibility 

Project / 
Business 
relevance 

Calculated 
Priority Source 

3006 Email 
Registration 

When registering a 
user account, a 
valid email address 
should be required. 
An email with a 
random number 
should be sent to 
that email address, 
requiring the user 
to copy it to the 
email into the 
registration form, in 
order to complete 
the registration. 

4 5 5 4.0 
ERI 
Joakim 
141218 

3008 
Encryption 
between browser 
and server parts. 

The confidentiality 
and integrity 
between the 
browser parts 
(Javascript) and 
server parts (eg. 
NodeJS) must be 
ensured. 

5 4 5 4.0 
ERI 
Joakim 
141218 

4201 Immersive 
Spaces 

Audio/video 
communication 
that nears real life 
communication 

5 4 5 4.0 D2.4 

4213 
Life sized people 
represented in 
communication 

People should be 
represented life 
sized to keep the 
audio/video 
communication as 
natural as possible 

5 4 5 4.0 WebTable 
experiment 

5301 
Live Media 
Mixing - Shared 
Spaces 

Develop shared 
media spaces as 
part of BPS using 
Chroma Keying  

5 4 5 4.0 DoW WP4, 
WP5 

4407 Information 
Agent 

Information states 
to be efficiently 
shared between 
users 
in a common 
service session 

4 4 5 3.2 DoW WP4 

5101 
Shared Media 
Consumption- 
multiple devices  

Integrating different 
types of devices, 
TVs, smartphones 
and “larger” 
computers. 
Utilizing several 
devices for 
consumption to 

4 4 5 3.2 DoW WP5 
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create a better 
user experience 

5201 Tangible 
Interaction 

New and novel 
types of devices, 
for interaction, 
presentation and 
notification. 

4 4 5 3.2 D2.4 

4203 SharedSpace 

Multi-party 
communication 
and collaboration, 
where the 
background can be 
ignored and all 
video streams can 
be mixed together 
against a common 
background image 
or video. 

5 3 5 3.0 DoW WP3, 
D4.4 

4402 
Manage Access 
to 
Rooms/Sessions 

Having control of 
who has access to 
what conversations 
or message, and 
which contacts are 
most important and 
have what rights 

4 4 4 2.6 D2.4 

4218 Resize 

Ability to reposition 
and change the 
size of a 
participant, within 
SharedSpace 
(4203) 

4 3 5 2.4 D4.4 

5103 Invitation To Join 
a Room  

Anyone in a room 
should be able to 
invite the room 
owner or any other 
person/circle that 
has acess to that 
room. If the 
corresponding user 
is logged on, a 
pop-up should 
appear, otherwise 
an SMS should be 
sent with a link to a 
mini-panel that 
allows to accept or 
decline the 
invitation. 

4 3 5 2.4 
Common 
in e-
meeting 
systems 

5302 New Media 
Creation 

Inject user-
generated media 
into service 
sessions. 

5 2 5 2.0 DoW WP5 

4216 PixelPresence 
Privacy-friendly 
video transmission. 
that pixelates the 
own video. 

4 3 4 1.9 D4.4 

4305 Discrete Remote 
Status 

Eg. Little 
Polyhedron, 
Tangiball 

3 4 4 1.9 Espoo 
mindmap 
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5003 Customization & 
Personalisation 

For example 
individual 
adjustment of 
audiovisual 
sources, look&feel 
etc. 

4 3 4 1.9 D2.4 

5007 Social 
Interactions 

Ability to interact 
with other persons. 4 3 4 1.9 D2.4 

5008 Interactive 
Activities 

Shared apps for 
joint use by all in 
the same meeting 
room. 

4 4 3 1.9 D2.4 

4301 Wearable Device 
Support for proxies 
and devices that 
can be carried 
around. 

3 3 5 1.8 D2.4 

4108 Virtual Camera 
Consumption-side 
controlled dynamic 
modifications of 
video streams. 

4 2 5 1.6 DoW 

4204 Spatial 
Connectedness 

Needs to be made 
concrete as more 
detailed 
development 
targets (see DoW) 

4 2 5 1.6 DoW WP4 

4206 
Local and 
Remote Space 
Integration 

Creating the 
illusion that the 
own physical 
environment 
blends in with other 
participants local 
environments and 
virtual parts. 

4 2 5 1.6 DoW WP4 

4217 Point&Paint 
Ability to add a 
drawing on top of a 
video 

3 3 4 1.4 D4.4 

4306 Tangiball smart 
object 

Encapsulate each 
Tangiball as a 
smart object with a 
single binary input. 

3 3 4 1.4 D4.3 

4403 
Pro-Active 
Feedback from 
System 

The system sends 
information about 
other users (if 
authorised). 

3 3 4 1.4 D2.4 

4302 Social Tangibles 
Needs to be made 
concrete as more 
detailed 
development 
targets (see DoW) 

4 2 4 1.3 DoW WP4 

4303 Physical Proxies 
... and non-
conventional 
displays. 

4 2 4 1.3 DoW WP4 

4304 Multi-Device 
Interaction 

Ability to easily 
duplicate a 
meeting session 
(or part of it) to an 
additional device. 

4 2 4 1.3 DoW WP5 

4412 Information 
Agent Emotion 

Analyse audio to 
detect voice 4 2 4 1.3 D7.2, D4.2 
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Recognition from 
Audio 

features that are 
emotion-significant, 
generate input to 
Information Agent 

4212 Remote Control 
Ability to modify 
the physical 
environment of 
others. 

3 3 3 1.1 Espoo 
mindmap 

4311 
Smart Objects - 
Outside 
Meetings 

Ability to authorize 
specific users to 
have access to the 
outputs or 
outputs&inputs for 
a specific own 
smart object. 

3 2 4 1.0 D4.3 

4409 
Information 
Agent Emotion 
Recognition - 
Manual 

Ability for a user to 
indicte current 
emotional state 
(mood) 

1 4 4 0.6 D7.2, D4.2 
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Demonstrable requirements 
This list highlights requirements from the global list that were NOT piloted in D6.2 First Pilot. They are fully implemented. 
ID Title 

Description (note: 
user-level 
functionality) 

User 
Needs 

Technical 
Feasibility 

Project / 
Business 
relevance 

Calculated 
Priority Source 

4401 
Information 
Agent Own 
Availability 

Having control 
stating what your 
availability is 

5 5 4 4.0 D2.4 

3003 
Tracking for 
Augmented 
Reality 

Tracking means 
locating a moving 
object (or multiple 
objects) on a video 
stream. The objects 
may be predefined 
images (markers) or 
any objects that are 
tracked based on 
their features.)t 

4 4 5 3.2 DoW 
WP3 

5403 
Augmenting 3D 
content into 
video stream  

Rendering a 3D 
object to a place 
detected in the 
scene (by markers 
or 2D/3D feature 
sets) 

4 4 5 3.2 DoW 
WP5 

5402 Mixed Reality 
Advertisements  

A user sees a video 
that has hotspots 
marked when some 
products are shown 
on the video. User 
can click a hotspot 
and see extra 
information about 
the product  

4 4 4 2.6 DoW 
WP5 

4104 Eye-Tracked 
Viewpoint 

Controlling the 
virtual camera based 
on user gaze 

3 5 4 2.4 Espoo 
mindmap 

4102 Virtual Camera 
Vantage Point 

Full 3D selection of 
camera vantage 
point 

4 2 5 1.6 DoW 
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Future Work 
This list highlights requirements from the global list that are not fully implemented yet, but some are already partially implemented. The list describes desirable development in 
indicative priority order. It does NOT specify what will be in D3.7 Second Prototype, but gives an idea what will be considered first, at a fairly detailed level. Development occurs in sprints 
within T3.4 Integration and System Testing, which are short-term development activities that define their own development targets. 
When you read this document, some of these requirements are likely to have been 
implemented and can be demonstrated. 

ID Title 
Description (note: 
user-level 
functionality) 

User 
Need

s 
Technical 
Feasibilit

y 

Project / 
Business 
relevanc

e 
Calculate
d Priority Source 

301
7 Reliable Reboot 

Ensure that the 
COMPEIT system 
restarts properly after 
the server reboots. 

5 4 5 4.0 D7.2 

301
4 

COMPEIT Portal 
Facelift 

Improved look&feel of 
the COMPEIT portal 
(the level above the 
rooms) 

5 4 4 3.2 D7.2, TNO 

302
1 Easy Download 

Ensure that Open 
Source components 
are easy to find, 
download, install and 
use. 

4 4 5 3.2 D7.2 

510
8 

Unconventional 
Displays 

Register 
unconventional 
displays (like 
Tangiball, LED 
Matrix, Little 
Polyhedron, Softwall) 
that belong to the 
user and make it 
easy to connect 
available smart 
objects to them. 

4 4 5 3.2 D7.2, D5.1 

500
5 Relatedness  

Including 
involvement, active 
participation, social 
support (security and 
safety), privacy 
issues, pleasure and 
stimulation and 
autonomy and control 
related to social 
contexts, and better 
means to support this 
in having contact with 
people in the child’s 
inner and middle 
social circles over a 
distance 

4 4 5 3.2 D2.4 

530
3 

Collaborative 
Media 

Creating a web based 
environment for 5 3 5 3.0 DoW WP5 
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Productions mediating presenters 
to others and mix 
produced content 
from different 
producers in real-
time. 

301
5 

Reliable 
Audiovisual 
Streams 

Improve the reliability 
of setting up 
audiovisual streams 
in a meeting session. 
Test with unreliable 
and port-filtered 
Internet access. 

5 3 5 3.0 D7.2 

301
8 

Personal Data 
Protection 

Ensure that all 
personal data is 
under authorisation 
control 

5 3 5 3.0 D7.2, TNO 

410
5 

Virtual Eye 
contact 

People should have 
the feeling of having 
eye-contact while 
communicating with 
others 

5 3 5 3.0 
WebTable 
experimen
t 

421
4 

Automated 
Sharedspace 

Make background 
removal (consider 
using static 
background removal, 
it will take care also 
of monochrome 
backgrounds) and 
Resize as automatic 
as possible, 
distributing 
participants spatially. 

5 3 5 3.0 D7.2, D4.4 

421
5 

Aspect Ratio 
Limitation 

Let each person 
specify the maximum 
acceptable aspect 
ratio limitation for 
Resize. Some 
actually prefer this to 
be zero! 

5 3 5 3.0 D7.2 

540
4 

Adding virtual 
objects to remote 
environment  

A user sends a live 
video from her home 
to a friend. The friend 
selects an interesting 
object from the video, 
and links a 3D object 
to it. The object may 
be a new sofa to 
replace the real sofa 
in the video, or just 
an arrow showing 
where the microwave 
oven is started 

4 4 4 2.6 DoW WP5 

540
5 

Sharing virtual 
objects over 
network 

A user has a 3D 
model that she wants 
to show to her friend. 
Using some 
COMPEIT service, 
she links the object to 

4 4 4 2.6 DoW WP5 
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a marker. She has a 
marker in her hand, 
probably printed on a 
piece of paper. 
COMPEIT service 
recognizes the 
marker, and 
augments the virtual 
object on top of the 
marker on a video 
stream seen by a 
frind. 

301
1 

Recording of 
COMPEIT 
sessions 

The ability to record 
any visual source in a 
COMPEIT session, 
using Kurento. Also a 
per-user media 
discovery function 
that enables to 
retrieve any recorded 
media for that user, 
as a visual source in 
a new COMPEIT 
session. 

4 4 4 2.6 D7.2 

431
0 

MeetingRoomNo
w smart object 

Encapsulate each 
MeetingRoomNow 
device as a smart 
object with suitable 
outputs (occupancy 
level). 

4 4 4 2.6 D7.2, D4.4 

441
0 

Information 
Agent Location 

Detect the location of 
the user, generate 
input to Information 
Agent 

4 4 4 2.6 D7.2, D4.2 

500
6 

Pleasure & 
Stimulation 

Closely connected to 
being able to act and 
enjoy one’s own 
specific and personal 
interests by having 
these interests made 
easily accessible and 
available with 
possibilities to share 
them through the 
right means with 
others 

4 4 4 2.6 D2.4 

431
2 

Smart Objects - 
In Meetings 

Ability to authorize 
specific participants 
in meetings to have 
access to the outputs 
or outputs&inputs for 
a specific own smart 
object. 

4 3 5 2.4 D4.3 

440
4 

Information 
Agent Presence 
& Activities 

The information agent 
reveals activities of 
remote persons.  

5 3 4 2.4 D2.4, D4.2 

510
2 

Ambient 
Awareness 
Information 

Multi-device 
functionality - a 
helper webapp that 

3 4 5 2.4 
Office 
Workers 
pilot? 
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shows only the 
awareness 
information (custom 
stylesheet) 

302
0 Easy Installation 

Ensure that 
installation is easily 
achievable by a 
technician, both open 
source and closed 
versions of the 
system  

3 4 5 2.4 D7.2 

410
9 

Virtual Camera 
Digital Zooming 

Ability to set a virtual 
camera to show only 
part of the video 
stream, magnified. 

3 4 5 2.4 D7.2 / 
TNO 

510
7 

Automatic 
Padding 

Enable automatic 
border padding 
(generate from the 
pixels at the edges?), 
based on a max 
aspect ratio 
modification limit for 
the current visual 
source. 

4 3 5 2.4 D7.2 

500
4 

Natural and Easy 
Interaction 

The COMPEIT 
system should be as 
usable as possible. 

4 3 5 2.4 D2.4 

500
9 Gesture Control Ability to control 

services with 
"standard" gestures. 

5 2 5 2.0 DoW WP3 

510
5 Mirror Room 

Create a "mirror-
style" meeting room 
similar to Immersive 
Spaces, that gives a 
first-person view 
through a virtual 
mirror. 

5 2 5 2.0 D7.2, EIT 
Digital 

510
6 

Multiple Visual 
Sources 

Let the service 
support multiple 
visual sources, of 
which SharedSpaces 
is one, while other 
video sources and 
shared apps each 
counts as a single 
video source. The 
multiple visual 
sources can be 
shown integrated 
(picture-in-picture 
style) or side-by-side 
(matrix style). 

5 2 5 2.0 D7.2 

530
4 

Mixed Media 
Production 

Break out of the 
classical video 
rectangle and mix 
classical video with 
other types of web 
based media, e.g. 
maps, images, 

5 2 5 2.0 DoW WP5 
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interactive web pages 
etc.?  

301
2 

Authorizations 
for connecting 
smart objects 
with each other 

Make sure that both 
adding a new link 
between two smart 
object and that 
getting data from one 
smart object to 
another obeys the 
authorizations set. 

4 3 4 1.9 D7.2 

301
9 

Dynamic Meeting 
Circle 

Introduce a dynamic 
Circle "Meeting", so 
that authorizations for 
smart objects can 
apply to anyone who I 
am currently meeting. 

4 3 4 1.9 
D7.2, 
Discussed 
at Luleå 
meeting 

410
1 

Virtual Camera 
Vertical Parallax 

Eye contact 
compensation for 
camera on top of 
display (one-on-one 
meetings) 

3 4 4 1.9 
DoW / 
Johan B 
(+ Harold, 
Seppo) 

411
0 

Virtual Camera 
Mirroring 

Ability to set a virtual 
camera to mirror the 
video stream. 

4 4 3 1.9 D7.2 

420
2 

Activity-Specific 
Virtual Locations 

Meeting room types 
(for example) 
Learning Room, Play 
Room, Hangout 
Room etc 

4 3 4 1.9 D2.4 

500
2 

User Generated 
Shared Apps 

For example games. 
For multi-device use, 
this needs to register 
as a master app, and 
any slave apps also 
need to be registered. 

4 3 4 1.9 D2.4 

501
0 

Browser-Based 
Interaction 

Ability to access 
COMPEIT services 
form any device that 
has a modern 
browser. 

3 3 5 1.8 DoW WP5 

411
4 

Virtual Camera 
Switching 

Ability to tell a virtual 
camera with multiple 
video inputs which 
one to output (in full 
resolution). 

4 2 5 1.6 
DoW 
WP3, 
D7.2, D5.3 

411
2 

Virtual Camera 
User Interface 

Front-end part that 
makes it easy to get 
to Virtual Camera 
consumer settings for 
(for example) 
viewpoint, 
switching/mixing, 
zooming, mirroring. 

4 2 5 1.6 D7.2, ERI 

411
3 

Virtual Camera 
Mixing 

Ability to tell a Virtual 
Camera with multiple 
video inputs to mix 
them together 
(optionally only those 
with successful 

4 2 5 1.6 D7.2, D4.4 
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background removal). 
Optionally, the 
relative positions and 
sizes of all video 
streams can be 
specified. 

510
4 

Recording 
Component 

A shared visual 
control for toggling 
recording on/off. 
Recordings are 
assumed to be done 
using Kurento 

3 3 4 1.4 
Supported 
by some 
e-meeting 
systems 

530
6 

Multi-Camera 
Immersive 
Production 

Integrating multiple 
media sources - 
massively from media 
companies and 
individuals - into an 
immersive 
experiences 

3 3 4 1.4 
Peter 
Parnes / 
Johan B 

301
3 

Smart Object 
Logic Glue 

Enable adding logic 
between a smart 
object output(s) and 
smart object input(s) 

4 2 4 1.3 ERI / D4.3 

500
1 

User Generated 
Services 

Capability for users to 
design own media 
sessions/productions 

4 2 4 1.3 D2.4 

440
8 

Information 
Agent Available 
Content 

Sharing and making 
consumers aware of 
new productions - for 
T5.3 Broadcast 
Presence Studio. 

4 2 4 1.3 DoW WP4 

530
5 

Mixed Reality 
Production 

Ability for users to 
produce content for 
D5.4 Mixed Reality 
Interaction Service 

4 2 4 1.3 DoW WP5 

300
5 

Dynamic Session 
Mobility 

Liquid Web 
Applications - manual 4 2 4 1.3 ERI 

510
0 

Shared Tangible 
Experience 

Media presentation 
with tangible 
interaction, including 
live media interaction 
by prosumers 

4 2 4 1.3 DoW WP5 

610
1 

Experience Lab 
Room 

Implement a custom 
meeting room type to 
be used as the lobby 
at 
experience.compeit.e
u 

3 2 5 1.2 D7.2, TUD 

810
1 

Meet COMPEIT 
Room 

Implement a custom 
meeting room type to 
be used as the lobby 
at www.compeit.eu 

3 2 5 1.2 PMT 

430
8 

LED Matrix smart 
object 

Encapsulate each 
LED Matrix as a 
smart object with 
suitable inputs 
(bitmap input only?). 

3 3 3 1.1 D7.2, 
D4.3, D4.4 

440
5 

Information 
Agent Personal 

Ability to inform 
others about current 3 3 3 1.1 D2.4 
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Interests own interests 
420

9 
Local Room 
Visual 
Adaptations 

Eg. Softwall 4 2 3 1.0 Espoo 
meeting 

301
0 

Dynamic Circle 
for "Facebook 
friends" 

This standard circle 
allows to authorize 
and invite people 
from the Facebook 
social graph. Other 
Facebook-based 
circles could be 
"close friends" and 
"friends of friends". 

3 2 4 1.0 

Periscope 
app 
mentioned 
by Noam 
email 
150706 

421
0 

Local Room 
Audio 
Adaptations 

Eg. Softwall, balloon-
based (controllable) 
acoustic elements 

4 2 3 1.0 Espoo 
meeting 

430
7 

Little Polyhedron 
smart object 

Encapsulate each 
Little Polyhedron as a 
smart object with a 
single binary input. 

2 4 3 1.0 D7.2, 
D4.3, D4.4 

301
6 

Server-Based 
Meetings 

Fall-over to Kurento-
based meeting 
rooms, when a client 
detects that its CPU 
and/or Internet 
access is too weak 
for peer-to-peer 
communication. 

4 1 5 0.8 D7.2 

421
1 

Table Haptic 
Adaptations Eg. Talking Napkins 4 2 2 0.6 Espoo 

meeting 

441
1 

Information 
Agent Activities 

Detect from video, 
sensors and 
information sources 
what the user is 
currently doing, or is 
planning to do soon, 
generate input to 
Information Agent. 

4 1 4 0.6 D7.2, D4.2 

441
3 

Information 
Agent Emotion 
Recognition from 
Depth Video 

Analyse video to 
detect activities that 
are emotion-
significant, generate 
input to Information 
Agent 

4 1 4 0.6 D7.2, D4.2 

400
1 Holograms 

Unconventional 
displays that are 
capable of rendering 
a true 3D space 

4 1 2 0.3 D2.4 

430
9 

Softwall smart 
object 

Encapsulate each 
Softwall as a smart 
object with suitable 
inputs (binary inputs, 
or some more 
general patterns?). 

2 2 2 0.3 D7.2, 
D4.3, D4.4 

411
1 

Virtual Camera 
Artistic 
Modifications 

Ability to set a virtual 
camera to do artistic 
modifications. 

1 3 2 0.2 D7.2 / 
D4.3 
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Scenarios 
This annex collects all scenario materials from WP2, WP4, WP5 deliverables. 
"The COMPEIT Experience” 
This scenario is from D5.1 User Profiler. It aims to be a universal scenario covering all 
aspects of the COMPEIT system. It summarises and matches the main functionalities and 
different kinds of interactions made possible by the intended COMPEIT technologies and 
components, fine-tuned to the user needs, desires and values found to be most 
important in D2.4 Value Sensitive Requirements 1.0. 
It’s 7:00 when I wake up from a noise in the hallway. The first thing I see is that my little sister 
Lizzie made my bed side lamp blink pink, because she wanted to let me know that she thought of me. I know it’s her because she loves pink. She wants to be a princess. I think 
pink is stupid. It’s too girly. I’m not a little boy anymore. I’m eleven!! But it’s nice to know that she thought of me, even when I’m in the hospital my little sister can still tease me. I get my smart phone and turn the lamp blue. Then I look at my schedule on MyMenu. I see the 
doctors have changed my appointment from three to two. I set the Polly (Little polyhedron) at my door to ‘high’ so everybody (nurses and at home) knows I’m awake and I’d like to have 
some social contact. My softwall is starting to move, I think they are setting the breakfast table at home. Then nurse Nina comes in with my breakfast, she is my favorite nurse because she always looks at Polly to see if she can enter my room. I take my breakfast and 
start up the softwall video connection. 
‘Hi Sven! I saw the appointment is at two instead of three, so I’ll be an hour earlier”, my dad 
says. In the background I see my mom making toast. Then Lizzie (in her princess dress) also joins the table and start laughing when she sees me: ‘I made it pink! I made it pink!’ she 
shouts. My older sister Hannah is off course the latest to join, she doesn’t like mornings. ‘hey!’ she says, ‘want to draw together this afternoon?’. Hannah and I are really into super hero comic books and ever since I’m in the hospital we are trying to draw our own. ‘Sure, at 
four?’  I ask. She nods and my phone bleeps so I know she put it in my day calendar. I can choose myself how my notifications come in, sometimes it’s via a pop up on my screen other 
times via my phone. 
After breakfast I change Polly to ‘medium’, now they know not to enter unless it is important. I take a shower and get dressed. I crawl back in to bed to rest for half an hour. When I wake 
up it is time to go to school. I turn on my green screen. In the beginning this was weird, especially when I lost my hair. In the beginning I would choose an avatar to be me, but my 
classmates are used to it now. I explained to them what cancer is, the short animation films really helped with that. ‘Good morning everyone’, my teacher says. I change my environment to a fish tank and make blub-sounds. My class starts to laugh. I can see that my teacher, 
Mister Rijnders, smiles a little. ‘Turn your background back to your room’ he says. Then we start with mathematics. I turn my Intelligent Camera to the blackboard. I don’t understand 
what the teacher means, so I raise my finger and make Max (my Little Led Matrix) blink a couple of times. After an hour MyMenu tells me time’s up and I say goodbye. Sometimes I’m too tired to join, then the nurse or I can change MyMenu so Mister Rijnders knows. I don’t 
like it when they can see me when I’m not feeling well. 
Around 11:00 I tune in with my class again. They have gymnastics and my teacher asked me 
to help. They play a game of soccer. I like to watch them play. Last week I was the referee. Nico makes a really nice goal and I make Max (Little Led Matrix) blink a couple of times and 
change the score to 1-0. The game eventually ends with a 3-2 score. 
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During lunch I watch television. And then my dad arrives. We talk a little and then go to my appointment together. I take my Coddle with me, this way both my parents can hold my 
hand. Even though my mothers is at a distance at home with my sisters, it will still feel like she is there, and she can support me. This makes me feel more calm. The doctor is really nice, he checked my information so he knows I’m a little afraid of needles. It takes an hour. 
And afterwards my dad has to go back to work. When I get back to my room I’m mad. The cancer isn’t going away as fast as they thought and I need to have more chemo. I hate 
cancer! And I hate this hospital! I just want to be better and go home!! I set my Polly to “low’, now everybody knows I need a moment for myself and most of my devices are turned off. At 
home my mom sees this and sends me a softwall hug and my Blanket starts glowing. 
After a while I feel a little better. I turn on my green screen and go to Paris. There I try out different hairstyles. I try an afro-look and long curls. Finally, I decide on the Mohawk. I make 
a photo of it and send it to my friends and put it on my profile on MyMenu, with a funny remark next to it.  
Then my softwall waves at me, I see it is Hannah, and I get my Sketching Table. I like drawing with Hannah. Sometimes we talk but most of the times we just draw together. She is not really a talker, but she can draw a really good dragon. 
During dinner I hardly eat. I’m feeling nauseous and am happy that I can’t smell their food. Tonight my grandparents are also joining dinner through the soft wall at their home. I helped 
my grandpa prepare his famous spinach quiche. After dinner I watch television with my mom. We can’t see each other but we both have a Blanket. Of course I will never admit this to my friends, but sometimes I really like to sit with my mom. It calms me down. I don’t feel so 
alone. I pull my Blanket around myself a little tighter and so does my mom because my Blanket heats up. She sings me a song she used to sing when I was a little kid. 
It was a really busy day. My eyelids are droopy. Just before I fall asleep I see my lamp is turning pink again. Lizzie again, I’ll talk to her tomorrow. 
 
"Shared Tangible Experience” 
This scenario is from D5.2 Shared Tangible Experience Service. It describes the kinds of 
interactions that this aims to achieve building on the requirements described in D2.4 Value Sensitive Requirements 1.0 and expanding the scenario further from the one described in D5.1 User Profiler.  
Bob sits down with his two kids, Alice and Charlie, to watch TV. He picks up his tablet computer, and scheduled TV programs and personalized suggestions from their streaming 
service pops up automatically. The kids each have a smartphone displaying similar information, but in less detail due to the smaller screens. They each cast a vote on what to watch by selecting a show from the list on their respective devices. The kids win by 2-1, and 
the TV switches to an episode of Pokémon. Bob gets the choice to watch his own selection on the tablet, but decides to play with his kids. 
 As the Pokémon Pikachu enters the scene on TV, he also pops up on Charlie’s phone and starts running around. Charlie doesn’t react in time, so Pikachu runs off to Alice’s phone. She 
manages to catch him by tapping him before he runs off. A scoreboard on the TV shows that Alice got five points, and she can now also access additional information about the character 
on her device. Charlie's stuffed animal starts making a noise, indicating that some of the kids' friends are also watching the same show. He hugs it to invite them to join the competition. 
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By the end of the show, Alice has the highest score and gains access to a 3D model of a Pikachu toy as a reward. She and Charlie send a quick video greeting to their friends, then 
immediately run off to print the new toy in the family's 3D printer.  Now alone, Bob wonders what to watch next. His decision is made easy when a robotic 
football on the table starts blinking and rolling around, reminding Bob of the fact that his favorite soccer team is about to start playing. He shakes the ball, and the TV switches to the 
game. A soccer field pops up on Bob's tablet, with small moving dots indicating the positions and names of all the players. Bob taps the dots one by one to bring up statistics and detailed 
information about each player. He grabs the dot representing the most interesting player and swipes it toward the TV, causing the viewpoint to shift to a camera following that player. 
 
"Live Life” 
This scenario is from D5.3 Broadcast Publishing Studio 1.0. It describes a sick child who is 
currently admitted in a hospital, and uses the system to (virtually) be with his family and 
friends wherever they are. We use this story, which is easy to relate to, as the main use case 
to design and then to evaluate the effectiveness of the BPS prototype that we build. 
“The best thing in the world is field hockey. It might sound a little stupid, but it really 
is! Together we work to make it a great season, to learn from each other but also to have fun. We have a great team, and during the season more people joined. The more we grew in number, the more we grew as a team. And we wear awesome T-
shirts. Mom and dad, Sven and Hannah are always there to support me. When Sven got cancer we were all really sad. In the beginning there was a lot going on. 
Everything was new, the hospital, doctors and the chemo. But everything else just continued. My school, mom and dad’s work but also watch the field hockey games. 
But now it was always just one of my parents watching and sometimes Hannah. The rest would be at the hospital. It might sound selfish, but I really liked having everybody there. It’s something we would do together, making jokes. In the 
beginning of the season my dad would send some pictures of the game to Sven but it’s not the same. 

 
Once we started using COMPEIT it all got more natural, we could be more together. We can watch what the others are filming live. And now we can be together at the 
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hockey field again! We are all hooked up to the COMPEIT services. When I got used to it I realized that I could go anywhere, since everybody around the world can 
use it. Together with Sven we watched the Niagara Falls, and we watched the football game of Sven’s favourite team. We could switch from a lot of angles because there were so many people filming. We watched from the audience and 
even from the field, because the coach is using COMPEIT too! When I’m at school I sometimes worry about our goldfish Blub. Did I forget to feed him? I use COMPEIT 
services to see that he’s swimming around happily. When Santa visited our school I filmed it. Sven joined in and got a present too! At Christmas the mayor of our town 
always gives a speech in the town square, and because we were a 2 hour drive away at my grandparents, we instead watched it live using COMPEIT. I like that I can watch what happens in the world right now. I can go visit places but I can also 
see how other peoples' goldfish are doing, if they allow it. I just type in: goldfish, and can choose which one I want to see. Are they as funny and good looking as Blub?  
Last week I got really worried. There was a fire at my dad’s work. I could see that he was filming it so I used COMPEIT to view his public livestream from YouTube. That 
way I knew what was happening and that he was fine. He filmed the whole thing and it was on the 8 o clock news! The news channel was really happy with it 
because they didn’t have a reporter on the site. My dad has a really cool job. I don’t know exactly what he does but he is always really busy. He talks to people all around the world. He has a lot of meetings. They use COMPEIT to show what their 
products can do. Or when my dad can’t go to China because Sven has a chemo, he participates in the meeting using COMPEIT.  
But maybe this is enough about COMPEIT so back to business. Today is the final match of the season. We really have to win this one. Everybody will be watching, my 
mom, dad, and my sister Hannah. My brother Sven will join live from the hospital. I check my bag one more time, have I got everything? ‘Dad? Are you bringing the 
little LED matrix ("Max") so Sven can keep the score?’ ‘Yep, I’ve got it!’  On my way out I quickly tap the lamp (Smart Lamp) once. It turns pink and so does the Lamp at Sven's room. Off we go! Once we arrive at the hockey field I go to the changing 
rooms. Dad is going to plug in Max. My mom and Hannah are getting something to drink in the cafeteria and are filming already. When we enter the field the entire 
team feels a little nervous. But we will work together. I know my family is watching. My mom yells: ‘Go Lizzie!!’ Max is blinking, Sven is here. Then I hear him shouting: Go get ‘em Liz!  I turn around and see his smiling face projected live on the 
scoreboard. I’m so happy they are there and it makes me feel more confident. Let the game begin!” 

 
“Proxies and Devices” 
This section is illustrative of how D4.3 Proxies and Devices may be used, expanding the scenarios described in D5.1 User Profiler. 
Carol is sitting at her office. Before she begins working on an especially important task, she touches one of the touch zones on the Tangiball sitting on her desk. It turns a flashing red, 
and she knows this means that its counterpart, another Tangiball placed outside of her office, is doing the same. Her co-workers will understand the signal: do not disturb. 
A short while later, Dave walks past Carol’s office. He wants to ask her for her opinion on 
some matter, but before he knocks on her door, he notices the red glow of the Tangiball. 
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Realizing that Carol is busy, he walks back to his office. He then logs into the COMPEIT web system on his desktop computer, and through the User Profiler interface, he connects Carol's 
status to his own Tangiball. It immediately starts glowing red. After about half an hour, the red light fades away, and Dave understands that Carol is no longer busy. 
 
“Locked Out” 
This scenario is from D2.4 Value Sensitive Requirements 1.0. It describes a « locked out » 
situation. 
Bella was at the beach with her brother Sam, his friend James and Bella's friend Rikki. At the moment they were all out swimming so they didn't hear Bella's Pen vibrate and they didn't 
see it start to write a message from Bella's mom asking if Bella had her keys it also said that she and Bella's Dad had to go and fix a friends old faction car. A few minutes later Sam got 
out of the water to get the water frisbee so that they could play with it in the water. Then he saw the Pen write and since Sam is so mischievous he planned to write back a simple "Yes, ok." but he didn't know how to use a Pen. He did know one thing though and that was that 
Bella kept a guide of how to use a Pen in her bag. Sam went over to her bag and quickly grabbed out the guide and read it and this is what it said: 
"It is very simple to use a Pen, you turn it on by clicking the eraser and then automatically a 
screen pops up, the screen is almost exactly like a phone screen but bigger, if you want to 
call or text someone all you have to do is click on contacts, then you chose a person and 
click either call, message or reply. If you click message or reply then instead of typing you 
say clearly, but not necessarily loudly, what you want to send. Then all you need to do is 
click send and the person you sent it to gets a hologram of you delivering the message. The 
person replies by saying their response to the hologram. Then the hologram of you 
disappears and the response travels to you. When you retrieve the response a hologram of 
your friend delivering his/her message pops up in front of you. You can make the screen 
invisible to everyone except the person that is using it."  
Sam smiled and went along with what he was planning. The only thing was that Sam had not 
read all of the guide the rest said, "If the person enters something into the hologram the 
receiver of the hologram message will be able to retrieve such item, but if you don't retrieve it 
in the next 5 minutes then the item is lost forever. This process is called Penporting." 
"Sam! Are you coming? You've been up there for ages what are you doing?" Asked Bella. 
"Just a second I can't seem to be able to find the frisbee. Where did you say you put it?" 
Replied Sam. "I put it in my bag. You were just there a second ago." Bella answered. "Aha! 
There it is." Said Sam in a quite delighted voice. "I'm coming!" They stayed in the water for 
quite some time and when they got up their parents had already left. 
"Sam", said Bella suspiciously. "Have you messed with my Pen?" "No I've been playing with 
James the whole time. Why?" Replied Sam. "It says I was on my Pen half an hour ago." 
Answered Bella who was beginning to wonder why Sam really took so long to come in with 
the frisbee. "That was the exact time you were up here looking for the frisbee!" Declared 
Rikki after a few moments. Bella looked at Sam and asked "What were you really doing up 
here Sam?" Sam sighed and admitted what he had done without pausing and thinking about 
what the little prank he had played had caused. "Oh no that means that we are on the beach 
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with no way of coming inside your house where all our things are! I have a scots camp 
tonight and there is no way I am coming late for that" Says Rikki, who was beginning to 
panic. 
"Don't worry all we have to do is go to our house and wait for them to come. I can send an 
emergency hologram to my mom saying to come home soon so that we can come into the 
house, or she can Penport the key to us. But we have to hurry home now." Said Bella. At that 
they all hurried to pack up their stuff and they ran almost faster than lightning home. 
“We…Are… Here." Panted James who was the first one back. "Finally" Pant the others. "I've 
never run that fast in my life I can't believe it." Said Sam triumphantly. "Alright lets get to 
work. Rikki do you have your Pen?" says Bella, Rikki nods. "Good, can you call my mom and 
ask if she can Penport her key so we can get into the house." "I can do that but the only 
problem is that I've never Penported anything before and… Ok lets give this a try." Replied 
Rikki nervously. Rikki quickly calls Bella and Sam's mom and asks if she will Penport the key 
to Bella's Pen. She replies with a simple yes and pretty soon Bella's Pen starts to vibrate and 
a shaky picture of her mom with a key in her hand pops up from the Pen. Bella reaches into 
the hologram and grabs the key and slowly takes it out. She fits it into the keyhole, turns the 
key and the door opens. 
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Short stories; overview social situations & contacts 
 
Social situations mentioned Social contacts mentioned 
Family/friends abroad (nr1) Family or friends abroad (nr1) 

Spouse/partner for work abroad (nr1) Boyfriend/husband abroad for work 
(nr1) 

Small child who wants to play (nr1)  
In the hospital in a larger city far from home (nr2) Missed friends (nr2) 

 My mother could not sleep with me in 
the hospital (nr2) 

Talk to friends and family, much like Skype 
(nr 3) Friends and family (nr3) 

Emergency situation where it is important to reach someone (children playing at the beach and do not have the key because of 
miscommunication) (nr4) 

Parents want to inform child (whose is away with friends) that they will be away from home and ask whether 
the child has a key (nr4), 

Call someone or send them a video (nr5) Someone/anyone (nr5),  
Dad has to fake his death to avoid being 
chased by a criminal but want to let his daughter know that he is safe and to stay in contact with her (nr6) 

Daughter with dad, who she is worried about, & dad with his boss 
(nr6) 

Time traveling (nr7)  
 

 
 


