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12.1 Introduction

This section explains the emergence of a cross media culture and addresses the
motivations, benefits, and challenges of accessing addirional and related interactive
television (iTV) content in a cross media paradigm, supporting the viewers’ cognitive
modes and taking advantage of the strengths of each type of media and devices, in
each situation and context of use. Then, it presents the main research questions
underlying our research in this domain.

We are in a moment of transition, a moment when old media systems are dying
and new media systems are born. The traditional “spectatorial” culture is giving
way to a participatory culture [1]. Increasingly, interactive systems are becoming less
restricted to a single media technology. In fact, the proliferation of new devices able to
support human activities across a range of contextual settings [2], just like it happens
in “real life,” is onc of the main motivations for media integration. Simultancously,
global access to information and technology is changing the relationship berween
people and knowledge, and the trends in convergence, integration, and coexistence
of various media technologies are creating new opportunities for the globalizacion
of learning and communication practices.

We are witnessing the growth of a new generation of systems, which are no
longer limited to one single media technology, such as mobile devices, PC, or iTV,
but, instead, include many of them. These systems are particularly interesting in
what concerns the opportunities they create for communication, entertainment,
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learning, and others [3]. In terms of learning suppore, these systems are particularly
promising due to the emerging era of lifelong learning, as learning will take place in
a wide variety of contexts and locations and informal learning will tend to become
as important as formal learning [3], calling for flexible environments.

These systems, often called cross media, are sometimes referred to in the literature
as cross platform, cross device, and, more recently, transmedia by Jenkins [1]. Cross
media and cross device arc the most used concepts. The term cross media has
emerged in the context of modern communications research, spanning the fields
of computing and human—computer interaction (HCI) [4]. In this chapter, a cross
media system is defined as a system that extends across a range of different devices,
as part of a whole system with a structure of roles and functionalities, in order to
achieve specific goals [2]. In our approach, we will refer to our system as cross
media because it is the most spreading and well-known term, but it could also be
considered, or referred to, as cross device or transmedia.

There are many advantages of cross media systems, especially the fact that they
arc already depicting the world, considering that reality is already cross media. In
facr, reality is complex enough to allow us to have many different characters or many
different stories on many different platforms. We are in the presence of different
possible contexts that the viewer may experience. We can imagine the following
scenario: a university student arrives from school and, after dinner, by chance,
she/he comes across a documentary on TV that addresses some issues related to
what she/he is studying in biology. She/he is very interested in knowing more about
a certain number of those issues. However, since it is late, the intention is to watch
the program through and just select some issues along the viewing, to be accessed
as extra related selected content from the mobile phone, while in the train to the
university next morning, or later on from the PC.

However, there are also aspects that affect the efficient use of cross media sys-
tems. Most users still feel more comfortable with the typical end-user computing
environment and need to acquire practices in order to manage several devices [5].
This requires additional effort and there are often trade-offs between efforc and
benefit [2]. After a detailed literacure review, it was possible to perceive that some of
the proposed systems failed because too much effort was pur into technical details,
leaving behind cross media conceptual questions related to interaction design and
underlying cognitive aspects, usability, affectivity, user experience, contextualiza-
tion, continuity, media technology, or device characteristics. The handling of these
dimensions was our starting point and main motivation. More than a high-tcch
solution or service, our main concern was to focus on these conccptual qucstions,
to study and understand this emerging paradigm, the success of which requires not
only technological solutions but also sustainable models and pedagogical solutions,
where research has not been completed [2,6]. However, it was expected that the
e-iTV system, designed to illustrate our research, would also technically allow us to
propose a new and personalized type of service, which is, in the opinion of several
rescarchers, the next direction to follow [7-9].
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