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Bring your App to the Big Screen 
TV Design 101 

Ossama Alami – Developer Relations 
Michael Sundermeyer - UX Director, Google TV 
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What is Google TV? 

Android, optimized for TV 
Google Chrome 
Google Services 

Live TV Integration 
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The story so far 
-  Launched major update in October 

-  Simplified UI 
-  Improved search and browse 
-  Improved YouTube experience  
-  Android apps & Google Play store 



LGSony

New Google TV Devices 

•  ARM processor 
•  Available in USA and Internationally 
•  Check them out in the Google TV Lounge 

Vizio



6 

Updated Google Play Store 
•  New version of Google Play Store for Google TV 
•  Subscription billing support 
•  Ability to purchase music, movies and TV shows directly from Google Play 
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Content & Video Playback 
•  Get your Content on Google TV, 1:30pm, 

Room 6 
-  Video & Audio Playback 
-  Streaming Media 
-  DRM 
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Multi Screen Applications 
•  Command and Control in the Living 

Room - Building Second Screen Apps for 
Google TV, 2:45pm, Room 1 

-  Building Muti-Screen and Second 
Screen applications 
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The pitch - lots of viewers 

In the US, 292 million people 
watch on average 5 hours of 
TV per day	


The Nielsen Company: Three Screen Report, 2010 ���
	


In the US, homes have an average of 
2.5 people and 2.93 TV sets	

The Nielsen Company: Television Audience Report, 2010	
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The pitch - continued growth 

By 2015 over 500 million 
connected TVs will have shipped and 
connected TVs will account for 47% of 
all flat panel TVs shipped.	

DisplaySearch: Quarterly TV Design and Features Report, Q2 2011	




11 

The pitch - potential 

•  Connected TV usage is increasing 
•  Users are becoming accustomed to accessing the content they want on many 

different devices 
•  Reach and delight users when they’re looking to be entertained 
•  Google TV is an open apps platform for developers to tap into this growth 
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Build Apps: Google TV Users 
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Develop for TV 

Build a Android app  
Distribute on Google Play 
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Develop for TV 

Build a Web app 
Accessible though Google Chrome 
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Design for TV 
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TV is Evolving: Big Interactive Smart 
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Interaction 

Make it Great 

Layout 

Design 

Big Screen 

Applications 
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Big Screen 



Big 

7 



Traditionally designed consumption not

Far away = lower information density 

Ironically, not so good for reading a lot of

Big Sound: Great for video, and listening 

Different than phones: personal, locatiot

Big, but small

...but small 

•  < TEXT 
•  < Information density 
•  < Interaction 
•  Not just a big Tablet => more like a PHONE 



SHARED EXPERIENCE 
– Entertainment > Work 
– Games, learning, exploring, music, shared experiences 
– Privacy considerations 
– Consider multi-user 

Social 
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Applications 



Pandora 
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Similar design for TV and mobile 



CNBC 
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Strengths of each device 



Flixster 
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Simplified for TV 
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Interaction 



D-Pad 
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D-Pad Tips 

- “Lean back” 
- No-look navigation 
- Highlight and Select 



CursorTips 

- Cursor != Touch 
- Accelerate nav 
- Low-twitch 
- BIG hit targets 

Cursor 
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Navigation 

12 



13 

Selection and Focus 



Keyboards 
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Keyboard Tips 

- QWERTY this gen 
- Optional next gen 
- Support OSK 



Multi-screen Experiences 
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Design 
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Design Tips 

- Fonts >= 16 pt 
-  Info density  
- No white bgs 
- #F1F1F1 not WHITE 
- Avoid orange/red 
-  Images > Text 



Easier on the Eyes 
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Design Tips 

- Dark gradient BG 
- BIG icons, fonts 
-  Image-centric 
- Less chrome, lines 
- Content breathes 
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Layout 
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So, let’s take a simple UI... 

20 



And put it on an old-fashioned TV... 

21 



Tube TV’s weren’t perfectly rectangular... 

22 
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Overscan 

23 
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Top-left justify, use flexible layouts 
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To 1080p or NOT to 1080p? 
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Layouts – Basic Zone Pattern 
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global contextual content 



Layouts – Common TV Patterns 
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Shelves 

Grid 

Tabs 

List 



Beware: D-Pad Interaction Traps 
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Make it Great 



If ONLY there were a recipe book 
for GREAT EXPERIENCES... 



If there were a Recipe for Great 
Experiences... 
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Technique: “Design the content, not the UI” 

1.  Content is King 
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Technique: “Focus on the 80%” 

2. Less is More 



BEFORE... 
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AFTER 

40 

AFTER 
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3. Movement has Meaning 

Technique: “use physicality to create a mental model of where things ‘live’ and ‘go’ 
” 





4. 

Technique: “The 10th experience should be better than the first” 

4. Make it Personal 



Movement has Meaning 



Technique: “Jewel in the Warehouse” 

5. Surprise and delight 
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Technique: “Look through the Windshield” 

6. Create an Experience, not a UI 





3. Movement has Meaning 
“use physicality to create a mental model” 

2. Less is More 
“focus on the 80%” 

1. Content is King 
“design the content, not the ui ” 

4. Make it Personal 
“the 10th experience should be better than the first” 

5. Suprise and Delight 
“jewel in the warehouse” 

6. Create an Experience, not a UI 
“look through the windshield” 
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designers. 
they’re not just for decoration. 



<Thank You!> 
The design guidelines referenced in this talk can be found here: 
http://goo.gl/NZwU6 

 
oa@google.com 
sundy@google.com 
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