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Abstract. This article presents and classifies the competencies inherent to
Audience, Synthesizer, Modifier, Producer and Player, roles that individuals can
assume in the Audiovisual Design model. It presents a descriptive table of core
competencies, technical as well as technological skills and behaviors, knowledge
and capabilities related to each role. In Audiovisual Design model, individuals
have certain abilities to act within each role. Audiovisual Design is a commu-
nication model and a method to analyze and to develop content combining
audiovisual elements and software, or digital interfaces, in interactive systems. It
is based on integration of Human-Computer Interaction elements with Audience
Studies, essential for the development of modern audiovisual content.
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1 Introduction

The creation and production processes of audiovisual content, including video in
mobile applications and on demand systems, are rapidly changing with technological
convergence, bringing together previously distinct areas, such as Human Computer
Interaction (HCI) and Audience (or Media) Studies [1-3]. This integration demands a
theoretical relation that is not currently contemplated by these fields individually [4, 5].

The communicational and methodological model of Audiovisual Design (AD) brings
together relevant methods and concepts from those two normally separate disciplines, but
with similar profiles. In short, AD has two practical purposes to attain. First, the model
provides instruments to analyze audiovisual productions developed for interactive sys-
tems, using tools afforded by both HCI and Media Studies fields. Second, the theory
provides methods to predict interactions and to propose innovative audiovisual systems,
suitable to be used by different profiles described in the model. The main characteristic of
this model is planning the interaction, or interactivity, in the process of audio, video and
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software production. AD describes four roles to be assumed by individuals and four Lines
of Design, to guide and to model the creative development process [4, 5].

The design of interactive computer systems had its initial focus on problems, tasks
and functions, but it gradually changed its scope and also incorporated perspective of
new possibilities, meanings and emotions [6—8]. Nowadays, individual’s behavior is a
central part in design projects. Moments of passive fruition, for example, gain rele-
vance when the final object of an interactive system contains audiovisual content. For
example, we can mention video on demand systems, accessed both in smart TV sets
and mobile devices, with search resources and evaluation tools [5].

A similar phenomenon can be observed from the point of view of audiovisual
consumption. The experience using software has become as relevant as the quality of
movies, series, songs or online videos. Different digital systems to access video content
have one feature in common: interaction using software-based interfaces. Electronic
programming guides of digital TV, search tools for specific titles in movie applications,
or recommendation tools of videos on social media, are examples in which the viewer’s
experience mixes an active posture (browsing or searching for information) with
moments of passive fruition or enjoyment (video watching). The simple act of choosing
and watching an audiovisual show may require the individual to perform different
roles, with degrees of greater or lesser interaction or participation. Consequently, a
revision of theories and methods supporting the development of these contents
becomes relevant, especially in the field of HCI, in which the general notion of user has
a limited role. This concept does not contemplate total immersion in the different
media, especially those based on audiovisual content. It is necessary, therefore, to
understand that this mediatized process incorporates content, technique, aesthetics and
meaning, aspects relevant to the complete processes of communication and fruition by
individuals [2, 9, 10].

To adequately act in response to this new scenario relative to production and
fruition of audiovisual content, where audios, videos and software are integrated into a
single product, AD defines four roles: the Audience, the Synthesizer, the Modifier, and
the Producer [4, 5]. Each role has elements that permit individuals to extrapolate
common behaviors, then becoming the enhanced role ‘Player’. In this article, we
present and classify the competencies related to each of these roles that an individual
(sometimes identified as user, interactor or spectator) can assume. In the model,
individuals need to have certain competencies, represented as a set of knowledge,
skills, capabilities and behaviors, to be able to act within each role.

Mastering new competencies is a key element to modifying behaviors in certain
roles [11-13]. It is a theoretical and conceptual proposal that contributes to the scaling
of AD’s reach and predictability, a discussion that allows both researchers to evaluate
media interactions and producers to design environments and meanings of interaction.

2 Communication Models

Aiming to describe communicative acts and the flow of information between people
and technologies involved in communication, the process can be organized in theo-
retical and conceptual models. In the communication field, different models have been
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suggested since the beginning of Media Studies, including both transmission and
reception technologies, as well as content and meaning of the message [14]. Recently,
Jenkins, Ford and Green [2] proposed three simple models to describe the different
scenarios of current communication ecosystem: one sender for multiple receivers, as
Broadcast; online communication, in which individuals take initiative to search con-
tent, as Stickiness; and Spreadable, when content reaches the audience through the
action of individuals, usually using digital tools. Although different, in practice there is
some complementarity among those models. Often content shared within the propa-
gation logic was produced by television stations (Broadcast), released in a controlled
way (Stickiness) and is shared in an uncontrolled way by action of individuals
(Spreadable). Digital interfaces, of which Stickiness and Spreadable models depend,
have been occupying the space of traditional media and are becoming, themselves, new
media elements.

In this way, audiovisual content producers need to incorporate interaction tools as
essential elements inherent to production process, which changes the experience of
audiovisual fruition. While producers maintain some control over the product, they
encourage, at the same time, some audience engagement.

Of course, since many people will only enjoy content at a basic level, it would be a
mistake if engagement tools decreased the quality of Broadcast content to passive
audiences. Moreover, the interface design should consider not anonymous users, but
individuals who, at some point, will use the content as a reference to compose their
identity in social networks.

Despite the relevance and appropriateness of those models in Media Studies field,
they do not adequately describe the interaction of the individual, nor do they provide
tools to analyze, or to create, audiovisual products that depend on software to be
watched. Jenkins, Ford and Green [2] describe the communicational processes in
information exchange and different forms of media consumption. However, the authors
do not contemplate technical-creative process of audiovisual production, where sub-
jectivity of audiovisual narrative interrelates with objectivity of interaction demands.
Interface problems, or poor user experience, can compromise the entire audiovisual
product.

One example can be represented by affordances of interaction interfaces. Affor-
dance refers to possibilities of interaction and use that the system offers or allows for
users [8]. This idea, although longstanding in HCI, does not exist in audiovisual
production process, including theoretical, conceptual or methodological descriptions in
Media Studies. Unlike audiovisual fruition, traditionally considered as a simple pro-
cess, with no need for any technological domain [14], the development of software
depends on potential actions intrinsic to the perception that individuals have about an
object or technology, when interacting with the system [5].

2.1 The Audiovisual Design Model

From this scenario, previous studies have identified the need for a theoretical and
methodological model that integrates both software development and audiovisual
creation processes. As an outcome of the intersections between disciplines of Media
Studies and HCI, Audiovisual Design is represented by a graphic model that allows
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understanding the dynamic flow of audiovisual production, including software and
considering different scenarios and roles played by individuals [4].

The horizontal arrows (Fig. 1) indicate the starting points for understanding
interaction scenarios. While Media Studies allow inferring behaviors from people in
front of audiovisual devices, HCI offers consistent theories and methods for the pro-
ducer, or software developer, to design interactions and uses. In this way, mechanisms
such as user surveys, formative evaluations of interfaces and usability tests help to
identify the requirements, demands and needs of the product. In this model, the same
individual can play different roles at different times: Audience, Synthesizer, Modifier
and Producer. Every role has levels of fruition, with minimum and maximum activities
supported in each one. When the individual extrapolates characteristics of each role,
but without changing the position, an enhanced role emerges, characterized as
Player-Audience, Player-Synthesizer, Player-Modifier and Player-Producer. For ana-
Iytic purposes, in this article the Player is analyzed separately, to facilitate identification
of competencies necessary to act in this enhanced role.
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Fig. 1. Flow diagram of the process in the Audiovisual Design (AD) (Source: Audiovisual
Design Research Group).
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Audience: this is the basic role an individual can assume, denoting low level or
absence of interactions in media consumption. This is the passive behavior associated
with the Broadcast model [2, 14], whose relationship with digital interfaces are channel
tuning, video search and playback, channel subscription, etc. In this way, these people
are understood together through audience ratings, which give only a collective view of
preferences. The relationship of individuals with content is through personal choices,
and remains relatively private.

Synthesizer: the concept was brought in by Jenkins, Ford and Green from an idea
developed by Bradley Horowitz [2]. Individuals have skills to compile, to classify, to
comment, to recommend and to share audiovisual products they like, often creating an
“identity”, that is, a profile staged in a network with other people. The role of the
Synthesizer involves notion of engagement, or a deep emotional connection that allows
individuals to express something about they from the content they share.

Modifier: this role is a subset of Synthesizers, with other competencies and skills: they
know how to use software to manipulate and recreate contents with which they identify,
going beyond the idea of engagement towards the idea of appropriation. Some examples
of Modifier activities are: to improve content, when individuals appropriate content to
enhance something they do not like; to remix, when individuals create new productions
from the original content; to participate, when individuals send messages and interact with
television shows, mainly live, providing information useful for directors and producers.
In many cases, participants’ messages are screened during the shows.

Producer: one person or a group of people who creates original product, even if
inspired by content already existing in other media, autonomously and independently
or as part of large media corporations. Although every Producer is a Synthesizer (the
distribution of content is part of his competencies), the Modifier’s competencies are
applied only in situations where an industrially planned workpiece is an adaptation of
an existing one, so the overlap between these roles is only partial.

Player: Refers to the individual who fully uses the interaction tools available within
each level, being an ‘enhancement’ within each role. They seek content that will bring
challenges and make them, even in isolation, think and do something. This role is
identified with “early adopters” or “early users”, i.e. people who take the risks of using a
new technology and, thus, contribute to its development. As examples, we mention a
Producer creating new distribution channels (Player-Producer); a Modifier creating a
new product based on different media, such as a cartoon from images other people have
taken (Player-Modifier); a Synthesizer acting as a fan and searching posts in many blogs,
sites or social media to share them with their own social media contacts
(Player-Synthesizer); an individual who looks for easter eggs or other hidden content in
off-line media, such as DVD or Blu-ray discs, and engages in its content (Player-
Audience).

The relationships inherent in these roles occur through four Lines of Design:
(a) Content, with relationships that vary (and add up) according to the role played by the
individual: subjective relations at Audience level; engagement in Synthesizer level;
appropriation in Modifier level; creation for Producer; and challenges for Player;
(b) Identity, which bases the personal relationship with content; (c) Motivation, which
leads to engagement; and (d) Experience, which links fruition to advanced use of inter-
active features, which should provide practical experience with content and interfaces.
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3 Competencies Related to the Roles

As we can see in the AD workflow description, the way designers or producers direct
their production to different user levels, and how they correlate to each other, depends
on articulation of contents, techniques and interfaces that accompany goals defined by
the individuals. These objectives correspond directly to the way individuals engage
with media (privately or publicly, passively or actively, as spectator or co-producer).
To do this, individuals need to have a “competency set” appropriate to technological
affordances available for audiovisual product and its interfaces.

In a very general first approach, the main affordances of contemporary media
ecosystem are: navigation, search and retrieval possibilities; interactivity; adaptability
of content; possibility of being appropriable (both tools and content); openness to new
forms of distribution (such as sharing); to be a facilitator for data mining about usage.
This list can be expanded inexhaustibly with specific items, since new affordances can
emerge at each technological and/or social convergence process.

The competencies, as we understand them here, is a term borrowed from the field of
Business Administration and People Management. It refers mainly to behavioral
repertoire and intentions demonstrated by an individual to efficiently perform a given
task [11, 12]. Nevertheless, this notion is not limited to the workplace, since people
must dedicate intentions, actions and behaviors in all interactions in which they have
intention to engage. A competency, or the ability to perform a task competently,
involves knowledge, skills and capabilities of individuals, ordered from their behaviors
and their intentions [11, 15].

We identify the subset of individual’s characteristics that allow them to perform an
intentional operation as skills. These skills are acquired and developed through the
individual’s intentions to act or react to a situation, thus shaping their behavior during
performance in an engaged manner. Capabilities, on the other hand, are potential skills,
present at an unconscious level and not yet developed. Capabilities are inherent in the
individual’s learning process, intermediate stage between acquisition of knowledge and
putting it into operation.

Considering new communication affordances created within contemporary media
ecosystem, it is natural for individuals to demonstrate new competencies, or new sets of
skills, knowledge, capabilities and behaviors, or even modify those already ingrained
both psychologically and culturally. We present in this paper a panoramic description
of competencies related to each user role within AD, however, some observations are
necessary.

Firstly, the elements that belong to specific competencies may have socioeconomic,
cultural, technical or technological characteristics. Within AD, we consider them
related to: physical-financial conditions to access the content; fruition, appropriation
and cultural use of messages transmitted in a communicative process; the way this
fruition, appropriation, and use occur; and knowledge of technologies necessary to
apply them to a particular use. We do not offer a description of socioeconomic or
cultural characteristics in this article; we believe that this requires a greater degree of
specificity, which must necessarily be related to each context (geographic, political and
economic).
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Secondly, a competency only becomes effective when skills, knowledge, and
behaviors activate the affordances from available communication technology. Thus, it
is not just a theoretical appropriation or notion of the operation that ensures a person
has actually acquired the skills necessary to be classified within an AD role. To do so,
the individual must apply the respective competencies in the process of media fruition.
Only then it is possible to state, in fact, the individual has moved in between roles. This
proviso is necessary because we reinforce that there is an opening for progression or
regression of each individual in between roles, which is always confirmed by the Line
of Identity: the same person can use all tools at his disposal to engage more fully with a
product or a workpiece, which touches him deeply, and can be a passive spectator of
another, with which it relates only for the satisfaction of entertainment.

A third observation refers to actions the Producer can take to enable acquisition of
knowledge and skills by individuals, which may sustain behaviors that apply the
necessary skills to change from one role to another. It is an intrinsic part of designing
complex interactive audiovisual pieces. Affordances need to be adaptable and learnable
by target audience, in an intuitive and harmonious way with general narrative universe.
In other words, if the Producer wants (controllable) groups of Synthesizers and
Modifiers in a participatory and collaborative logic, it is very likely that they will have
to enable people to learn how to develop those roles.

3.1 Competencies Framework

In order to facilitate the understanding of how competencies are applied to different
roles, we present a list divided by role individuals can act in the AD model. We
emphasize that not always will all skills be necessary for a person to be identified acting
within a role. It depends on production characteristics and how individuals interact.
However, at least some of the characteristics should be present. In addition, since the
logic of Audiovisual Design workflow is based on the notion of “sets”, where one
group is contained in another, competencies accumulate from one level to another.

This description is not exhaustive of the competencies of each role, since they may
vary according to proposed work. The items described initially come from profiles and
skills traditionally identified by HCI and Media Studies from authors such as: [1, 6, 10,
16-31]. A detailed review was conducted looking for competencies necessary to act
minimally in each role, and how to extrapolate this actuation, both to change among
roles and to become an enhanced role, as analyzed in Player’s competencies descrip-
tion. With the combination of these elements proposed by AD, common attributes were
established to individuals and explained according to their level of interaction. What
we intend, with this framework, is to open a new discussion about elements currently
involved in design of complex audiovisual products. We recognize that these obser-
vations are, at least, fairly generic to describe all possible processes.

As summarized in Table 1, the first level of roles of individual clearly requires the
simplest and most easily appropriable competencies. For the viewer who only watch
audiovisual content in Broadcast model, cultural and linguistic competencies for
understanding and interpretation of the message are basically enough. However, when
we think about the increasing number of individuals using alternative fruition forms to
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the Broadcast, but still for passive consumption - such as legal or illegal download, on
demand, fragments, and so on - skills accumulate.

Knowing the functioning and limitations of internet itself is still a limiting factor in
many countries, which is being rapidly overcome as we observe the growing number of
population with access to computer and to network connections. After surpassed this
stage, the competencies listed here make possible two central phenomena: individual’s
identification with the produced content (theme, characters, narrative, ambiences, etc.),
and feedback to the Producer, especially in quantitative formats (qualitative feedback is
possible when the correct tools are available).

In the second role, (Synthesizer), the feedback becomes more qualitative. The
Producer should observe more closely the ways in which people have engaged with
their product. This analysis can direct choices for workpiece in production. Among
these competencies, we emphasized those related to social media. In an attempt to
create their network identities, Synthesizers are part of communities of mutual interests
and act as representations of themselves, especially designed for particular situations.
Thus, they become poles within social networks articulated by digital media. These
competencies also make evident one’s condition as a fan, whose discussions revolve
around their active participation in available content activities.

Regarding the role of the Modifier, it should be noted that appropriation of tech-
nology is fundamental, especially when Producers do not make available tools for
modification. Despite that, the appropriation of content that occurs at this level is a
cultural appropriation of some parts or of the whole workpiece or technology. This
appropriation includes generating some meaning, sense or a different discourse from
that originally manifested by the Producer. This process can be observed, for example,
when an element in an audiovisual piece (a song, an emblematic scene in a film, a
character in a fictional narrative) becomes both the link of a dispersed group of people
and a symbol of a cause or a fight.

The Modifier gets elements from original context, modifies them, or recreates parts
to transform them in a representative idea, or even in an ideology. Such means of
expression represent a fundamental source of information for the Producer who,
knowing how to read these signs, can correct future works or adapt ongoing demands.
From a sociological point of view, it can represent a very aggressive capacity for
expression, especially when the group appropriating content is a minority that uses a
popular resource to make itself heard. Anyway, the Modifier is often able to create his
own social network, becoming an important node of content diffusion.

The activities of the Players should be widely explored by Producers interested in
knowing fruition possibilities of audiovisual productions. Players represent, however, a
small part of total audience. They are best placed in the projects elaborated within the
logic of achievements and rewards.

Finally, the Producers’ competencies are more complex, divided mainly between
the field of technology and the ability to interpret the users’ demands. It remains to be
pointed out that, except for a few authorial or amateur projects, an audiovisual pro-
duction usually involves a group of people because even the director usually is not able
to control all steps. In this way, when we refer to the Producer we are talking about
each person who works at a project, with their own competencies within the area of
expertise. This is common in large commercial products (e.g. writers, system
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Table 1. Competencies per individual role in Audiovisual Design

Role Competencies and Skills
Audience Core Competencies:

» Consumption of audiovisual content for personal satisfaction

Technical/Technological Skills

* Master basic uses of telecommunications services (Internet access, web
browsing, etc.)

Behaviors, Knowledge and Capabilities

* Be able to organize an audience logic as a personal schedule to enjoy content
even when fragments of the same story are spread across different media

* Know how to control audiovisual consumption, by simple interactions such as
forward, save to see later, etc.

* Know how to create content lists, such as bookmarks and playlists;

* Feel free to respond to simple inquiries from producers, or use the tools
available (“liking” and “commenting” on interactions that can change the
narrative flow)

Synthesizer | Core Competencies:

» Engagement in social groups

* Influence people within social circle

* High communicability through interfaces

» Motivation to circulate content

Technical/Technological Skills

» Understand and use social media extensively, articulating narrow or broad
networks

» Use smartphones for conversations, to exchange information, and content
sharing

Behaviors, Knowledge and Capabilities

» Use interactive toolsets provided by Producers to distribute promotional
content on social media, whether customized (such as photos edited from a
website and linked to the product) or not (such as music playlists on Spotify or
a teaser on YouTube)

* Know how to create and to participate in discussion groups, forums and other
forms of socialization, based essentially on digital networks, to exchange
information about products, comments and evaluations

« Feel free to select parts of works made available by the producers, and share
them

* Know how to create his own network to share playlists and comments while
receiving and processing the message.

* Subscribe to networks related to enjoyable audiovisual products, official or
otherwise, to promote the product (or related brands) through spontaneous
disclosure

* Participate or organize campaigns to promote the continuity of the workpiece,
either through pressure on producers or collective funding (crowdfunding)

Modifier Core Competencies:

* Creativity to recreate/modify content
* Stand their own opinion/point of view
* Influence people inside and outside their own social circle

(continued)
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Table 1. (continued)

Role

Competencies and Skills

Producer

Technical/Technological Skills

» Master image and sound editing software

« Edit using publishing tools, with or without editing knowledge, such as XML
or HTML

» Use advanced digital communication tools, such as blogs and personal
websites

« Use distribution services like YouTube and Sound Cloud, customized with
one’s own identity

Behaviors, Knowledge and Capabilities

 Use advanced tools and material for content editing, when available from
Producers, or demand these tools from them

« Be able to copy and edit excerpts of content, in a way previously authorized or
not by the producer

* Interact in fan groups to exchange derivative content.

« Use digital content dissemination techniques to reach a recurring audience and
target his personal channel in different media (blogs, social media, websites,
etc.)

» Know how to use (or create) classification systems - such as “tags” - that allow
propagation of their content through a wider network than originally linked to
the Modifier individually

« Be able to explain with derived productions, criticisms, suggestions and praise
to the Producers

* Know other elements of the culture that can be related, to create derivative
products

Core Competencies:

* Creativity to produce original content

» High communicability through interfaces and content

* Empathy to know audience needs and demands

Technical/Technological Skills

* Know the different tools used throughout the interactive content production
process

* As part of a team, master the technology that applies to their own function in
production process

» Know logics and processes of different design methods, especially user
centered approaches

* Have access to digital data reading tools capable of feeding data mining
procedures

Behaviors, Knowledge and Capabilities

* Know how to interpret data from different sources (audience ratings, view and
visit metrics, group searches, focus groups, algorithms, direct feedback from
receivers, etc.), and performing data mining

* Know how to create personas and scenarios that allow application of collected
data in product development

« Create interactive, user-friendly interfaces for each role, incorporating needs
and expectations of individuals

(continued)
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Table 1. (continued)

Role Competencies and Skills

* Anticipate a scope of uses to be given to the content, so the set of individuals
in a role finds the tools necessary to perform the role

* Deep knowledge of interactive interfaces that are being offered to incorporate
instructions or other tutorial tools for users when necessary

» Master content distribution networks to create indexable fragments that
facilitate their propagation

* Be open to incorporation of innovations to the product suggested by different
roles of audience, especially those evinced by the Modifiers

Player Core Competencies:

» Accept challenges

* Self-learning and exploration of new objects and technologies

Technical/Technological Skills

» Master technologies through which the producer distributed the workpiece
(from connected TV to videogame consoles)

» Know digital system codes, when necessary, to interpret certain functions of
the product

Behaviors, Knowledge and Capabilities

* Know how to adapt available technical conditions to extend the proposed
experience, within competencies of his key roles (such as Audience,
Synthesizer or Modifier)

» Handle as a challenge and use all the interactive tools provided by the
Producer, within key role it includes

* Cognitively interpret fragments of history, clues, and small rewards, for
deeper involvement with the narrative

 Pay adequate attention during fruition, to explore the parts of the product as
much as possible, and to discover hidden content (such as hidden scenes or
frames, undisclosed websites, other forms of easter-eggs)

* Be able to collect achievements over time and group them to return to the
producer as feedback

» Engage in networks of Players, through social media, to share achievements,
tips and questions

developers, editors, graphic designers). Even if a person cannot master all technologies
involved in a production, it is important to be aware that the workflow incorporates
these technologies. User interfaces depend on a sense of continuity of actions, and
sudden ruptures caused by the simple articulation of independent products can com-
promise the whole fruition process.

The success of this implementation depends, above all, on the incorporation into
the system of responses to individuals’ necessities arisen from the set of observed uses,
considering content characteristics and fruition process. Data to be read by Producers
can be generated after the distribution of audiovisual product; in other words, after the
audience has watched or heard the content, and used the interaction tools. This is the
audience data and feedbacks mentioned above. In this case, Producers’ actions are
limited to future works or, in the case of long-running productions, to slow transfor-
mations as the narrative unfolds. Furthermore, it is possible to use the technique of
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personas creation, with some previous data and with the development of scenarios, to
predict some reactions. In this case, it is of great value to read the data obtained from
the application of digital tools. Access and understand the data is an important tool
(although not fundamental) for the Producer.

4 Conclusion

This article described core competencies needed by an individual to occupy one of the
roles indicated in the Audiovisual Design model. The competences listed here may not
be the only ones in certain contexts of fruition of an audiovisual workpiece. They are,
however, ample descriptions that correspond to a significant part of situations which
require an action or reaction by user. Each competency involves knowledge about the
object of interaction, capacities (potentialities) for use of these objects, skills to engage
in a particular action and behaviors in face of situations that arise during audiovisual
consumption.

These competencies are relevant to the contemporary media ecosystem, which,
when merging different means in the same environment, dominated by digital tech-
nologies, give rise to new affordances related to use of interfaces and computers. In this
sense, the HCI field contributes to analyze situations where media consumption occurs,
pointing out what these new affordances are and how audiovisual production should be
organized. Hence those affordances can be incorporated in content and interface
planning of interaction, as a prediction of actions taken by individuals. In other words,
HCT’s problem-solving chain allows a complex use of different platforms and media by
indicating potential properties within each audiovisual content distribution channel.

Such confluence of two distinct fields (Media Studies and HCI) demonstrates the
need to review school core curriculum, especially in the field of audiovisual production,
which today does not contemplate important topics for the activities of content pro-
ducers for interactive systems.

Although the methodology of Audiovisual Design incorporates technologies
available today, we must keep our mind open for assimilation of new technological or
social dynamics that interfere in the proposed flow. We also understand that financial
limitations may prevent the application of this methodology in its most complete
version: on the production side, by the costs that may be high depending on the type of
resources it proposes to use; by the audience, by the imbalance in the access to the
Internet and digital tools that allow interaction at the levels foreseen here.

However, Audiovisual Design remains an appropriate methodological set, allowing
to ponder over each phase of planning as an isolated process, but connected through the
Lines of Design. In addition, it adds questions relating to training professionals who
will produce content since the relations among system, content and individual are
becoming increasingly close. Finally, it is worthwhile to emphasize the application of
AD as a theoretical tool for evaluation and understanding of media usage scenarios. AD
methodology encourages discussion about concrete aspects of audio and video systems
use and theoretical aspects such as layers of identity, perception of value and sense
people attribute during the enjoyment of the content.
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