Blockchains in the new era of
participatory media experience
HORIZON 2020
762091 – BLOOMEN - H2020-ICT-2016-2
ICT-19-2017 Media and content convergence

D5.6 WebTV use case - pilot operation
management and evaluation - Final report

Version:

1.1

Date:

16/03/2020

Authors:

Michalis Odysseos, ANT1

Internal Reviewers:

Gonçal Calvo, BMAT
Toni Paradell, Worldline

Type:

Report

Dissemination:

Public

D5.6 WebTV use cases - pilot operation management and evaluation – Final report

Table of Contents
1

Introduction

4

2

Preliminary Overview

5

3

4

2.1

Wording and expressions

5

2.2

Relevant work leading to the 2nd pilot

5

2.2.1

Defining CSFs and KPIs

6

2.2.2

Conceptual View of Bloomen Use Cases

6

Pilot Scope
3.1

Minimum Viable Product

9

3.2

Working Backwards to define MVP

9

3.3

Press Release

11

3.4

Bloomen WebTV FAQ

12

Evaluation Methodology
Pilot Set-up

15

4.2

Who is the Customer? Q&A

15

4.3

Profile and amount of Test Users

17

4.4

Key user activities

18

4.4.1

Business side

18

4.4.2

Customer side

20

Users recruitment

21

4.5.1

Digital Strategy for recruiting users

21

4.5.1

TV Strategy for recruiting users

23

4.6

6

15

4.1

4.5

5

9

Evaluation Procedure

24

4.6.1

Quantitative usage evaluation for the WebTV Pilot assets

4.6.1
Pilot

Qualitative and quantitative end-user focused evaluation for the WebTV
25

Pilot Preparation

24

25

5.1

Scope of Pilot Tests

25

5.2

Pilot Tests - Steps

26

5.2.1

Mobile Wallet functionality

26

5.2.2

WebTV Interface

27

5.2.3

Integrated experience

27

Results
6.1

29

Quantitative usage results

29
Page 2 / 37

D5.6 WebTV use cases - pilot operation management and evaluation – Final report

6.1.1

Google Form / Enrollment Form

29

6.1.2

Bloomen Wallet Installs

31

6.1.3

Web Interface Analytics

33

6.2
7

Quantitative and qualitative end-user focused results

Conclusion and Next Steps

36
37

List of Figures
Figure 1: Conceptual Overview
7
Figure 2: One-page pilot overview
8
Figure 3: Working Backwards approach
10
Figure 4: Premium WebTV navigation link on ant1.com.cy
22
Figure 5: Sponsored post regarding the WebTV Pilot on social media
24
Figure 6: The ANTENNA DAPP on the Bloomen mobile wallet
26
Figure 7: Web interface of the integrated Bloomen WebTV tools
27
Figure 8: Testing Bloomen WebTV at the Ministry of Finance, Cyprus, as part of the 1st
iteration of the pilot and as described in D5.5
29
Figure 9: Enrollment on the Bloomen WebTV pilot
30
Figure 10: Apple App Store Total Installs
31
Figure 11: Google Play Store Active Installs per day
32
Figure 12: Google Analytics report for the home page of the integrated Bloomen
WebTV tools
33
Figure 13: Google Analytics report for the episodes section regarding the exclusive
content provided through the usage of Bloomen tools.
34
Figure 14: Spreadsheet data from the schemas definition between Worldline and
ANTENNA, prior to the 2nd iteration of the Bloomen WebTV pilot.
35

List of Abbreviations
API
B2B
B2C
CSF
DAPP
DMCA
FAQ
ICO
KPI
KYC
MVP
OTT
UX
VAT
VOD

Application Programming Interface
Business to Consumer
Business to Business
Critical Success Factor
Decentralized application
Digital Millennium Copyright Act
Frequently Asked Questions
Initial Coin Offering
Key Performance Indicator
Know Your Customer
Minimum Viable Product
Over-the-top
User Experience
Value Added Tax
Video on-demand
Page 3 / 37

D5.6 WebTV use cases - pilot operation management and evaluation – Final report

1

Introduction

In November 2019, which was the 27th month of the Bloomen project, ANTENNA, the
WebTV use case leader of the consortium, launched the 2 nd pilot of Bloomen WebTV.
After progressing from the use case description as presented in D2.1, to setting up
the requirements analysis in D2.2, as well as running the 1 st iteration of the use case
in Q2 2019, collaborative work from all partners of the Bloomen project but more
specifically, Worldline and ANTENNA, lead to the second phase of the Bloomen
WebTV solution.
Whereas the overall approach for the 1st pilot was to set up and provide access to
key modules, as pure demonstrators, to a specific group of test users, who were
defined as people ranging from various backgrounds, but mainly had operational
involvement with TV and WebTV technologies, the 2 nd pilot focused on implementing
the Bloomen tools on a real-world scenario.
This would be a groundbreaking move where the solid technical tools developed by
the Bloomen consortium, would not only need to adapt to be applicable to a live
WebTV environment but also a lot of work and troubleshooting was to take place
within the production team of ANTENNA, so as to integrate services offered by the
Bloomen Wallet and the Bloomen Developer Portal.
This implementation was a test for three different parties. One is the Bloomen
consortium, which would have its tools and functionalities exposed through a live
publisher to hundreds of users, another one is ANTENNA which deployed its digital
department to integrate the solutions, as well as for the end-users who were
introduced to a totally new way of transacting and viewing audiovisual content
available on multiple devices.
For the purposes of communicating the pilot scope, what problems are being
addressed, what the benefits of the technology are, what functionality is
incorporated and finally what are some key takeaways from this initiative, a press
release was created by ANTENNA, as part of a specific methodology (see section 3)
chosen to define an MVP, and it is available in the section 3.3.
Furthermore, in this document, an analytics overview is provided given the data that
is available on the end of the mobile wallet (Apple/Google stores) but also in terms
of the blockchain usage (wallet balances) and the ANTENNA WebTV traffic through
Google Analytics.
Finally, an initial evaluation plan regarding the users’ perspective is outlined which is
planned to be included in the Overall evaluation report (D5.7) which is due on M36.
It has to be noted that since this document is developed on an iterative approach,
core text from D5.5 is being reused as it describes generic terms, methodologies,
definitions and business use cases that were defined from the early stages of the
project.
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2

Preliminary Overview

This section is a short overview of the work that has been done prior to starting to
develop the specifications of the Bloomen pilots. In particular, the focus of the
consortium during the first two years of the Bloomen project, was to not only set the
business and technological foundations for the three core use cases: Photo, Music &
WebTV, but also in the case of WebTV, prepare a solution that would be enabled for
deployment on a production environment.

2.1 Wording and expressions
ANTENNA, as the lead organization behind the WebTV Use Case of the Bloomen
project, has maintained the “Bloomen WebTV” wording for the specific use case
progression, although it came with its obstacles. WebTV, as a term, neither fits the
traditional TV definition, nor it has the same characteristics of a purely usergenerated content that fits the likes of YouTube or Instagram TV. Further to that, it
also does not incorporate standardized specifications in regards to the content itself
or the provision of it through the various possible mechanisms.
For the purposes of the Bloomen project but also the WebTV pilot specifically, the
approach was to describe and facilitate processes that are, in their core, open and
broad, so they can serve as both standalone or integrated modules for the public to
incorporate or conduct further research and development upon them.

2.2 Relevant work leading to the 2nd pilot
All three Bloomen pilots for music, photos and videos have been planned and
gradually developed since the start of the Bloomen project in late 2017. While this
particular deliverable covers the Bloomen WebTV use case, the project as a whole
aims to collaborate regarding features and modules where possible.
In D2.1 the project further defined a range of technology elements and platforms
which are - as far as possible - to be shared by all three use cases. This relates to a
total of 12 defined technologies, as listed in the deliverable. Further, in D2.1 but also
as refined in D2.2, we provided a scenario for the WebTV use case, including a
definition of actors in the use case. This list of actors has become part of the
evaluation planning, whereby they have been contacted by ANTENNA for testing
both the first and the second iterations of the WebTV pilot.
While the core ideas and specifications were approved to be progressed upon by the
consortium, the use case has evolved in a way that it both enhanced its viability but
also improved the concept in a way that it would have made the solutions safer and
more secure. An example for this is when it was decided that a permissioned
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environment would ultimately be chosen for the WebTV pilot, instead of a public one.
This has made a certain activities such as “users mining” needless but at the same
time, it enriched the core functionalities altogether, as the Use Case has not only
maintained the B2C and B2B features, but went one step ahead by creating a
solution where anyone (with the right permissions) can be a “B” and anyone can be a
“C”, making it a truly peer-to-peer economic instance.
2.2.1 Defining CSFs and KPIs
D2.1 and D2.2 have not only provided a first use case description but also KPIs (Key
Performance Indicators) and CSFs (Critical Success Factors).
Excerpt from D2.1:
● Firstly, Critical Success Factors (CSFs) describe, from a qualitative point of view,
the success of the Bloomen platform and the use cases service offerings.
● Secondly, a series of Key Performance Indicators (KPIs) has been defined which
addresses the CSFs in a more quantitative way and provide a reference to
validate technical performance and/or potential business success.
To be more specific, in terms of the second iteration of the pilot, which is more
focused toward the end users in comparison with the first pilot, the following KPIs
have been set:
● Have at least 300 end-users on the integrated solution registering to
participate.
● At least 30% of the registered participants create an account on the Bloomen
wallet.
● One out of 4 of the registered participants makes a transaction to watch
videos.
● More than 50% of the video watchers are happy with the workflow.
● Less than 50% of the participants stated that the workflow seemed too
complex to bother.
2.2.2 Conceptual View of Bloomen Use Cases
As a next step Bloomen defined the use cases from a conceptual viewpoint - e.g.,
how different needs and features need to be present in the use cases.
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Figure 1: Conceptual Overview

At the beginning of the project, all three use cases collaborated and defined an easy
to understand overview of the main stages of development in a “one-page”
document. This overview described three distinct development levels. The one-page
plan for Bloomen WebTV is shown below.
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Figure 2: One-page pilot overview
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3

Pilot Scope

The overall target of the pilot is to incorporate business needs of the video
streaming industry, enhance the efficiency of operations by eliminating
intermediaries and added costs, introduce the advantages of using blockchain
technology to content producers and perhaps most importantly, listen to what
stakeholders and especially end-users have to say about the Bloomen WebTV
technology.

3.1 Minimum Viable Product
The projected outcome of the 2nd Bloomen WebTV pilot aims to get to an MVP, a
minimum viable product. 1
To define what is meant by this:
A minimum viable product (MVP) is a development technique in which a new
product or website is developed with sufficient features to satisfy early adopters.
The final, complete set of features is only designed and developed after considering
feedback from the product's initial users.
A minimum viable product (MVP) is the most pared down version of a product that
can still be released. An MVP has three key characteristics: 2
● It has enough value that people are willing to use it or buy it initially.
● It demonstrates enough future benefit to retain early adopters.
● It provides a feedback loop to guide future development.
More specifically about Bloomen WebTV our goal was to first research, then apply as
many features as possible to potentially start a successful exploitation of results. In
order to create options to further work on the outcomes of this pilot, a concept was
demonstrated to either finance future development work through funding or
generated revenues, by for example expanding the solution for B2B copyright trading
or even financing new content via innovative methods offered by blockchain
technology such as ICOs, whereby the platform provider can charge a small fee for
the smart contract development (Smart Contracts as a service).
The scope of the MVP product is further detailed in the following sections.

3.2 Working Backwards to define MVP
To mitigate both risks Bloomen will use a framing technique developed and used by
Amazon, described as “working backwards”. The process applied works backwards
1
2

https://en.wikipedia.org/wiki/Minimum_viable_product
https://www.techopedia.com/definition/27809/minimum-viable-product-mvp
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from the customer experience arguing that “great products and services come from
deeply understanding the customer.” 3
Two key elements for such a development view are a “press release” and a short
FAQ. With the press release, the goal is to describe a product or service “as if” they
were launched tomorrow. The effect of this exercise is that both project
management/planning as well as developers will look at what will be developed from
a user perspective: Is it logical? Does it fulfil a specific need? Would it be attractive
to use the service or pay money for it in anyway, even though an early service will
lack some features, potentially.
Amazon’s “Working Backwards” approach.4

Figure 3: Working Backwards approach

Here a brief description of how the “working backwards” approach can be utilized:
“Amazon's approach to new product development is about working backwards from
the customer. The product manager starts by writing a press release announcing the
finished product. The press release is targeted at the end customer and contains
information about the customer's problem, how current solutions are failing, and why
the new product will address this problem. The press release itself is a gut-check for
whether or not the product is worth building. If the team is not excited about reading it
then the document needs to be revised or perhaps the idea should be revisited
altogether. As the team begins development the press release serves as a guide for
the team to reflect on and compare with what is being built.” 5
"Done correctly, working backwards is a huge amount of work. But it saves you even
more work later. The Working Backwards Process is not designed to be easy, it is
designed to save a huge amount of work on the backend, and to make sure we are
building the right thing." - Jeff Bezos 6

3
4
5
6

https://www.slideshare.net/AmazonWebServices/working-backwards-from-the-customer
https://www.linkedin.com/pulse/working-backwards-amazons-culture-innovation-my-notes-satish-madhira/
https://www.product-frameworks.com/Amazon-Product-Management.html
https://www.linkedin.com/pulse/working-backwards-amazons-culture-innovation-my-notes-satish-madhira/
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The process has more details than just writing a press release and the FAQ. Another
important element is the customer experience. As described by Werner Vogel, CTO
of Amazon.com:7
Define the customer experience: Describe in precise detail the customer experience
for the different things a customer might do with the product. For products with a user
interface, we would build mock ups of each screen that the customer uses. For web
services, we write use cases, including code snippets, which describe ways you can
imagine people using the product. The goal here is to tell stories of how a customer is
solving their problems using the product.
To get there five questions can help to describe the goals:8
● Who is the customer?
● What is the customer problem or opportunity?
● What is the most important customer benefit?
● How do you know what customers want?
● What does the customer experience look like?
These questions will be repeated in the evaluation section to give our approach a
good structure: “Once we have gone through the process of creating the press
release, faq, mockups, and user manuals, it is amazing how much clearer it is what
you are planning to build.”
For Bloomen WebTV it was agreed that this working backwards process was ideal to
define what really needs to be built, aided by feedback from potential users during
the evaluation.

3.3 Press Release
This press release acts as a one-page informational document regarding both the
progress of the Bloomen WebTV Use Case, as well as providing key-takeaways as a
means to promote the activities of the Bloomen project in general. Since this is a
generic press release, there are very minor changes compared to how it was
presented through D5.5 in M20.
“Providing new economic and secure solutions for video streaming”
Bloomen WebTV releases an open protocol for accessing audiovisual content.
Summary
Bloomen WebTV is an innovative solution for video producers. Studios, TV networks
and independent producers can easily integrate Bloomen WebTV to their already
established applications. By proving ownership of copyrighted content, producers can
7
8

https://www.allthingsdistributed.com/2006/11/working_backwards.html
https://www.linkedin.com/pulse/working-backwards-amazons-culture-innovation-my-notes-satish-madhira/
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get access to the Bloomen web platform as well as create their own DAPP for the
Bloomen Mobile Wallet and start monetizing their content in a transparent, auditable
and low-cost environment.
Problem
Monetization of videos is a big issue for content providers, as nowadays they only
have the option of creating their own platforms from scratch or join networks that
either impose large fees or make the decisions on what the monetization model would
be for them, such as how YouTube monetizes videos with ads.
Furthermore, centralization has proved to have harmful effects for all actors of the
industry, such as when monopolistic practices are unavoidably imposed or when huge
players often become the target of hackers.
Solution
The Bloomen WebTV Use Case is providing easy access to the Bloomen management
platform for video producers to list their content and monetize it through smart
contracts living on the Alastria blockchain network. These smart contracts are not
only transparent and auditable since they live on a public blockchain, but also
compliant with laws and regulations of the European Union since they involve a
process of attributing payments to the tax authorities.
Additionally, Bloomen WebTV incorporates a personal mobile wallet for users, who
can redeem Bloomen Tokens by purchasing top-up cards from the nearest store and
use them for either accessing content or transfer it to their friends and family as a gift
or allowance to enable them to access the video library provided by the consortium.
QR codes are implemented to provide a good user experience not only for scanning
the prepaid cards but also a PC Monitor or their living room TV so they can access
copyrighted content.
“A peer-to-peer economy will reduce friction and eliminate intermediaries, so video
producers and consumers will have direct digital communications, potentially
disrupting the current centralized state-of-art. “
-Michalis Odysseos, Digital development manager, ANTENNA LTD (Cyprus).
“It looks like we might finally have the option of accessing any public sports event,
without any geographical restrictions or monthly commitments, via a single app,'' said
-George Machattos, an avid football fan, who currently pays hundreds of Euros per
month to be able to watch matches from different football leagues.
Bloomen WebTV is available now as a demonstrator through ANT1 Television’s
digital property, ant1.com.cy. The registration is open to everyone.”

3.4 Bloomen WebTV FAQ
To address questions about the pilot as a whole, but also concerns about the usage
of the technology and especially matters related to the introduction of a virtual token
Page 12 / 37
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for accessing content in the Bloomen WebTV environment, ANTENNA has prepared
an FAQ as follows:
Q: How does it work?
To access copyrighted content, a user must have possession of 2 devices:
● A smartphone where they can install the Bloomen Wallet app, available for iOS
and Android.
● A TV, Desktop, Laptop or Smartphone with internet so it can have access to
the production environment of Bloomen WebTV, currently on the live site of
ANTENNA, https://ant1.com.cy/premium, where a user can purchase or
authorize playback of their already purchased content. For the purposes of
the WebTV pilot, prepaid cards are being airdropped for free on the emails of
interested registrants so they can purchase content.
Q: What are the main features?
Bloomen WebTV allows anybody to become an approved copyright owner and
provide audiovisual content for monetization through the Bloomen tokens, which can
be purchased with prepaid cards and redeemed with the “burn” functionality of the
mobile software. The solution also allows publishers to integrate their systems with
the Bloomen platform, so they do not have to setup and upload all content from
scratch. The platform also allows publishers/users to offer content for free and
enables end-users to offer “tips” to creators in a fast and seamless manner.
Q: How can I upload content?
For the time being, content is only available through the ANTENNA website. In the
future, content creators must fill out KYC documents which will make them liable for
the content they offer through their own platforms, or through the available solution
on ant1.com.cy/premium.
Q: On which exchange can I trade the Bloomen Coin?
The Bloomen Coin is a utility token that lives on a permissioned network and is a
stablecoin, so the consortium can avoid trading which would classify the token as a
security. Bloomen Coins can only be available by purchasing prepaid cards. For the
purposes of the WebTV pilot, prepaid cards are being airdropped for free on the
emails of interested registrants.
Q: What makes this better than say… Netflix?
Bloomen WebTV is based on a micro-transactions model whereby users pay a small
fee for purchasing copyright access to videos for a certain amount of time. This
means that prices of each individual video are set by the laws of the free market,
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instead of having an intermediary agent negotiating packages of content for you, for
monthly or yearly fees. It is guaranteed that content creators receive the maximum
possible amount from the price users pay, after deducting other fees such as VAT or
costs for the platform. These other fees are transparent and auditable via the
Alastria Explorer, an interface that provides all the transactions between different
parties on the blockchain. Another benefit is that due to the peer-to-peer nature of
the solution, it is possible that in the near future, geographical restrictions will be
eliminated. There are, of course, regulatory considerations for this but as a
fundamental change to the way users consume media content, it would be expected
that business and legal aspects would adapt.
Q: How are creators protected from copyright infringement?
To upload content, a user must first submit KYC documents that will hold them liable
for this content. Standard laws and DMCA procedures will be followed and legal
action will be taken against users that have infringed someone else’s copyright.
Q: How do you ensure that my personal data is protected?
We do not collect your personal data! We believe that there is no reason for video
content consumers to provide any personal data to the platform. The only thing
needed is a public key, which is provided automatically by your mobile wallet. Your
wallet’s public key cannot be traced back to you.
Q: Can my personal wallet be hacked?
Your mobile wallet’s private key is only stored locally on your device, making it a very
solid security procedure for holding a virtual currency. You will never have to share
your private key with an external source, such as with a WebTV provider so if anyone
asks for it, please be advised to not provide it to them as you will risk losing your
funds.
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4

Evaluation Methodology

In this section we will describe how the evaluation will be structured, prepared and
how the interaction with testers will happen. This is possible as we defined many
details in prior WPs, such as user types, key activities as well as CSFs (Critical
Success Factors) and KPIs for each specific use case. Most of this prior planning is
published in D2.1 Use Case Descriptions and KPIs (February 2018). For this
deliverable we went through those descriptions, as they were also refined in D2.2
and re-applied them to the evaluation. For the sake of easy communication we
extracted key parts, specifically those relevant for this document.
Earlier in the process the phases for the pilot set-up were defined as follows,
including the key steps described in the technical one-page set-up.

4.1 Pilot Set-up
Phase 1: Initial evaluation of requirements and setting up of key modules. Based on
the technical requirements and in collaboration with other technical partners,
Worldline is to develop these modules. -DONE
Phase 2: Demonstrate an environment where users access video content on the
web, through the usage of a mobile wallet. -DONE
Phase 3: Functionality review with input from users.-DONE
Phase 4: Application of findings to the pilot, for refinement. Optimize to better UX,
full functionality of API for integration with CMS of ANTENNA. Includes functional
interfaces and data analytics modules. -DONE
Phase 5: Final Bloomen WebTV demonstrator. Enables to consume real content,
through the interface of an established WebTV provider i.e ANTENNA. Refined
analytics and added functionality of gratitude by users to users in a peer-to-peer
environment. -Ongoing (Q4 2019 – Q1 2020)
Phase 6: Evaluation period whereby feedback from end-users and other stakeholders
will be gathered through qualitative and quantitative questionnaires. -Q2 2020

4.2 Who is the Customer? Q&A
With the focus of the Bloomen WebTV pilot being to test the tools available for
access to the platform, we consider video consumers and industry professionals to
be our two key user groups. Feedback received from these groups will be crucial for
the exploitability of the WebTV use case.
Here we repeat the five customer questions already mentioned in the “working
backwards” description, this time with answers:
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The 5 customer questions
● Who is the customer/stakeholder?
Key customers for Bloomen WebTV are video producers and consumers across the
world. On the one hand, video producers need more access to audiences and on the
other hand, consumers want to see the film, show, sports event, when they want to
see it, without geographical restrictions or monthly commitments. Bloomen WebTV
is a decentralized solution which enables both.
● What is the customer problem or opportunity?
There are many problems faced by content producers and consumers alike. To
name just a few, video producers can face obstacles if they are small players in the
market, can find it expensive to maintain a VOD system (also because of security
reasons), pay high fees for agents and intermediaries and have little access to
consumers in the cases that they operate independently. At the same time, users
have to pay expensive monthly subscriptions just to watch a few shows they might
like, face the obstacles of geo-blocking due to agents negotiation between trading
blocs, and have to learn how to use the many different live and VOD services that are
available right now.
● What is the most important customer benefit?
The most important benefit that comes up with Bloomen WebTV is its peer-to-peer
functionality. Peer-to-peer communications enable free market conditions, since
costs and prices are not centrally calculated, they enable frictionless transactions
and eliminate intermediary fees, as well as enhance trust between the network
participants. Since many operations of Bloomen WebTV are done on a peer-to-peer
basis, this also adds the benefit of users keeping full ownership of their copyrights
and funds.
● How do you know what customers want?
As a media organization, ANTENNA has decades of experience in broadcasting and
analyzing data from viewership. This has created a customer-centric culture in the
organization where operations are largely focused on what customers want to see
and how they want to see it, based on past analytics on all channels (TV, Radio, Web
properties). The bigger the network and the more and better content and tools
available, the happier the users will be.
● What does the customer experience look like?
The Bloomen WebTV demonstrator is based on two tools, the mobile wallet available
for iOS and the web interface which has content available for purchasing and
consuming. The latter is available through the digital presence of ANTENNA,
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ant1.com.cy/premium. The mobile wallet is a personal wallet for all users, whether
they be video consumers or producers. It is a tool for redeeming Bloomen Coins,
holding and using them, as well as burning them in case they want to exchange them
with Euros from the consortium. The web interface is basically a listing of the
copyrighted content available for purchase and it is open for any video publisher to
integrate it with their system, or for non-WebTV platform owners, through
ANTENNA’s website which could act as a central location for all the content that can
be monetized through the Bloomen tools and the Alastria Network.

4.3 Profile and amount of Test Users
For the 1st iteration of the Bloomen WebTV pilot, we firstly defined three categories
of potential participants and then went on to specify the function of each tester via a
“user function list”. While these are reflected in D5.5, we briefly mention them again
so as to have a clear view on the general path of the use case pilots:
Category A: Internal Users (ANTENNA)
User Function List:
Art Director
IT Manager
Technical Manager
Programme continuity
TV Director
General Manager
Category B: External Users (Community)
User Function List:
Local TV enthusiast
Content producer and Netflix enthusiast
Digital media professional
Televised sports events enthusiast
Category C: External Users (Government)
User Function List:
Tax Commissioner, Ministry of Finance
Information Technology Services Department, Ministry of Finance Cyprus
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This kind of diversity demonstrated in the preparation of the users selection for the
1st iteration of the WebTV Pilot, has provided great insights not only based on the
technology and the way the content is to be accessed but also the incorporation of
government representatives as users for the pilot will also bring feedback regarding
the tokenization components of the platform as well as shed some light into what is
the current perspective of the authorities on the subject of regulating the use of
virtual currencies and how the handling of VAT is to take place.
For the purposes of the 2nd iteration of the pilot, it was decided that since the
solution was fine-tuned and adapted to a real environment, on ANTENNA’s digital
property ant1.com.cy, the access would be opened to every end user that would like
to try this new solution. For attracting a large amount of interest, ANTENNA has
provided exclusive access to a TV Show that was licensed by the company, as a
means of promoting access via Bloomen WebTV, before the show aired on ANT1 TV.
More on the recruitment is available in section 4.5 of this deliverable.

4.4 Key user activities
The progress of the WebTV use case has caused some changes to the key activities
as they were described in D2.1. This was due to a recommendation in the technical
review in 2018, which said that the use case was too broad. This recommendation
was incorporated to every single deliverable that came after D2.1 and is reflected
through the consortium’s response that mentioned in D5.5, on section 2.3.
Both the first and the second iterations of the pilot was largely based on the Activity
1: The Core B2C Relationship, as described in D2.2 (section 3.3.5) but optimized
according to the recommendations and it runs as follows.
4.4.1 Business side
First step is when a video publisher incorporates the Bloomen Wallet into their
systems for interacting with the Bloomen platform and the Alastria blockchain.
● For the purposes of the second iteration of the pilot, the integrated back-end
and front-end was provided by ANTENNA, through its website ANT1.com.cy
and more specifically, through the section “Premium WebTV”.
The Business User Stories were described by ANTENNA and Worldline and the
implementation on ant1.com.cy ran as follows:
1) Handshake Process-BUS#1
This is the process that allows establishing a relationship between the
web browser that you want to use to view videos and the user's wallet.
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a) A cookie or token is generated in the browser storage. This cookie is
the identity of the device.
b) The device identity data is displayed as QR to be captured.
c) From the wallet a handshake is generated between the device
(browser) and the user account stored in the mobile.
d) The information related to the handshake is stored in the blockchain.
2) Check Assets Ownership-BUS#2
The process of buying and reproducing content depends on whether the
browser has performed a handshake process or not.
a) The browser makes a request to the server passing the data of the
query and the identity of the device.
b) The Server performs the query in its legacy database.
c) Once the list of assets is obtained, it is validated if the device has
access to these to carry out a filtering.
d) The server presents the assets to the client indicating those that are
already his property.
3) Buy From Search-BUS#3
a) We start from BUS#2 and we want to buy the protected video
b) The browser generates a popup with the asset information to make the
purchase.
c) The purchase transaction is made using the Bloomen Wallet
d) The transaction is registered in the blockchain and, optionally, BUS#1
can be re-executed to show the new status.
4) Watch Purchased Video-BUS#4
a) The user finds the video he wants to see.
b) A request to watch the video is made.
c) It is validated if the asset belongs to the user using the identity of the
device. What comes through the cookie
d) If the user has access to the server, the content serves.
5) Buy From Play-BUS#5
a) The user finds the video that he wants to see and that he does not own
(we come from BUS#4)
b) The browser generates a popup with the buy & play information of the
asset to make the purchase and the device identifier in order to use the
asset in it.
c) The purchase transaction is made using the Bloomen Wallet
d) The user can close the purchase popup and view the video following
the flow BUS#4
The fully working solution which incorporates all of the mentioned user stories on
the publishers’ side is located here: https://www.ant1.com.cy/premium-web-tv/
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Since there might be a business decision to remove, alter or optimize the solution
further on ANTENNA’s website, we also provide here the development environment
of the website which will keep the solution live at least by the end of the Bloomen
project in M36: http://ant1iwo.dev.atcom.gr/premium-web-tv/
For the purposes of developing the solution on the back-end and front-end
environments of ant1.com.cy, a Trello board was created to communicate the tasks,
the sprints and other planning, and was accessed by both ANTENNA and Worldline
for a speedy and efficient communication and development. Assistance by Worldline
proved to be crucial for the solution to be realized.
4.4.2 Customer side
This set of activities is based on the experience of the video consumers, as initially
described in D2.2 as an activity that fits within the B2C model.
The purpose of this activity is to demonstrate all functionality of the tools created for
the use case by Worldline, for both video producers (professionals) and consumers
alike. This “packaging” of the activity, in terms of functionality and target users, is
designed to provoke comments for the overall functionality of the solution, as we
believe that for the users it is crucial to test the overall experience, instead of
individual components created for the use case.
The user stories for the customer (content consumer) are divided into two main
tools to be used and described by ANTENNA as follows:
Mobile Wallet
1) User downloads a mobile wallet and creates an account with the ANTENNA
Dapp-CUS#1
a) User navigates to the live stores of iOS/Android smartphone operating
systems and downloads the BloomenApp (Bloomen Wallet).
b) User launches the app and after previewing the Tutorial, chooses the
ANTENNA Dapp and creates an account.
2) User adds some credit to their wallet-CUS#2
a) User has to first see the announcement of ANTENNA for the pilot or
navigate to ant1.com.cy/premium first to register their interest in
participating in the pilot. On a basis of every other day, ANTENNA
communicates these contacts to Worldline, which is airdropping free
prepaid cards to these users’ emails.
b) User uses the ANTENNA dapp scanner to redeem the Bloomen coins
via the prepaid card they have been given.
3) User familiarization with Peer-to-peer payments-CUS#3
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a) User navigates to the profile section of the mobile app.
b) User taps “Send Cash” to transfer Bloomen coins to the pilot instructor.
c) User taps the scan button on the “To” field, scans the QR code of the
instructor’s profile and chooses an amount of Bloomen coins to
transfer.
WebTV Solution
1) User accesses videos on the web demonstrator-CUS#4
a) User navigates to https://www.ant1.com.cy/premium-web-tv/
b) User authorizes his browser via a cryptographic handshake with the
Bloomen Wallet. This will allow this browser to watch content they
have purchased or make transactions on the blockchain, via the
Bloomen API.
c) User clicks on a video and purchases content via the Bloomen Wallet
on their smartphone.
2) User previews the “Balance Dashboard”-CUS#5
a) User is introduced to the “Balance Dashboard”, a tool that shows the
distribution of the Bloomen coins after a payment has been made.
b) It is explained how the content creators are receiving the maximum
amount from their payment, after a small “service” fee and the
appropriate VAT are deducted.

4.5 Users recruitment
As mentioned in D5.5, for the purposes of the first Bloomen WebTV pilot, it is
planned to involve not only content consumers but also media industry
professionals, their background of which range from technical, business and creative
departments, as well as professionals working for the government.
Since this process was deemed successful, as it has also been described in D5.5, it
was planned to open access, to a production environment, for everyone that would
be interested in the solution. For this purpose, a digital and TV strategy was defined:
4.5.1 Digital Strategy for recruiting users
On the 28th of November of 2019, ANTENNA, through its website, announced the
coming of this pilot, but by avoiding mentioning a lot of technical details about what
was coming: https://www.ant1.com.cy/ant1life/life/article/354970/pap-a-todamadre-apokleistika-sto-ant1comcy-/?expandedarticle=true
It was decided that the forefront for the promotion would be to announce that a new,
exclusive show would be coming to the website, and if users wanted to have access
they would have to register through a Google Form created by ANTENNA. Since the
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website is in Greek, the Google Form was also in Greek and it only asked for Name,
Surname and E-Mail Address. The form can be viewed here:
https://forms.gle/tiSVvRngpL5Sxmpu9
On the 15th of November of 2019, the pilot went on a discreet launch on the website
of ANTENNA. This was because it was expected to experience some bugs after the
launch of the feature, since it was a very innovative solution that developers of
ANTENNA had little experience in building. At the same time though, through the
navigation links on the website, a user could go to the section and find out what is all
about. The navigation link was called “Premium WebTV” and it had a notification
bubble showing that there was 1 exclusive series for users to watch. At the Premium
WebTV section, users could initially see some text describing what the page was
about and how they could enroll in the programme.

Figure 4: Premium WebTV navigation link on ant1.com.cy
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On November 21st 2019, the website announced the launch of the new section, via
press release available here:
https://www.ant1.com.cy/ant1life/life/article/357404/premiera-simera-gia-to-pap-atoda-madre-sto-ant1comcy-pos-tha-to-deite/?expandedarticle=true
Again the text, while it mentioned this solution came through the innovation action of
ANTENNA through the Bloomen project, and that the project is cofounded by the
European Commission, focus was on communicating the new content that was
available for users to see, while at the same time testing the new functionalities.
This same link, also acted as a manual for how end-users could access the content,
by both downloading the Bloomen Wallet as well as how they could authorize their
browsers to watch the content.
4.5.1 TV Strategy for recruiting users
Regarding ANTENNA’s TV Audience, which should be considered as having lower
digital literacy skills, a more generic report was produced for ANT1 evening news,
which focused on promoting ANTENNA’s activities as the “first real, consumer-based
blockchain technology implementation in Cyprus”. Through the report, the journalist
mentioned that this was available on ANT1.com.cy and that there is some exclusive
content to watch.
Of course, this report was also published on the website, and the standalone video
production was shared on the official page of ANTENNA on Facebook. This proved
to be a significant boost to recruiting users, as TV provided an omnichannel digital
marketing experience for them. More details on the results are available on Section
6.
Report shared on ANT1 website:
https://www.ant1.com.cy/ant1life/tech-science/article/359888/auti-einai-i-protiulopoiisi-tis-tehnologias-blockchain-stin-kupro/?expandedarticle=true
All announcements all social media were sponsored by ANTENNA through its digital
marketing budget.
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Figure 5: Sponsored post regarding the WebTV Pilot on social media

4.6 Evaluation Procedure
In terms of all user groups, the aim of the overall of the pilot is to understand
whether the tools provided by the Bloomen consortium are being perceived as
demand-pull innovation or whether the technology makes them, at least initially, feel
indifferent as to whether it could solve issues of the current state-of-art or not. A
significant component of this consideration is the fact that blockchain technology,
which supports the Bloomen WebTV use case in many aspects, is something that is
very difficult to understand for non-technical people, hence the advantages brought
by it might not be apparent in the beginning.
To achieve solid validation parameters, it was decided that ANTENNA would
evaluate the results of the WebTV pilot through qualitative and quantitative metrics:
4.6.1 Quantitative usage evaluation for the WebTV Pilot assets
Since the 2nd iteration of the WebTV pilot was to address a broad audience and be
available on a production environment, there are certain tools that enable efficient
and concrete metrics on the usage of the digital properties to be used, both on the
side of the Mobile Wallet / Blockchain (Worldline) and the WebTV platform of
ANTENNA.
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Starting with data collected on the side of Worldline, total installs of the mobile
wallet for iOS and Android operating systems, were to be available on the developer
console for these environments. Additionally, through the smart contract
management, Worldline would be able to identify total transactions being done
between the different wallets, namely the ones set by ANTENNA for the purposes of
the pilot. In production, the following wallets were to be used:
● ANTENNA Wallet
● Copyright owner wallet
● VAT Authority wallet
4.6.1 Qualitative and quantitative end-user focused evaluation for the WebTV Pilot
For the purposes of collecting both quantitative and qualitative data regarding the
WebTV pilot, a questionnaire would be developed and forwarded to the users via the
emails collected through the registration phase. It must be noted that since the pilot
is on a production environment, it was decided that the full questionnaire would be
developed and distributed after the pilot matures, which would be in Q2 2020. It is
planned to include these results in D5.7.

5

Pilot Preparation

After defining the Bloomen WebTV use case (D2.1) and the requirement analysis
was done with close collaboration with all partners of Bloomen (D2.2), as well as
updating and specifying further the key activities that would run through the pilot in
this document (section 4.4), Worldline, together with the technical team of
ANTENNA, have developed a fully functional environment for the second iteration of
the pilot. Namely, the Bloomen mobile wallet for iOS/Android and a web, production
environment to stream audiovisual content.

5.1 Scope of Pilot Tests
As reflected through the key activities mentioned in section 4.4, it is made sure that
the tests will fulfill the scope of the pilot in certain key areas:
● Testing the blockchain functionalities of the Bloomen platform
● Testing the software of the Bloomen mobile wallet app
● Testing the web interface and the integration with the Alastria network
(Bloomen APIs)
● Validating the approach with end-users
● Collect feedback for new features and functionalities that can both act as
minor tweaks to the running pilot as well as future additions that can be
described by exploitation plans.
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5.2 Pilot Tests - Steps
Based on the current tools available for running Bloomen WebTV, the evaluation
aims to get a better understanding on how the Bloomen WebTV solution could be
optimized for future exploitability plans.
5.2.1 Mobile Wallet functionality
It would be investigated whether the mobile wallet incorporated the full functionality
spectrum that was to be expected from the end-users. Specifically, the test was to
see whether content consumers would have a seamless experience, in terms of
adding credits to their balance and use functions that will enable them to purchase
and access content on their favorite screens.
Key test goals:
●
●
●
●

Does the tutorial make sense for the average user?
Ease of use
Is it a frictionless experience vs current state of art?
Compatibility

Figure 6: The ANTENNA DAPP on the Bloomen mobile wallet
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5.2.2 WebTV Interface
The specifications as well as the setting up of the web demonstrator will be crucial
as it was planned to establish the platform on a production environment. On a
production environment, it goes without saying that the solution should look wellpackaged and complete, in terms of its functionality.
It is also important to know what features are liked or disliked by users, so as to
optimize the experience during the pilot as well as include or exclude them in the
exploitability plans for the future.
Key test goals:
● Is the look and feel appropriate for the use case?
● Is the number of clicks reduced to the minimum amount so as to eliminate
friction?
● Make sure that functionality is self-explanatory so users do not get confused.

Figure 7: Web interface of the integrated Bloomen WebTV tools

5.2.3 Integrated experience
Since two different tools would be used, which in the second iteration of the WebTV
pilot were to be set up by different technical parties, it would be of utmost
significance to make sure that the communication between them would be fast and
efficient. Because it would involve payments for accessing content, even if no real
money will be involved for the duration of the Bloomen project, a non-properly
integrated solution would pose the risk of double-spending funds or cause delays in
playback.
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Key test goals:
● Is the Web interface responding properly to the Mobile Wallet interactions?
● Is the number of interactions between the wallet and the demonstrator
minimized?
● Does the look and feel between the demonstrator and the mobile wallet
match so as to enhance the user experience?
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6

Results

Besides the evaluation included in the initial report (D5.5), whereby industry
professionals, government officials as well as other stakeholders, provided feedback
through both a generic questionnaire as well as customized interviews, for collecting
results for the 2nd iteration of the pilot, as explained in this document through section
4.6, both quantitative and qualitative results would be collected.

Figure 8: Testing Bloomen WebTV at the Ministry of Finance, Cyprus, as part of the 1st iteration of the
pilot and as described in D5.5

6.1 Quantitative usage results
In this section we will assess the usage of the assets provided through the Bloomen
WebTV pilot for the open public. We will not only look at the actual tools such as the
Bloomen Wallet and the Web Interface but also analyze engagement through the
enrollment process, so as to derive the statistics regarding how many people were
interested, as opposed to how many people actually went on to test the tools and
access the exclusive content. Finally, we will also present data from the blockchain,
as in its core fundamentals, blockchain technology can also be used to measure and
validate transaction numbers.
6.1.1 Google Form / Enrollment Form
As described in this document previously, a short Google form was produced that
was only asking users to fill out their Full name and email addresses, as a means for
the Bloomen consortium, specifically Worldline, to airdrop free prepaid cards for
them to use on the mobile wallet and access the content on the web interface.
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Figure 9: Enrollment on the Bloomen WebTV pilot

The enrollment numbers for the WebTV pilot are deemed a huge success, as it is not
often that research project based use cases attract such a high interest from
everyday people.
This can be explained through the decision that was made by ANTENNA to both
integrate the solution on its production website, which is something that gives high
exposure both to the project but also provides familiarity when a user is testing a
solution, because they use it on a known environment, rather than through an
independent website. Additionally, ANTENNA has also decided to provide exclusive
content, that has never aired neither on Cypriot Television, nor on any local digital
media.
This type of content was known to attract high numbers of viewership both online
and on Television, hence the decision was made to provide it first through its
implementation of Bloomen WebTV.
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6.1.2 Bloomen Wallet Installs
The second area we look at, mostly because it is also the next step in accessing
audiovisual content, as both described in the user stories but also through the
manual that was published by the website of ANTENNA, is how many people
installed the Bloomen Wallet.
As this is a property developed and published by Worldline, a close collaboration was
done to monitor installs during the pilot but also have a clear picture for the progress
leading up to the submission of this document in February 2020.
For the purposes of presenting metrics from the App stores, it was decided that we
will request a 3-month report from Worldline. Combined, these metrics will provide
an overview on how many people installed the mobile wallet, throughout the period
that the 2nd WebTV pilot was live.
iOS – Apple App Store Installs

Figure 10: Apple App Store Total Installs

In this report, we see that the total installs, or as also defined through the “App Units”
measurement from Apple, was 39 for the 3 month period. Given that approximately
75% of the smartphone users in Cyprus are using Android devices, we expected this
number to be rather low and have something higher from the Google Play Store.
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Android – Google Play Store Installs
Regarding the Google Play store, since Google presents downloads/installs rather
differently than Apple, we look at peak “active installs”.

Figure 11: Google Play Store Active Installs per day

According to this lifetime report, which is also accurately represented in a
spreadsheet file (available here:
https://drive.google.com/file/d/1mCA6QJF2iG850D7AEeAz90NK82CuGjsC/view?us
p=sharing) , on January 23 the active installs peaked at 66. Of course this doesn’t
represent the “total” installs, but given this complexity in data representation
between the Google Play Store and the Apple App Store, for evaluation purposes we
will use this number.
When adding these numbers together, we find that out of the 540 people who
responded positively in the Google Form, approximately 100 have downloaded the
Bloomen Wallet. The reason we use the term “approximately” is because we know
that the total downloads are more, as Google only presented the “active installs per
day” at the report, but at the same time we know that there is also some people that
downloaded the mobile wallet for other reasons i.e Worldline developers to test the
production application, ANTENNA personnel and members of the Bloomen
consortium.
To further validate the interaction of users on the Bloomen wallet, we will also look at
blockchain data, available in section 6.1.4 below.
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6.1.3 Web Interface Analytics
Since the solution was provided on the production environment of ANT1.com.cy,
which is the web digital asset of ANTENNA, Google Analytics, which is the main tool
used by ANTENNA to measure its digital traffic, could be used for also measuring
engagement with the WebTV solution as integrated via the Bloomen API.
For this analysis we will look at 2 different pages. One is the home page of “Premium
WebTV”, as the Bloomen WebTV integrated solution was marketed by ANTENNA,
and the second one is the Episodes Section of “Papa a toda madre”, the exclusive
series provided by ANTENNA.
Premium WebTV Home Page

Figure 12: Google Analytics report for the home page of the integrated Bloomen WebTV tools

On this Google Analytics report, the interest of end-users is also apparent, as
throughout the 3-month period, 10,923 unique visitors visited the page 13,585 times.
These people could either come via the promotional articles that were published on
the website, as well as direct visits through the navigational buttons of the website
and of course people Googling the solution after they have heard about it elsewhere
or on Television.
According to Google Analytics, 7,989 page views were referred by Google search,
1,880 came in directly and the rest from various web sources. These numbers show
that perhaps the Television reporting about this was the most powerful medium to
disseminate the activities of the Bloomen WebTV use case.
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Episodes section of the exclusive series provided by ANTENNA.

Figure 13: Google Analytics report for the episodes section regarding the exclusive content provided
through the usage of Bloomen tools.

This report is also particularly significant for our analysis, since it shows how many
people navigated further from the Premium WebTV section, to actually go on and
watch the show. As the website only allows access to users who first made a
cryptographic handshake with the Bloomen Wallet, we see that the 254 unique
pageviews, this metric is in par with the Bloomen Wallet installs, as while the installs
were approximately 100, this metric by Google Analytics most probably shows that
these 254 unique pageviews might have come via people that are owners of these
100 smartphone devices, but have “allowed” access to more than 1 browsers (PC,
Tablets, TVs) to play back the content they purchased from their mobile wallets.
Alastria Wallet Balances
To validate some of the aforementioned metrics as well as to have a clear picture of
the movement of tokens between users and wallet owners from the business side
(ANTENNA, Copyright Owner, VAT), ANTENNA requested these balances from
Worldline.
As of the 10th of February 2020 where ANTENNA lastly requested this data, we have
the following balances, reflected from the total transactions on the Alastria
Blockchain:

●
●
●

ANT1 0x3a4003a51c31901a355a98c0e639c32dc61f1ad0 balance: 6723
ANT1-Tax 0xdc2f49b675dad2570a625d1bbfbcada3b92541bd balance: 2774
ANT1-Televisa 0x1050b66aa2d0ea44dd9f9c0dd65cae7c28a21a0a balance: 4400
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These balances can help us further derive and evaluate data regarding the usage of
the Bloomen Wallet for the purposes of the 2nd iteration of the WebTV pilot which ran
on the ANTENNA production website. A method to do this analysis is as follows:
1) Identify the price of the content offered by ANTENNA for the WebTV pilot and
the payment distribution percentage.

Figure 14: Spreadsheet data from the schemas definition between Worldline and ANTENNA, prior to the
2nd iteration of the Bloomen WebTV pilot.

2) Since the ANTENNA and the VAT (tax) wallets have been also used for other
testing purposes, use the Televisa Wallet (Copyright owner/distributor)
balance and divide it by the amount of tokens it receives for every transaction
3) The final number is how many transactions have been made on the 2 nd
iteration of the Bloomen wallet.
Since the total balance for the distributor is 4400 tokens and the tokens the
distributor receives for every transaction is 40 (price 100 x 40% payment
distribution), we find that a total of 110 transactions were done on the blockchain,
via the WebTV pilot. This number is also in par with metrics analysed in the previous
sections, and it validates the usage of the tools which were estimated at 100 mobile
wallet installs and 254 unique page views of the episodes section on the web
interface.
Generally, ANTENNA, as the use case leader, is happy with the traction the tools
attracted through the second iteration of the pilot, but further analysis through the
following section will be deemed as equally important, as while 100 people out of the
540 that initially expressed interested in participating is a good percentage (18%),
there is also another 82% who for different reasons opted not to proceed with the
testing. These reasons should be identified through the results that will be collected
through the plan outlined in section 6.2 as follows.
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6.2 Quantitative and qualitative end-user focused results
Regarding collecting quantitative and qualitative data from the perspective of the
end-users, a detailed evaluation questionnaire is under development for sending it to
the 540 participants who initially requested access to the tools and the content
provided via the Bloomen WebTV use case. Since the pilot is still ongoing and since
the learning curve might be rather steep for the everyday end-users getting to know a
fundamentally different way of accessing copyrighted content online, it was planned
to wait to be close to the end of the pilot, which is due in Q2 2020, before the
questionnaire is finalized and distributed to the users.
The questionnaire will focus on several key areas:
Ease of use / UX of the tools
Complexity of the workflow
Content quality
General feedback from users
It is planned to provide these results in the Overall evaluation report (D5.7) which is
due on M36.
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7

Conclusion and Next Steps

The validation and business acceptance of the Bloomen WebTV use case by industry
professionals and video content consumers has proven that the efforts of the use
case leader, the technical partners of Bloomen and the consortium have been
successful in progressing towards the concluding stages of the project.
After the mass launch of the WebTV pilot and by having approximately 100 users
testing the tools developed within and partly outside of the Bloomen project, a lot of
useful data has been generated for both assessing the WebTV use case processes
and acting as insights for the development of an exploitation plan.
During and between the 1st and the 2nd iterations of the pilot, critical evaluation from
industry stakeholders, video experts as well as from the end-users, proved to be
crucial as a feedback towards the consortium partners, particularly the technical
partners who took this data into consideration for changing and optimizing the
processes behind the use case.
At the same time, significant business and technical challenges were tackled
successfully, in the efforts to provide a production-level, integrated solution that
involved not only technical and business planning within the consortium, but also
partly outside as the use case partner, ANTENNA, deployed a technical team to
implement these open source solutions within the framework of its digital assets.
And it will continue optimizing the solutions, with the assistance of the Bloomen
consortium, throughout the remaining months of the project.
At this stage, ANTENNA, the WebTV use case leader, has gained significant
experience in the potential incorporation of blockchain technology for securing,
managing and distributing audiovisual content. Furthermore, it must be stated that
these open source solutions that were created within the Bloomen consortium, are
making future considerations and exploitation plans easier for all content producers,
distributors, copyright owners and solutions architects.
The Bloomen WebTV use case could have been a project on its own, since the video
streaming industry, at its current boom in the markets, has much more to benefit by
incorporating blockchain technology. Bloomen, as a consortium, might have enabled
an environment where copyright owners can communicate and transact in a peer-topeer basis, but other potential features such as secure, decentralized video hosting,
advanced encryption of streaming playback, enhanced private key handling and
content monetization in terms of security offerings, are just some of the many
aspects that could be improved with distributed ledger technologies.
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