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Document Versions 

Date Description Version of 

Documentation 

March 23, 2016 Documentation update for Mission Control v1.11 featuring enhanced 

coupon management, customized message lists, and the capability to add 

test devices directly within Mission Control. (Previously, it was necessary 

for TE2 representatives to add test devices.) 

7 

February 9, 2016 Documentation update for Mission Control v1.10 (Javelin) featuring 

enhanced message management and location services. Features include: 

¶ Outside of venue location services. Guests can now be messaged 

within a specified distance of an external location, or worldwide, 

with associated Google map displays. 

¶ Enhanced message management, including in-place modification 

of the message schedules, visual display of the locations where 

messages are delivered to guests, visual display of the 

appearance of messages on a cell phone, easy access to links 

within messages, and convenient display of user message flows. 

¶ Messages can now contain images that appear when users first 

open them. 

¶ Enhanced message lists, including specific views: Content View, 

Schedule View, Audit View, and Summary View. 

¶ More intuitive message creation in the Experience Builder. 

6 

December 23, 2015 Documentation update for Mission Control v1.9 (Navigator) featuring 

Point of Interest management and user segmentation in guest reports. 

¶ Create new Points of Interest (POI) from Mission Control 

¶ Link POIs to Systems of Record (SOR) to automatically 

synchronize and ingest data from venue CMS 

¶ Set and change the location of POIs on the Live Branded Map 

¶ View the walking paths from anywhere in the venue to any POI 

¶ POIs now are assigned a status value: Draft, Active, Inactive, 

Archived 

¶ Filter POIs by status 

¶ Filter POIs based on whether or not enabled messages are 

triggered by or linked to the POIs 

¶ View detailed information for POIs 

¶ Show user segment breakdowns on Guest Reports (for example, 

by displaying multi-color bars that indicate the percentage of 

users with Platinum, Gold, and Silver loyalty levels)  

¶ View Key Performance Indicators (KPIs) by guest segment, such 

as how average per-cap spend and time in venue varied 

according to guest segment, such as first time in venue. 

5 

September 4, 2015 Documentation update for Mission Control v1.8 featuring analytics and 

reporting capabilities: 

4 
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¶ Guest Reports show visualization of current and historical unique 

and peak guests in venue by minute and by day. 

¶ Message summary report shows the performance of all 

campaigns from a single dashboard. 

¶ Detailed Message reports show the reach and effectiveness of 

each campaign. 

¶ Detailed message views allow you to track conversion data in 

near-real time and look at trends over days, weeks, and months. 

You can quantify and attribute product sales and top-line revenue 

to message campaigns. 

¶ All reports have configurable date ranges, time slices, and 

zooming to example metrics based on the time frames which 

matter to your business. 

¶ View message summary and message detail reports for 

previously archived messages. 

¶ Export charts to PDF and PNG formats to make it easy to share 

successes within your organization. 

¶ Save data as CSV and XLSX for detailed analysis with other 

software tools. 

¶ Message KPIs such as campaign volume, conversion rate, and 

sales have been integrated throughout Mission Control in map 

tooltips and manage pages. 

¶ Conversion rates have been added to message tooltips on Live 

Branded Map. 

¶ New Measure tab provides quick access to all Mission Control 

reports. 

July 7, 2015 Documentation update for Mission Control v1.7.2 featuring: 

¶ Push Notification Deep Linkingð When a guest taps a push 

notification, you can take the guest directly to any screen within 

the mobile application, without displaying the in-app message 

first. 

¶ User Tag Segmentation EnhancementsðTarget messages by 

excluding user segments, making it easier to target guests who do 

not meet specific criteria. 

3 

June 3, 2015 Documentation update for Mission Control v1.7 featuring point of interest 

arrival messaging and coupon management. 

2 

November 24, 2014 Documentation for Mission Control v1.3 and Platform v1.5, featuring 

Message Scheduling, User Segmentation, and Live Map 

1 
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1 Workspaces 
Mission Control provides three workspaces:  

1. Map WorkspaceðAllows you to see what points of interest and experiences are currently active in your venue 
2. Manage WorkspaceðEnables you to manage the full set of experiences created in Mission Control 
3. Experience Builder WorkspaceðProvides a step-by-step wizard for quickly creating experiences 

 Map Workspace 

The Map workspace appears when you log in to Mission Control. It can also be displayed at any time by clicking the Map tab: 

 

In the Map workspace, you can view the map of your venue, and overlay active experiences (such as point of interest arrival 

messages). 
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1.1.1 Overlay Toolbar 

The Overlay Toolbar is located at the upper left of the Map workspace: 

 

The Overlay Toolbar provides the following tools:  

 
Flow: Overlays the Live Map and Active Messages on the map 

 
Points of Interest: Overlays points of interest on the map 

 
Games: Overlays information related to games on the map 

The Overlay Toolbar only displays tools for the types of experiences that are supported in the venueôs mobile application. For 

example, if the mobile application does not support games, then the Games tool will not appear. 

1.1.2 Zoom Control 

The Zoom Control is located at the upper right of the Map workspace when you mouse over the window: 

 

¶ Click + to zoom in, and see the map in greater detail. 

¶ Click ï to zoom out, and see the map from a wider perspective. 

1.1.3 Live Map 

To see the location of guests inside of the venue, select Live Map from the Flow tool: 
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The map now shows the location of application users inside of the venue, updated in near real-time as reported by the mobile 

application: 

 

The frequency of each guestôs location updates depends on the configuration of the mobile application.  

You can limit  this view to specific user segments by selecting the Highlight target users checkbox and selecting a target user 

segment. 

1.1.4 Active Messages 

To see the location of active messages inside of the venue, select Active Messages from the Flow tool: 
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The map now shows the location of the active messages, represented as envelopes within circles. To see message details, hover 

the mouse over an active message: 
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 Manage Workspace 

To view the Manage workspace, click the Manage tab: 

 

The Manage workspace enables you to: 

¶ Manage messages (see Managing Messages) 

¶ Manage coupons (see Managing Coupons) 

¶ Manage games within the venue (see Play Games)   
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1.2.1 Manage Messages 

The Manage menu allows you to manage messages: 

1. Click the Messages view drop down, and select one of the options: 
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2. You can select four views: 

 

a. Content ViewðThis view is intended to help you find messages based on who the messages are targeting, the 

message content, and any links contained in the messages: 

 
 

b. Schedule ViewðThis view is intended to help you find messages based on the schedules that determine when the 

messages are sent, including messages that were sent in the past or will be sent in the future: 
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c. Summary ViewðThis view is intended to give you a general summary of the messages: 

 
 

d. Audit ViewðThis view is intended to help you determine who created the messages and when they were created. 

It is useful for managerial purposes: 
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1.2.2 Manage Coupons 

The Coupon menu allows you to manage coupons: 

1. Click Coupon: 

 

2. The currently defined coupons are displayed in the manage workspace: 
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1.2.3 Play Games 

The Play menu allows you to manage games, such as scavenger hunts and trivia, within the venue: 

 

If this menu item doesnôt appear in your version of Mission Control, then games have not been enabled for your venue. 
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 Experience Builder 

This wizard helps you to quickly create messages, coupons, and POIs. (For details, see Using the Experience Builder.)  

To view the Experience Builder workspace, click the + button: 

 

This brings up the Experience Builder: 
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2 Settings  
 Change Your Password 

To change your password: 

1. Click the gear menu: 

 

2. Select Update Password: 

 

3. Enter the new password information: 
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 Logout of Mission Control 

To change logout of Mission Control: 

1. Click the gear menu: 

 

2. Select Logout: 
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 Venue Settings 

If your company has multiple venue locations, Mission Control may be setup to switch between the venues.  

1. To switch venues, hover the mouse over the venue name at the lower left-hand corner:  

 

2. A popup displays the venues that you can choose from: 

 

3. Select the venue that you wish to display in the Map workspace. 



Mission Control Messaging Guide 21 

3 Using the Experience Builder 
This section describes the basic process for using the Experience Builder. 

1. Click the + button: 
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2. The Experience Builder appears. Click on the type of experience that you wish to build: 

 

At any time, you can exit the Experience Builder by clicking the x at the upper right (above). 
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3. The Create wizard appears for the type of experience that you selected: 

 

If you are creating a message, you need to specify: 

¶ The message text 

¶ The message trigger 

¶ The target users 

¶ Plus other aspects of the message 

For more information, see Create Message, Define Coupon, and Create Point of Interest. 
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4. After you finish the Create phase, click Next to bring up the Design phase: 

 

Here you design the experience. For example, if you are designing a message, you specify: 

¶ The optional push notification that is associated with the message 

¶ The links that may appear below the message 

¶ Plus other aspects of the message design, such as the title and body of the in-app message. 

For more information, see Design Message and Design Coupon. 
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5. After you finish the Design phase, click Next to bring up the Launch phase: 

 

Here you finalize the experience. For example, if you are finalizing a message, you should: 

¶ Review the message 

¶ Launch the message, or save it as a draft 

For more information, see Launch Message and Review Coupon. 
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4 Overview of Messages 
 Message Types 

This chapter provides a general overview of TE2 messages. To create a message, see Create Message. 

Two types of messages are supported: 

¶ Broadcast MessagesðThese are in-app messages and push notifications that are sent all at once to groups of users. 

See Broadcast Messages.   

¶ Triggered MessagesðThese are in-app messages and push notifications that are sent to individual users when they 

take an action that has been specified to trigger message delivery, such as entering or existing the venue, or arriving at 

a point of interest somewhere within the venue. See Triggered Messages.   

 Broadcast Messages

Broadcast messages are in-app messages and push notifications that are sent to users in a particular area.  Mission Control 

currently supports broadcasting of messages inside the venue.   

4.2.1 Scheduling Broadcast Messages 

To schedule a broadcast message, you can specify: 

¶ Time of day 

¶ Day(s) of the week 

¶ Date range  

For example, you could schedule a message to be sent at 2:00 PM every Monday, Wednesday, and Friday from December 1st 

through December 31st.  Multiple messages may be scheduled for delivery at the same time. 

Every time you send a broadcast message, a new copy of the message is delivered to all targeted users. This is different from 

triggered messages that are only delivered the first time they are triggered each day.  

4.2.2 Launching Broadcast Messages 

You have two options when creating a broadcast message: 

¶ LaunchðQueues the message for either immediate or scheduled delivery 

¶ Save as DraftðDoes not deliver the message, but keeps it available in an editable format 

We recommend keeping all messages as drafts until copy is finalized. Once messages are launched, they are no longer editable. 

4.2.3 Status of Broadcast Messages 

Broadcast messages are marked with the following status values. Note that these status values do not apply to triggered 

messages. 

¶ ScheduledðThese messages have been scheduled for delivery.  See Scheduling Broadcast Messages. 

¶ ReadyðThese messages have been previously launched and are unscheduled.  

¶ DraftðThese messages have been saved as draft messages. Either a Complete or Launch button is displayed next to 

these messages in the Manage workspace. The Complete button only appears if the draft contains missing or incorrect 

information, such as empty fields or a schedule containing dates in the past. 
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¶ InvalidðThese messages are not in a valid state and cannot be sent. Typically, a message is invalid if it is linked to 

an entity that no longer exists or has expired. For example, a message may be linked to a coupon that has expired, a 

product that has been deleted, or point of interest that is not able to detect POI arrival.  As old messages accumulate, 

you can archive the ones you will longer send out.  

 

 Triggered Messages 

Triggered messages are in-app messages and push notifications that are sent to individual users when they take an action that 

has been specified to trigger message delivery. Mission Control currently supports the following triggered messages:  

¶ Venue EntryðTriggered when the guest enters the venue 

¶ Venue ExitðTriggered when the guest exits the venue 

¶ Point of Interest (POI) Arrival ðTriggered when the guest arrives at a specified point of interest, such as a 

restaurant or arena 

4.3.1 Scheduling Triggered Messages 

Setting a schedule for a triggered message causes it to only be active during the scheduled time range.  If no schedule is set, the 

triggered message will be active until it is turned off. 

To schedule triggered messages, specify: 

¶ Time range 

¶ Day(s) of the week 

¶ Date range 

For example, you could schedule a POI arrival message to be sent when the guest arrives at the point of interest from 12:00 PM 

to 2:00 PM on weekends on January 1st through January 15th.  

Scheduling a triggered message will not change the status or delivery of other messages associated with that trigger.  

Since messages may be targeted at different user segments, multiple messages may be active the same time. When a scheduled 

message activates, it will be delivered alongside any other active messages until its schedule expires, is changed, or is 

deactivated.  

4.3.2 Status of Triggered Messages 

Triggered messages are marked with the following status values: 

¶ ActiveðThese messages will be sent to guests when the messages are triggered. If a triggered message is scheduled 

to be active on the current date or within the current date range, the active date(s) are displayed in the Manage 

workspace in the Status column: 

 

Note:  Launching a broadcast message will queue the message to be sent to the specified users immediately if no schedule 

is set or at the scheduled date and time.  Launched messages, including those whose delivery has not yet begun, are no 

longer editable. To create similar messages from a launched message, use the Clone button to create a new draft copy. 
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If a triggered message is not scheduled, i.e. it has been launched without being assigned to any specific date or date 

range, the Status field indicates that it is active, but does not display any date(s). 

¶ ScheduledðThese messages are scheduled for activation at a later time. 

¶ InactiveðThese messages are not active and have not bee scheduled. Deactivating a scheduled message will remove 

its schedule and change its status to Inactive. 

¶ DraftðThese messages have been saved as draft messages. Either a Complete or Launch button is displayed next to 

these messages in the Manage workspace. The Complete button only appears if the draft contains missing or incorrect 

information, such as empty fields or a schedule containing dates in the past. 

¶ InvalidðThese messages are not in a valid state and cannot be sent. Typically, a message is invalid if it is linked to 

an external entity that no longer exists. For example, a message may be linked to a coupon that has expired, a product 

that has been deleted, or point of interest that is not able to detect POI arrival.  

As old messages accumulate, archive the ones you will longer send out.  This will hide them from view but still make them 

available for reporting. 

 

 User Segments 

When creating in-app messages or push notifications, Mission Control enables you to: 

¶ Precisely direct your content to specific user segments as those users interact with your venue at specific times. 

¶ Create specific messages to send to different target user segments 

¶ Specify when the guests will receive each message 

 

 

  

Note:   We recommend keeping all messages as drafts until the copy is finalized. Once launched, messages are no longer 

editable. To create similar messages from a launched message, use the Clone button to create a new draft copy. 
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5 Create Message 
The overall flow for creating messages is described in Using the Experience Builder. This section drills down into the details of 

the Create phase for a message. 

1. Click the + button. 
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2. The Experience Builder appears. Select Message: 
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3. The Create pane appears: 
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4. Under Title , enter a name for the message. The message title must be unique within the venue. The message title is for use 

only inside of Mission Control and is not visible to the message recipient. 

 
 

5. Under Message type, select the type of message: 

 

A mobile application may support Standard, Alert , Coupon, and Product messages. It may also support custom message 

types, such as Ride Closure. However, some applications may only support a subset of these message types. You will 

only see the message types that are supported by your mobile application. 



 

Mission Control Messaging Guide 33 

If Coupon or Product is selected, you will also be prompted to select which coupon or product you would like to include. 

The selected coupon or product is automatically added to the Design pane, where it appears as the first link within the 

message. For example: 
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6. Select the target users: 

 

¶ All app users ï The message will be send to all application users, subject to the other criteria that determines 

who receives the message. For example, if this were a point of interest (POI) arrival message, and the message 

was active, it would be sent to all users who arrive at the POI.  

¶ Specific segments ï The message will only be sent to those users who match the specified segmentation criteria. 

For example, if you selected the user segment ñHas Kidsò and this was a POI arrival message that is active, the 

message will only be sent to users who arrive at the POI and also have kids.  
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7. If you select Specific segments, you must then select one or more user segments to include, or exclude. When more than 

one user segment is selected, the guest must meet the criteria in all selected user segments. 

 
 

For example, to include those users who are first time guests, select First Time Guest, and then select Yes. You could 

then optionally add another segment by clicking on Add Segment: 
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In the next example, users are targeted if they are first time guests and do not have kids, that is if both of the conditions 

hold: 

 
 

To target users who are first time guests and exclude those who do not have kids, set the toggle to Exclude : 

 
Note: Excluding guests who do not have kids is not equivalent to including guests who do have kids. There is always an 

ñunknownò state, and in a majority of cases people will fall into it. 
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8. Next, select the location where the message will delivered to the user: 

 
 

The options are: 

 Trigger   Trigger Type Description 

Everywhere inside <venue name>  Broadcast The message will be delivered to users inside 

the venue at the time the message is scheduled, 

or immediately if it does not have a schedule. 

Entering <venue name> Triggered The message will be delivered to users when 

they enter into the venue. 

Existing <venue name> Triggered  The message will be delivered to users when 

they exit the venue. 

Entering POI Triggered The message will be delivered to users when 

they arrive at one or more points of interest 

(POI), such as a restaurant. 
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9. If you select Everywhere inside <venue name>, you must then select when the message will be delivered:  

 
The options are: 

¶ Send now ï The message will be sent to users as soon as it is launched (in the third panel of this wizard): 

 
¶ Send one time ï The message will be sent at the date and time that you specify: 

 
¶ Send on a recurring schedule ï The message will be sent repeatedly, according to the schedule you specify: 
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10. If you select Entering <venue name>, you must then select when the message will be activated:  

 
The Delivery options are: 

¶ Activate now ï The message will be activated as soon as it is launched (in the third panel of this wizard). Users 

will immediately begin to receive the message whenever they enter the venue: 

 
¶ Activate one time ï The message will be activated at the date and time that you specify. At that time, users will 

begin to receive the message whenever they enter the venue: 
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¶ Activate on a recurring schedule ï The message will be activated repeatedly, according to the schedule you 

specify. Whenever it is active, users will receive the message when they enter the venue: 
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11. If you select Exiting  <venue name>, you must then select when the message will be activated:  

 
The Delivery options are: 

¶ Activate now ï The message will be activated as soon as it is launched (in the third panel of this wizard). Users 

will immediately begin to receive the message whenever they exit the venue: 

 
¶ Activate one time ï The message will be activated at the date and time that you specify. At that time, users will 

begin to receive the message whenever they exit the venue: 
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¶ Activate on a recurring schedule ï The message will be activated repeatedly, according to the schedule you 

specify. Whenever it is active, users will receive the message when they exit the venue: 
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12. If you select Entering POI, you must then select a point of interest (the Tiki Lounge in this example): 

 

Select one or more points of interest. 

By default, a guest will only receive a single message one time per day for each individual trigger, no matter how many 

times they arrive at the trigger location. For example, if two POIs have been setup as trigger locations for the message, and 

the guest arrives at one of those POIs, the message will be delivered. If the guest then walks to the second POI, they will 

not receive the message again. If the guest returns the following day, the message will be sent again, but only the first time 

they arrive at one of the POIs. 

It is possible that a venue may have setup one or more trigger locations that have not been placed on the map. These 

locationsðwhich may be entrance points, exit points, or POIsðare valid and the triggers will still work, but it is not 

possible to see the trigger points on the map.  The warning icon   appears next to any such trigger points in the 

dropdown list. 

The Delivery options are: 

¶ Activate now ï The message will be activated as soon as it is launched (in the third panel of this wizard). Users 

will immediately begin to receive the message whenever they arrive at the POI: 

 
¶ Activate one time ï The message will be activated at the date and time that you specify. At that time, users will 

begin to receive the message whenever they arrive at the POI: 
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¶ Activate on a recurring schedule ï The message will be activated repeatedly, according to the schedule you 

specify. Whenever it is active, users will receive the message when they arrive at the POI: 

 

13. If you scroll down further, you will see the list of locations outside the venue (if any) that have been setup for your 

installation. 

 

TE2 configures these locations for each venue. Examples include: 

¶ Within 30 miles of the local airport 

¶ Within 4 miles of the venueôs office 

¶ Within 50 miles of the host city 

¶ Worldwide 

For example, you may wish to target users in the nearby community when a special event is coming up. Or, you might 

want to target users internationally when special news or announcements. 

  



 

Mission Control Messaging Guide 45 

A Google map displays the coverage area: 

 

In order for these external locations to work with Mission Control, they must be turned on for the venue, and the mobile 

app must use the TE2 Mobile SDK version 1.3 or later.  
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14. You can optionally click Show Advanced: 

 
This enables you to specify when the message will expire: 

 

¶ At the end of the day ï By default, the message will no longer be viewable in the inbox of the userôs app at the end of 

the day.  

Note the difference between a message that has expired and a coupon that has expired. When a message expires 

(including a message that links to a coupon), both the message (and the linked coupon) are no longer visible to the 

user at all, even if the coupon is still valid. 

¶ A number of hours after receipt ï Messages can be configured to expire at a defined number of hours after the app 

user receives them.  
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¶ At a specified date/time ï Messages can be configured to expire at a specified date and time. This might be useful in 

situations where the message expiration needs to coincide with external events. For example, if the message includes a 

coupon that is good for a week, it wouldnôt make sense for the message to expire at end of day. Similarly, if the 

message is promoting a show that will start in an hour, it wouldnôt make sense to leave that notification around until 

the end of the day. 

All dates and times are displayed in the venueôs time zone.  

15. Click Next to bring up the Design panel. 

If you click Back to return to the Experience Builder main menu, you will lose any data that you entered. 

Note: Drafts are automatically saved as you advance through the Experience Builder wizard. For example, a draft of your 

in-progress message will automatically be saved when you click Next to move to the Design pane. You can edit and delete 

the drafts of your messages in the Manage workspace. 
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 Design Message 

The overall flow for creating messages is described in Using the Experience Builder.  

The create message flow is described in Create Message. 

This section drills down into the details of the Design phase for a message. 

In the Design pane, you can specify what the application user sees in their message.  To the left of the design pane, virtual 

phones are displayed on screen that roughly approximate the way the message will appear within the mobile application. In 

general, the mobile application can override the layout of items created within Mission Control.   

1. Define the in-app notification message title and in-app notification message body: 

 

If the user has the application open in the foreground when the message is received, the in-app message fields are shown to 

the user as a popup message.    

If the user does not have the application in the foreground, the in-app message is will also be stored within the 

applicationôs inbox until it expires.  
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2. As you type, the message title and body will be displayed in a virtual phone to the left: 

 

Although there is no limit to the length of the message title and message body, it is recommended to keep the title one to 

two lines long, and messages to a few paragraphs at most. 
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3. Click on Images to add images to the message. To upload images, click the upload button:  

 

Select a set of MDPI, HDPI, and XHDPI images so that the appropriately sized image will be used, depending on the 

display resolution of the userôs phone. Note that these images are different from the images that may appear within 

Coupons, since these images appear directly within messages, and the users see these images when they initially open 

messages. The images within coupons are only viewed when the user clicks a second link to bring up the coupons. 

Note that images are all stored on the TE2 CDN, and do not take up space on the venueôs systems. 

The currently supported file formats are .GIF and .PNG. 
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4. Optionally, you can add one or more links to the message, in order to make it easy for the user to access external items, 

such as maps to points of interest, external URLs, coupons, and products (depending on whether or not your version of 

Mission Control supports each of these types of links). Under the Links  heading, enter the text for the link, and select the 

link type: 
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If you select URL, you will need to enter the desired URL where you wish to redirect the user (see below for more 

information): 

 

 

  



 

Mission Control Messaging Guide 53 

If you select POI, Coupon, or Product, you will need to select the desired POI, Coupon, or Product from the drop down 

list. In the following example, Tiki Lounge was selected: 

 

 
 

The mobile application may support the following types of links: 

¶ POIðLinks to a Point of Interest (POI) on the map inside the application. 

¶ URLðLinks to either an external website (starting with http://) or a screen within the app using the format defined for 

links within your application.  

¶ CouponðLinks to a coupon. If a coupon has been selected on the create pane, the coupon link will be pre-populated. 

¶ ProductðLinks to a product that can be purchased inside the app or on the mobile web. If a product has been 

selected on the create pane, the product link will be pre-populated. For example a product could be a ticket to a show, 

or a voucher to pickup a meal at a restaurant. The platform can be configured to provide a voucher after the guest 

pays. The voucher can then be used to pickup the product at the point of sale. 

Note that some mobile applications may not support all four types of links. In this case, Mission Control will only display 

the types of links that are actually supported by the mobile application. 

 

 



 

Mission Control Messaging Guide 54 

5. If you wish to add more links to the message, click the Link  button: 
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6. Optionally, you can add a push notification to the message by clicking the Push notification button: 
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7. The push notification text that you enter is displayed on the right-most virtual phone, to give you a sense of what it will 

look like when the user sees it: 

 
 

The push notification will be displayed for all users if the mobile application is not open when the message is received. 
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It is possible to deep link a push notification directly to a page within the mobile application: 

 

In the example above, you could select either of the following under ñLink toò: 

¶ In-app message (default)ðIn this case, when the user taps the push notification, the Welcome! in-app message 

will be displayed, as shown on the left, above. 

¶ ñTiki Loungeò POIðIn this case, when the user taps the push notification, the ñTiki Lounge POI Detailsò page 

will be displayed. This is the same page that would be displayed by tapping the ñHead to Tiki Loungeò button in 

the Welcome! message, above. The advantage of using deep linking is that the user can go directly from the push 

notification to the relevant page within the mobile application, without first seeing the in-app message. This is 

more convenient for the user, and may make it more likely that the user will visit the linked item. 

Push notifications are typically limited to 100 characters, depending upon the mobile application and the device operating 

system. The number of characters left is displayed at the bottom right corner of the input form: 

 

Guests may disable push notifications from apps from within the settings on their phone, so be respectful of the guest 

when deciding whether or not to include a push notification. 
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8. If you would like to review the message inside the app, you may send a test message to a registered test device. If the test 

device you wish to use has been added to the system, choose that device from the dropdown list. Otherwise, you can add a 

test device by clicking óAdd a test deviceô: 

 

When you click óAdd a test deviceô, the following popup appears: 

 

Enter a name for the device, and the registration code for the device. You can obtain the registration code for a device by 

bringing up your venueôs mobile app on the device, itself. Each app has its own user interface for obtaining the registration 

code for the device, typically located within settings or as an ñEaster Eggò. For more information on how to obtain the 

registration code within your specific venueôs mobile app, you may contact you TE2 client services representative. 
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Test messages can be used to train the staff that is operating the Point of Sale systems. For example, they can learn how to 

redeem a promotional coupon that contains a barcode, before you broadcast the promotion out to the customers in the park. 

The test messages are very useful because you can validate the message and see how it looks within your venueôs specific 

mobile app prior to launching. 

Test messages expire at the end of the day they are sent. 

9. When you are finished designing the message, click Next to bring up the Launch pane where you can view a summary of 

your changes. See Launch Message. 
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 Launch Message 

The overall flow for creating messages is described in Using the Experience Builder.  

The create message flow is described in Create Message. 

The design message flow is described in Design Message. 

This section drills down into the details of the Launch phase for a message. 

1. The final step of creating a new message is to carefully review your changes on the Launch pane. 

 

You should review all the messaging and business rules you have set up in the Message Summary: 

 

Note:  Launching a message will immediately queue it for delivery, so it will no longer be editable.  We recommend 

that you leave messages as drafts until you are ready to send them.  

Messages in Draft status have not been launched on the platform and are not visible to users.  Messages are only 

editable while they are Drafts. 
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In the example above, the message flow (in the Flow box) indicates that the user will go directly to the POI page (for Tiki 

Lounge) when the push notification is tapped. If, instead of linking to the POI page, you had linked the push notification to 

the in-app message (which is the default behavior), the flow would appear as follows: 

 
In this case, the user sees the Welcome! in-app message above when the push notification is tapped. The user must then 

tap the Head to Head to Tiki Lounge link to see the POI page. The flow line is a convenience that makes it easy for you to 

quickly verify that you have setup the message flow as desired. 

The flow for each message is also displayed in the Manage screen. See Managing Messages. 

10. At the bottom of the Launch pane, you have the option of launching the message, saving it as a draft, or returning to the 

previous pane to make changes.  

 
 

You may also click on the titles of each section to navigate to that particular section once you have completed it. 

Launching a message activates it according to its delivery schedule. If no schedule is selected, the message is activated 

immediately. An activated broadcast message is immediately sent at the time it is activated. An activated triggered 

message (such as a POI arrival message) is sent when it is triggered by a guest while it is active. For example, a POI 

arrival message that has a schedule will only be sent when the schedule is active and the guest arrives at the point of 

interest. 
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11. You will see the message details in the Manage tab. In this case, the message has been successfully sent: 

 
 

For more information about managing messages, see: 

 

¶ Managing Messages 
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6 Creating Coupons 
 Define Coupon 

The overall flow for creating experiences is described in Using the Experience Builder. This section drills down into the details 

of the Define phase for a coupon. 

1. Click the + button. 

2. The Experience Builder appears. Select Coupon: 
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3. The Define pane appears: 

 

4. Under Title , enter a name for the coupon. Each coupon name must be unique within the venue. The coupon title is for use 

only inside of Mission Control and not visible to the coupon recipient. 
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5. Under Coupon Code, select the format of the coupon such as Code128, ITF, or text: 

 

The list will only display the coupon barcode types that are supported by the application.  Additional coupon barcode types 

must be configured by TE2 through the content update process.  
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6. Enter a value for the coupon code.  

 

7. Select a date range during which the coupon will be active: 
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8. Select Single-use or Multiuse: 

 

A single-use coupon can only be redeemed once. After the user redeems it, the coupon disappears from the notification 

center.  

A multi-use coupon can be redeemed multiple times. The coupon remains in the notification center until the message 

containing it expires. 

9. Click Next to bring up the Design coupon pane. See Design Coupon. 

 Design Coupon 

The overall flow for creating experiences is described in Using the Experience Builder.  

The define coupon flow is described in Define Coupon. 

This section drills down into the details of the Design phase for a coupon. 

In the Design pane, you can specify what the application user sees when the coupon appears.  To the left of the design pane, 

virtual phones are displayed on screen that display the coupon as it will appear within the mobile application. Some mobile 

applications may have different screen layouts than what is displayed within Mission Control.   
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1. When you first bring up the Design pane, it appears as follows: 

 

2. Type in the Headline and Description for the coupon. As you type, the coupon Headline and Description appear on the left: 

 

Although there is no limit to the length of the coupon description, it is recommended to limit  it to one or two sentences. 
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3. Optionally, you can add an image to the coupon. To add an image, click the upload button: 

You may be required to add multiple versions of the same image, with varying resolutions for different mobile devices. 

The system automatically chooses the best resolution for each individual mobile device. For example, an iPhone with 

Retina Display uses a high resolution XHDPI image. However, XHDPI images may not display on devices with lower 

resolution screens. By providing multiple copies of an image in various resolutions, the phones do not have to auto-scale 

the images. 

The available formatsðsuch as MDPI, HDPI, and XHDPIðare configured for your venueôs mobile application. Mission 

Control only displays the formats that your mobile application supports. The TE2 platform configures the available 

formats for your version of Mission Control. Here is any example set of images: 

 


































































































































































