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1 Executive Summary

This deliverable has two separated parts. The first one is the report on commercialization and marketing
activities, and the second one, is the demonstration plan for the PM 37-48.

For the report on commercialization and marketing activities, it has been explained how the SALERO
results have affected the marketing plan of the commercial partners. It also describes the innovation in
the commercial products and the different activities that have been carried out during the period,
regarding commercialization as well as marketing.

This deliverable states the plans for the next and final twelve month period of the SALERO in which
both the technologies and experimental productions resulting from those technologies will be
demonstrated to conferences, trade fairs, relevant trade associations and appropriate commercial or
prospective commercial partners.

The relevant partners in this deliverable fall into two categories; experimental production developers and
toolset developers. In the former category are Activa Multimedia (AM), Blitz Games Studios (BLITZ),
Pepper’'s Ghost Productions (PGP) and Helsinki University of Arts & Design (TAIK). In the latter with
respect to tools, the partners are Activa Multimedia, Blitz Games Studios and Thomson Systems
Germany (GVG).

© SALERO consortium: all rights reserved page 1
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2 Introduction

2.1 Purpose of this Document

This deliverable results from the union of two deliverables, one containing the second report on
commercialization and marketing activities (former D12.1.2) and the other one defining the
Demonstration Plan for PM37-48. Therefore, the document is divided into two different parts.

The first part of the document contains the report of the different commercialization and marketing
activities done by all the partners to promote or commercialize products made with SALERO tools.
Those activities were defined in D12.2.1 where they were described the Demonstration Plan for the
second 18 month period.

The second part of the document describes the Demonstration Plan for the period PM37-48. As
explained in D12.2.1, the demonstration activities are designed to promote late prototypes and near-
market demonstrators of working technologies, to fine tune them and to help gain industry acceptance.
Within the demonstration activities, manufacturers will loan prototype software and toolkits to media
producers for demonstration in real contexts of use (experimental production and games production) to
elicit pre-launch interest from potential customers, obtain experience of use and identify any
customisation that is required. Demonstration activities are distinct from (and subsequent to) evaluation
activities in which early prototypes and demonstrators undergo field trials and rigorous usability
evaluations in realistic circumstances.

In the part “Demonstration Planning” the necessary steps to demonstrate SALERO achievements in a
commercial environment will be planned. This includes finding technology partners and reference
customers, near-market scenarios, appropriate ventures for technology disclosures, competitive
landscape and product differentiation, mid and long-term strategic fit within the product development
road-maps of the commercial SALERO partners.

Set within this context, the purpose of this document is to identify the relevant and appropriate industry
forums which will permit both research and commercial partners to demonstrate the achievements of
the project within conducive and suitable frames of reference.

Extending from the DoW pertaining to WP9, the experimental production scenarios currently under
development by the relevant partners are:

e Activa Multimedia: i-VJ (interactive Video Jockey); an IPTV (Internet Protocol Television)
service with a 24/7 entertainment broadcast. VJ (virtual Video Jockey) will be the presenter of
the broadcast.

e Blitz Games Studios: Triage Trainer.

e Pepper’s Ghost Productions: My Tiny Planets virtual world for 7-11 year old children is an on-
line environment featuring the characters from the Tiny Planets television series. An updated
character will be used to present missions and activities.

e TaiK: Turing Machine.
The toolsets used in the making of these productions will be shown in context.

2.2 Scope of this Document

As the document has two separated parts, there are two different scopes of this document.

One is to explain how the business models of the SALERO partners and achievements and results of
the SALERO project fit into this landscape and which activities are performed to get awareness by
potential customers.

The other one is to describe the various demonstration activities which will be included in the period
from month 37 to month 48 of the project. These will be identified by specific experimental productions
and toolsets. If there are opportunities for combined promotion these will be highlighted. Combining
promotional and demonstration activities must be treated with extreme caution, as for example a
television commissioning editor will have no interest whatsoever in how a programme was made —
simply that it was made.

© SALERO consortium: all rights reserved page 2
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The balance between trade shows and private meetings and presentations with business partners has
to be identified also; games publishers and commissioning editors are unlikely to appreciate being
placed in the spotlight, so these approaches will have to be handled with commercial sensitively.

2.3 Status of this Document

This is the final version of D12.2.2.

2.4 Related Documents

Before reading this document it is recommended to be familiar with the following documents:
e Description of Work
e D12.1.1 Initial Report on Commercialization and Marketing Activities
e D12.2.1 Detailed Demonstration Plan for the Second 18-Month Period

© SALERO consortium: all rights reserved page 3
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3 Commercialization and Marketing Activities

3.1 Thomson Systems Germany (GVG)

3.1.1 Product Innovation

The Bones framework is a next-generation environment for digital intermediate and post production that
lets users create workflows tailored to their needs. The Bones framework has two primary components:
a user interface that not only provides a common look, feel, and operation, but also serves as the heart
of an end-to-end post-production workflow, and manages the process from data ingest to finished digital
master; and a variety of high performance applications from which users can pick and choose.

The Linux-based post-production framework “Bones Dailies" provides a complete digital intermediate
solution. With video and data transfer, dust busting, restoration and colour correction features, it can
address day-to-day applications and creative tasks.

Bones Dailies provides advanced features for audio and image ingest, metadata capture, colour
grading, Audio/Video synchronization, and play-out of dailies deliverables. The Bones framework
interfaces directly with postproduction products such as film scanners and other high end capture
devices. The open environment supports third-party applications, as well as render clusters to deliver
optimum rendering times tailored to a user’s project. Using Bones applications, users can edit and
conform transitions, rescale images, and convert clips to a variety of output formats such as 4k film
data, HD and SD. Where third-party applications are desired, the environment manages the data
transfer of images to and from workstations in a facility and collects them for conformance into a
completed sequence. These images can be data- or video-originated (i.e., from a film scanner or a tape
recorder). The Bones framework runs on a general-purpose Linux computer that can be connected to a
storage area network (SAN) and its applications operate under a common user interface. This interface
includes a number of powerful tools for post production, including a timeline for conformance editing and
a flow graph for visualization and process management of the various stages of the production
workflow.

3.1.2 Commercialization Activities

GVG was concentrating to reuse of invented SALERO technology in its own product development.
Various media and metadata import and export functionalities were developed and integrated into the
framework in order to commercialize research results. These activities were accomplished to support
the integration of “Bones Dailies” into already established workflows within the film industry. The
integration work has been verified by small focus or user groups in order to find widely accepted
solutions. Professionals of the industry have been involved in the verification process.

3.1.3 Marketing Activities

Although development is still ongoing GVG began marketing the Bones platform as a core device in
digital post production workflows. The marketing activities for Bones Dailies were an integral part of the
overall marketing strategy of the “Grass Valley Post Production Solutions” group. The Thomson System
Germany corporate website is referencing Bones Dailies: http://dft-film.com/software/bones_dailies.php.
The GVG worldwide sales organisation was involved in different training activities in order to promote
the technology within the post production community.

GVG showed and demonstrated prototype versions under controlled conditions to get attention of
potential users. These activities included real commercial productions with support of the GVG
engineering team. In addition GVG gave temporary licenses to customers willing to use the toolset for
initial trials.

Major marketing activities were:

e The presentation of BONES Dailies on Dec. 5th and 6th 2007 at a major London post
production house (Midnight Transfer). Professional users were given demonstrations and hand
on sessions in a professional environment.

e Conducting a first complete dailies production for a commercial feature film project. Within 40
shooting days more than 120 film roles with more than 6000 takes were digitized, corrected and
tailored.

© SALERO consortium: all rights reserved page 4
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Shows and exhibitions which GVG attended in 2008:
e NAB (Las Vegas, April 2008)
e Cannes Film Festival (Cannes, May 2008)
e Broadcast Asia (Singapore, June 2008)
e |IBC (Amsterdam, September 2008)
e |IBEE (Tokyo, November 2008)

3.2 Blitz Games Studios Ltd (BLITZ)

3.2.1 Product Innovation

Blitz Games Studios Ltd is one of the world’s most successful independent video games developers.
Blitz Games Studios’ technology has been acknowledged as among the best in the world by leading
industry players, including Electronic Arts, Lucas Arts, MGM and Namco Bandai. Support from SALERO
has enabled the studio to innovate, expand and deepen its offer, ensuring that our technology enables
creativity and improves production pipelines, while performing robustly and dependably.

e Procedural realtime generation of believable characters of diverse ages and ethnicities, with
realistic eye, head and breathing movement, is enabling the rapid creation of credible in-game
characters or large crowds in a way never before seen in the industry.

e Improved animation techniques, based on the hierarchy of behaviour, movement, appearance,
where behaviour is the most important for creating the illusion of reality, is supporting the
realtime delivery of realistic avatars, giving Blitz Games Studios a competitive advantage in the
industry.

e Component based editing system

The core concept is to remove the need for programmers to work on everyday tasks by
providing a toolset for designers and artists, who can create, test and integrate their ideas,
assets and work in the game engine. This approach improves production workflow, saves time,
removes blocks on creativity and frees programmers to concentrate on the most complex tasks.
The system is currently made up of:

o0 Visual component editing framework to give an integrated user interface
o0 Visual shader editor to add cinematic like post production effects

o Visual animation blending tool, to enable animators to instantly see the results of their
work in context

o0 Finite state machine editor to maximise efficiency and minimise bugs in game scripting
e Distributed Asset processing
This system has reduced the time needed to process game assets for the game engine
The system is uniquely flexible to deal with all game types and needs, from puzzle to action
adventure, karaoke to first person shooter.
3.2.2 Commercialization Activities
The tools partly developed with the support of SALERO are an integral part of Blitz Games Studios’
technology and will not be separately commercialised.
Blitz Games Studios’ customers are:

e Games publishers and commissioners of video games — this is currently the majority of its
business

e Licensors of technology
In addition there are game playing members of the public, who pay for downloadable games created by
Blitz Games Studios’ teams and for which Blitz Games owns the IP; while these are not directly targeted
in activity to commercialise SALERO tools, they benefit from the improved look and feel of games
delivered by some SALERO tools, which encourages higher sales.
Many of the tools developed with the support of SALERO are already being used in Blitz Games
Studios’ commercial commissioned productions, where they are recognised by commissioners as
adding value to the project.

© SALERO consortium: all rights reserved page 5
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Blitz Games Studios is constantly demonstrating advances in its technology, including that supported by
SALERO, as a core part of business. The company wins commissions based on both its track record of
reliability and creativity and its reputation for technology innovation. Demonstration material, partly
created using SALERO tools, is regularly shown to leading industry figures in the games, film and TV
fields both as part of a pitch for a particular project and as background to the company’s strengths and
capabilities. These demonstrations can be either on a one to one basis or at trade shows. Blitz Games
Studios also seek opportunities to speak at high profile industry conferences and press coverage to
encourage potential commissioners to discuss and experience its technology. Feedback from these
meetings is invaluable for informing further development.

Blitz Games Studios licence its technology, including the SALERO tools, to partner games studios
working with us on a sub-contract basis and are currently exploring the wider potential of licensing its
engine and tools. BlitzTech, a new division of Blitz Games Studios, has been formed and it has also
been created a new area of the Group website to drive interest and demand. They have secured and
concluded one licensing deal to date.

3.2.3 Marketing Activities

The BlitzTech website is operational www.blitzgamesstudios.com/blitztech and will be highlighted in
regular press releases about the company’s technology.

SALERO supported tools are described and demonstrated in detailed pitch documents and videos,
which are shown to all potential business partners.

Blitz Games Studios and its technology offer are represented and visible at all leading games industry
international conferences. It is also presented to potential commissioners in the Serious Games market
at international conferences for the armed forces, emergency services, commercial training services
and the health sector.

Blitz Games Studios was present at the following events:
e D.I.C.E Las Vegas http://www.dicesummit.org
e Siggraph New Orleans http://www.siggraph.org/s2009
e Game Developer Conference (GDC) San Francisco http://www.gdconf.com
e Microsoft Game Fest http://www.xnagamefest.com
e Game Convention Leipzig http://www.gc-germany.com
e Austin GDC http://www.austingdc.net
e Games Convention Asia http://www.gc-asia.sg
e Game Connection Europe http://www.game-connection.com
e Virtual Worlds Forum Europe http://www.virtualworldsforum.com

3.3 Pepper’s Ghost Productions (PGP)

3.3.1 Productinnovation

PGP is of course not a tools manufacturer but an end user; in this regard it is where appropriate and via
the MTP web site, in a position to make active use of the tools and technologies developed in SALERO.
In particular, these will focus on automated animation sequences for help characters. The intention is to
make use of the automated animation tools from UPF which are being developed in conjunction with the
Lingua Tag framework from DIT, TTS from URL and audio compression codec from DTS.

The product innovation in the context of graphics development is the high resolution renderings
incorporated into the 2.5 d environment, along with video sprites extracted from the TV series content
and embedded in the scrolling in-browser environments.

3.3.2 Commercialization activities

MTP has a 3 year commercialisation plan which is currently being revised in light of new market
developments and partnership opportunities. These are likely to include commercial arrangements
currently under discussion with Discovery Kids, Playcrafter, Sesame Workshop and others.

© SALERO consortium: all rights reserved page 6
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3.3.3 Marketing activities

A marketing plan is currently in development. No steps have currently been taken. It should be noted
that the events attended by PGP in this area do not directly relate to commercialisation or marketing
with the exception of identifying potential commercial / development partners (K-Zero, others).

3.4 Digital Theatre Systems (DTS)

3.4.1 Product Innovation

The scalable audio codec partly developed within SALERO represents a step forward to offer new
services and better user experiences in a world of increasing mobility and connectivity. Often, the
network and connectivity is based on wireless technologies. Currently, user experience of media
access, for example server-based audio listening through wireless, frequently is not a continuous and
glitch-free one, be that in a home wireless network environment or in a travelling automobile.
Interruptions occur and services become unavailable due to fluctuations in data bandwidth. With the
new codec, the designed scalability embedded in the generated data streams helps to greatly alleviate
or even eliminate such problems so that continuous services can be offered. Other innovative features
include enhanced channel error tolerance, bandwidth flexibility that enables Fit-To-Stream and Fit-To-
Media services, and also improved audio quality at low bit rate range.

To further enhance user experience on 2-channel play-back systems (eg. headphones, and stereo
speaker system), a multi-channel sound virtualisation is being developed and improved upon. It
employs the latest research results to bring a new level of 3D realism and clarity, not only for media
entertainment experiences but also possibly for communication when used with the low bit rate scalable
audio codec.

3.4.2 Commercialization Activities

Related to DTS work within SALERO, commercialization activities include those in the following 2 main
areas: design and implementation of application prototypes or products, and demonstration and support
to DTS licensees’ in their product designs. It has been the case for both the scalable codec and the
virtualization work. While development is still on-going, some tested and proven techniques have been
adopted and used for incremental changes and improvements to existing technologies and products.
For example, improvement has been made to the codec used for secondary audio coding on the Blu-ra
Disc platform. Also, work in virtualization helped the launch and roll-out of “DTS Surround Sensation”
technology and products.

3.4.3 Marketing Activities

Since last SALERO commercialization and marketing report, DTS continues its marketing activities both
in maintaining consistent presence and exhibiting at major international shows and in organizing
seminars and demonstrations to key clients worldwide.

The DTS corporate website (http://www.dts.com) has also gone through a major re-design and was
updated with much information and active media contents. One section of particular interest is on DTS
Surround Sensation (http://www.dts.com/DTS_In_Consumer_Products/Surround_Sensation.aspx), part
of which was developed under DTS’ SALERO project work.

Both DTS suite of technologies and specific applications and system solutions are demonstrated at
exhibitions. Demonstrated technologies include DTS-HD Master Audio, DTS Digital Surround, DTS
Surround Sensation and DTS NEO6. Demonstrated applications, industrial solutions and tools include
home theatre, PC, broadcast, game, car, and pro-audio software tools such as DTS Master Audio Suite.

An in-complete list of major shows in which DTS exhibited during the period is as follows.
e CES 2008 (Las Vegas, 01/2008)
e NAB 2008 (Las Vegas, 04/2008)
e AES-123 (New York, 10/2007)
e AES-124 (Amsterdam, 05/2008)
e |IBC 2008 (Amsterdam, 09/2008)
e CEDIA EXPO 2008 (Denver, 09/2008)
e |FA 2007 (Berlin, 08/2007)
e Computex 2008 (Taipei, 06/2008)
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e IDF 2008 (Shanghai, 04/2008)
3.5 JOANNEUM RESEARCH Forschungsgesellschaft (JRS)

3.5.1 Product Innovation

JRS has developed two major outputs so far in the SALERO project: An ontology for describing
animations of virtual characters and an annotation tool using this ontology.

The ontology was developed jointly with partner LFUI, while the annotation tool is a development of JRS
using LFUI's semantic services as a base.

SALERO Virtual Character Ontology

The SALERO Virtual Character Ontology is based on and extends the AIM@SHAPE Virtual Human
ontology at several points. Most notably it adds a set of individual descriptors which are used in the
Virtual Human ontology to define the behaviour of the virtual individual like his personality or
demographics. The SVCC (SALERO Virtual Character Core) ontology adds descriptors to specify the
personality and emotional state of a character (e.g. to specify his demographics, abilities of the
character, social behaviour and also its role in a media production). Furthermore the relation between
multiple characters in a story can be specified as well as a character’s relation to the target audience.

The four main concepts of the ontology are:
e SALERO Character: The central point of the ontology, every other entity is connected to.

e Animation Clip: Covers the domain shared by all application partners — animating a virtual
character.

e Emotional State: Supports annotation of a character’s emotion(s).
e Personality: Modelled to describe social role, special abilities, species, demographics, etc.

Semantic Annotation Tool

Using the Virtual Character Ontology the semantic annotation tool (with the underlying technology
branded “StaBTag") allows creating statement based annotation of related entities (objects, characters,
emotions...) in a given media item very easily. This way of annotation provides significant advantages
over simple unstructured free-text tagging, enabling semantic annotation with great ease of use.

The annotation tool is envisioned to handle all types of media content (audio, video, 3D models and
components, still images...) created at various stages in a media production workflow.

3.5.2 Commercialization Activities

As of mid-September 2008 the StaBTag annotation tool is in the state of a very early prototype, hence
no major commercialization activities have been performed so far.

However, the tool was demonstrated at the third meeting of the SALERO User Group in Amsterdam
(15 September, 2008) and has received positive feedback from a number of potential users. Several
visitors at the meeting have offered to beta-test the tool in their real-world scenarios.

A potential scenario of integration of semantic annotation with a professional content management
system has been discussed in two meetings with BLITZ. This will be pursued in the upcoming months.

3.5.3 Marketing Activities

e The semantic annotation tool StaBTag was first presented to the public at the third SALERO
User Group meeting in Amsterdam.

3.6 Leopold Franzens Universitat Innsbruck (LFUI)

3.6.1 Product innovation

LFUI has been involved in the development of the artefacts as described by JRS in section 3.4.1 above.
Furthermore, LFUI's main output is an ontology workbench supporting the main lifecycle of multimedia
ontologies from their manual and semi-automatic creation through their use in semantic annotation and
search and also economically relevant aspects like cost estimation. Part of the functionality is offered as
Web services to be used by other applications.
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The workbench especially supports:
e The creation of ontologies from existing multimedia metadata available in MPEG-7

e The manual engineering of ontologies supported by an ontology editor which allows textual and
visual editing of ontologies

e Persistent storage of ontologies

e Manual annotation for non-experienced users

e Annotation of arbitrary resources supported by a set of annotation services

¢ Reasoning and search using ontologies supported by a set of semantic search services
3.6.2 Commercialization activities

LFUI did not do a separate commercialization of the developed artefacts. Parts of the functionality of the
workbench will be used in tools developed by JRS who plan to commercialize those.

3.6.3 Marketing activities

LFUI presented several papers at conferences focusing on the workbench but also of benefits of
semantic technologies for media production in general.

3.7 Activa Multimedia (AM)

3.7.1 Product Innovation

The SALERO project has enabled Activa Multimedia (AM) to develop successful new product lines and
improve its virtual character audiovisual content.

iVAC (interactive Virtual Automatic Characters) Commercial is the set of tools used to create these
characters. Some of the tools’ components were developed within the framework of the SALERO
project. These include the Simple Character Editor, Program Editor, Template Editor, Program
Generator, RT Program Generator, Program Renderer. The iVAC tool package also integrates other
Activa Multimedia products developed outside the SALERO project such as some of the leading 3D
products in the market (such as 3DS Max or Motion Builder). This tool package includes the latest
improvements made from experimental tests and lets users generate videos presented by virtual
characters that are automated to varying degrees. In many cases these videos are generated from the
information in a database. AM uses this knowledge in two different ways:

e “Content capsules” that allow videos to be generated with virtual characters. They can be used
on different channels and platforms such as the Internet, mobile phones and television. The
virtual characters humanize the users’ relationship with the devices by interacting with them and
sending them messages with information and entertainment.

Some examples are the virtual guides on company web portals, TV presenters and characters,
mobile phone applications such as movie guides, party invitations or birthday congratulations
from a virtual celebrity, jokes, horoscopes, astrology, weather updates, notices, etc.

The type of content available for mobile phones includes:

0 Movie premiere notices: A mobile phone application. Users are sent an MMS in which
the iIVAC character presents the week’'s major film release. The video comprises an
introduction with the film title, a synopsis, a trailer and the character saying goodbye.

Figure 1: Frame capture from “Movie Premieres” application

0 Astrology notice: Application for mobile phones. Users are sent a daily MMS in which a
virtual astrologist reads them their horoscope.

© SALERO consortium: all rights reserved page 9



Version of D12.2.2 Second report on commercialization and marketing activities ¢® SALERD
2008-09-30 and detailed Demonstration Plan for PM37-48 *9

Figure 2: Frame capture from “Astrology” application

o Jokes: Mobile phone application. Users are sent an MMS in which the friendly iVAC
character Manolo tells them a funny joke.

Figure 3 and 4: Frame captures from “Jokes” application

e AM offers low-cost tools to create videos with virtual characters that can be easily and quickly
customized. The system offers several pre-set models that clients can adapt to their specific
needs. AM’s IVAC Editor lets users create semi-automatic videos presented by virtual
characters in an easy, intuitive way through the Internet. The virtual characters can read the
information and move in a realistic manner with nearly perfect lip sync. The movements and
infographics are synchronized with the audio. iVAC Editor also provides a catalogue of pre-set
backgrounds and users can add their own graphics and titles.

The video file can be generated in different formats: avi (for TV and Internet), flv and wmv (for
Internet and mobile telephony) and 3gp (for mobile phones).

The audio file is generated using TTS (Text-to-Speech). After selecting the voices and
languages, the text is entered either manually or by inserting text files.
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Figure 5: Screen capture from iVAC Editor tool.

Figure 6: Images of characters available in iVAC Editor catalogue.

3.7.2 Commercialization Activities

The following are some of the leading examples of the commercial use of AM’s iVACs developed with
SALERO technology.

TEMPS DE NEU — TUIXEN — Virtual Weatherwoman

The virtual character Tuixén is the presenter of TV3's hit program “Temps de Neu” (“Snow Time”). With
a good sense of humour, Tuixén presents the weather report section of “Temps de Neu”. She gives the
forecast, snow conditions and shows live shots of different ski slopes.

Tuixén is a multi-platform character. Her forecasts are available round-the-clock on the Internet and on
mobile phones. Viewers can consult the weather forecast and ski conditions in the Catalan Pyrenees,
the rest of Spain and the main ski resorts in Europe on the program’s web site (www.tempsdeneu.cat)
or by sending and SMS to 7033 and indicating the ski resort for which they want information.
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Figure 7: Frame capture from program “Temps Figure 8: Virtual presenter Tuixén
de Neu” with its virtual presenter.
TUIXEN — Presenter at Expo Zaragoza 2008

The content of the successful program “Temps de Neu” tied in with the water theme of the 2008 World
Expo in Zaragoza. This was why Tuixén had no vacation this summer while the rest of her colleagues
took a rest before the coming ski season. Tuixén spent the summer working as a virtual guide at the
Catalan government’s Expo stand.

She welcomes visitors at the pavilion entrance, then presents the exhibition and gives up-to-date
information on the water level of rivers and reservoirs in Catalonia.

Emidaing e Boagalla q

| L R

Figure 9: Some images showing Tuixén at the Catalan Pavilion at Expo Zaragoza 2008.
Further Examples are:
e SARA - Virtual guide for the telecommunications company Amena

e LAIA — The virtual assistant at the Catalan government's Citizen Information Service
(Generalitat de Catalunya)

¢ RODOLFO CHIQUILICUATRE comedian representing Spain at Eurovision 2008
e “EL INTERMEDIO” — CARLES FRANCINO and FEDERICO J. LOSANTOS

e IN A STRANGE WORLD — BONSAI

e MAT — EGARSAT virtual guide

e SAM - The Virtual Weatherman

3.7.3 Marketing Activities

Activa Multimedia has had stands at major international events displaying its products developed with
the iVAC tool package and, therefore, with technology developed within the framework of the SALERO
project. A number of videos have been shown at the company stand including SALERO experimental
productions in which the name of the SALERO project and its logo appear. Activa Multimedia has also
displayed some of its iVAC productions at several trade shows and exhibitions.

The following are AM marketing activities related to its iVAC product line and, therefore, to the SALERO
project.
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Demonstration Events
e BROADCAST
November 6-9, 2007
FEMA - Madrid (Spain)
e MWC
Februay 11-14, 2008
Fira Barcelona - Barcelona (Spain)
http://www.mobileworldcongress.com/
e MIP TV featuring MILIA
April 7-11, 2008
Cannes (France)
http://www.miptv.com/
e MAC
May 28-29, 2008
Roca Umbert Fabrica de las Artes - Granollers (Spain)
http://audiovisualmac.com/
e [IBC2008
Conference: September 11-15, 2008 / Exhibition: September 12-16, 2008
RAI Exhibition and Congress Centre - Amsterdam (Holland)
http://www.ibc.org/cgi-bin/displaypage.cgi?pageref=100
Exhibitions
Step into the Television and Radio of the Future
Palau Robert (Barcelona, May 30th to August 3rd, 2007)

To celebrate Activa Multimedia’s 10th anniversary, an exhibition was set up together with the Catalan
Corporation of Audiovisual Media (CCMA) to review the evolution of television and radio over the years
and their immediate future, including user interaction to access information on different communication
channels. One of the company’s most outstanding projects is its virtual characters created for different
television programs and the virtual weatherman SAM, whose forecasts can be accessed on different
multimedia services.

Publications in Specialized Journals

In Annex 2 there is a selection of newspaper articles that have appeared in Spanish trade journals that
refer to Activa Multimedia and products related to SALERO.

Meetings

During that period, Activa Multimedia has done several meeting with clients from different audiovisual
sectors. Those clients are the main Spanish TV stations, as well as the main mobile telephony

operators and some internet portals. Several meetings have been done to show the SALERO
Experimental Production for the evaluation of its possible commercial impact and its business interest.
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3.8 Fundacio6 Barcelona Media - Universitat Pompeu Fabra (FBM-UPF)

3.8.1 Product Innovation

FBM-UPF is focused on developing tools for character animation and automatic production systems.

The Maskle automatic system for facial animation is a system that allows automatic transfer of facial
expression generation techniques from a low-resolution ‘mask’ to a higher resolution face. The
innovation of this work is in the sector of the automatisation of the facial animation process, a process
that traditionally is very time consuming. Using the Maskle, the user can rapidly animate a newly
created character, creating a variety of different expressions and facial poses within a few minutes.

Figure 26: The Maskle tool in action

The activation-evaluation model for facial animation enables an animator to rapidly prototype several
facial expressions. Given a face which has been prepared for animation (using either blend shapes or
bone-weight interpolation), the activation-evaluation system deforms the face into a spread of
expressions that depend only on two values: activation controls the degree of expression (i.e. whether it
is a subtle or obvious expression), where as evaluation determines the positivity or negativity of the
expression. For example, high activation and high evaluation values result in a ‘laughing’ or ‘surprised’
face, where low activation and high evaluation result in a ‘serene’ face. The innovation in this work is
very high as it is addressing an important aspect of animation research, and extending the work of
several recently published papers.

© SALERO consortium: all rights reserved page 14



Version of D12.2.2 Second report on commercialization and marketing activities ..m
2008-09-30 and detailed Demonstration Plan for PM37-48 L1

Figure 27: The Activation Evaluation model

In this field of animation production automatisation systems, the graphics group at FBM-UPF is
developing a set of tools that allow animation producers, broadcasters and multimedia designers to
streamline repetitive and procedural defined processes related to the production of animation series for
education or entertainment purposes, public information or customer personalized information systems,
or any kind of computer animated content with any degree of repetitiveness or parameterization of
contents.

This set of tools includes a rendering system capable of integrating 3D characters with full body
animation, three-dimensional scenarios, titles, dialogs, music, audio effects, etc. in broadcast quality in
real-time. A file format capable of describing of such a program and also the dynamic update of such
programs was designed and implemented. Also a visual editor supporting this file format was designed
and implemented to aid the directors to create, edit and update audiovisual programs in a
straightforward manner. The system is enhanced by several other auxiliary tools such as a character
editor, plug-ins to export contents from the most common modelling and commercial animation
packages and file conversion tools to allow the interoperability of the developed system with other tools
of the trade.

3.8.2 Commercialization Activities

The relation established by FBM-UPF allows the communication flow of information between the most
innovative partners of the media scenario, who are members of the board of trustees of FBM-UPF.
Another key point that needs to be taken into account is FBM-UPF's subscription to the CIDEM
initiative, specifically with the Pymera network, which promotes the collaboration between enterprises in
the European panorama. As a result of this network, some enterprises have shown their interest in
content automation processes provided by FBM-UPF. As a consequence some proofs of concept have
been performed with some corporations with the aim of opening new markets, like advertising or
financial institutions.

On one hand, taking into account the conclusions of the research done, some useful changes have
been included in visualizations platforms developed in FBM-UPF that allow to the final customer to have
a better result with the latest innovation. On the other hand, the results obtained by the final customers
of the visualizations platforms allows to FBM-UPF to improve the quality and the usability of the systems
developed.

3.8.3 Marketing Activities

FBM-UPF has its own website that is updated monthly and includes videos of the present and past
projects, with a complete description of the project, partners, publications and people involved. Thanks
to the subscription to the CIDEM, news is published both in the periodic bulletin distributed over
Catalonia, and also related to the European territory thanks to the relation with Pymera. The whole set
of information is also collected in a set of promotional packs that include leaflets, posters and CDs with
demos and documentation of the projects.
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Meetings at national level are promoted and BM is present with stands showing documentation,
research results and with the promotional material which allows the diffusion of the project and
promotes the visibility of the project.

3.9 Universitat Pompeu Fabra - Music Technology Group (UPF)

3.9.1 Product Innovation

The Audio Tools developed within the SALERO project are a set of VST plug-ins and offline tools
including Voice Transformation, Tempo Transformation and Advanced Audio Equalizer.

Voice Transformation allows several singing and speech voice transformations using spectral
techniques for modifying the character of the voice. Transformations include: transposition, quantization,
vibrato, roughness, breathiness, whisper, timbre mapping and other spectral transformations. This tool
is targeted to recording or post-production studios that require voice processing.

Tempo Transformation combines automatic rhythm analysis and time-scaling in order to transform the
rhythm of an audio mix. The user can vary the tempo or add/subtract swing by using the GUI controls
during the playback.

Advanced Audio Equalizer is aimed for the advanced equalization of commercial music productions.
This is a powerful tool able to equalize the audio using energy histogram-based on different criteria.
Some of its applications include: Remixing a piece by changing the volume of each instrument
independently or removing instruments from the mix and then re-adding them processed by some
effects or isolate one or several instruments to perform a musical analysis of a piece.

All this tools make the life of an audio engineer or producer easier allowing saving time of work recycling
material by means of transforming old one instead of recording new one. This is achieved with the high
sound quality of this tools that allow to be integrated in a professional post-production process chain.

3.9.2 Commercialization Activities

The SALERO User Group Task allow this tools to be tested by the media professionals and based on
the feedback given by those, adapt the technologies from the research labs to the real world. Also the
Voice Transformation is being tested within installations in museums with people from all ages to
determine sound quality and naturalness for transformations of a wide range of voices. This will give a
decent feedback by end-users to allow an improvement on quality and usability of the software.

3.9.3 Marketing Activities

The Music Technology Group of the Pompeu Fabra University has recently re-designed the website
(http://mtg.upf.edu) including demo videos of the SALERO tools to show the tools to the market. Also a
page inside the showcase section of the SALERO web has been created to exhibit the tools with videos
explaining the audio transformation tools:

http://www.salero.eu/en/showcase/audio transformation.html

Also the technology under the voice transformation tool is being exhibited in the Cosmocaixa Museum
in Barcelona in two installations: “The Kaleivoicecope” in the Nombr3s exhibition and “La meva veu fa
ones” in the Sala Flash. Also “The Kaleivoicecope” was exhibited in the Cosmocaixa Museum in Madrid
for one year in the Numa3ros exhibition.

3.10Universitat Ramon Llull (URL)

3.10.1 Product Innovation

LaSalle-URL tools developed within SALERO are mainly based on the reduction of costs on creating a
new synthetic voice for any Text-To-Speech synthesis whether is Domain-Specific or General Purpose
system (Concatenative or Markov based). These tools are being developed along the Core System of
the URL synthesis engine.

The main value-added feature of LaSalle-URL TTS is the possibility to work with the animated
audiovisual productions time line being able to parse tagged information, to synthesize the desired
speech with the appropriate constraints and to provide time referenced output regarding
parameterization about event and lip synchronization. The appropriate input constraints for the
synthesis may be any prosodic requirement as intonation, speed of delivery or intensity (stress) of the
speech. Some examples of the mentioned prosodic and additional information may be phoneme
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identification, pauses, spectral information or describing information. It has to be noted that the whole
set can be time referenced at any time within the output files.

In order to improve the reusability of the different modules of the system, the voices or the dictionaries,
a search of a standard for synthesis was carried out with unsuccessful efforts; only SSML is being
considerate by the W3C consortium and it is in a earlier stage of development not satisfying corpus
tagging (dictionaries and phone sets) requirements.

MPEG-7 was also tackled to represent the corpus information; the problem came out when there was
not any way to store the low-level information hierarchically. This set of low-level information is
composed of: fundamental frequency, power and duration on the centre and boundaries of the
phoneme as well as its Mel-frequency cepstrum values.

However, Festival Speech System provides a widely common used system and information
representation (based on the concept of Utterance) that although has not been standardized, it is a
benchmark of reference on the synthesis field of research. Consequently the URL-TTS system has
been expanded to support the Festival link-interface. For that reason, if any festival component as Unit-
Selection, Letter to sound conversion or Clustering is desired to be used on the system, it may be used
without high effort.

Recently La Salle-URL is focusing its efforts on these directions:
e Improving and integrating its prosodic feature module (based on Case-Based Reasoning)
e Improve the Unit Selection on Concatenative Synthesis System.

e Improve the prosodic modification of the selected units based on PSOLA (Harmonic Plus Noise
model is still on prototyping)

e Improve synthesis based on Hidden Markov Models based on CBR fO prediction and Mixed
Excitation Model.

e Standardized and synchronized output for being used on multimedia production.
3.10.2 Commercialization Activities

URL has participated in the Barcelona and Amsterdam User Group meetings. Some companies were
interested in its speech synthesis system. In the following URL will keep in touch with them in order to
concrete future collaborations.

SALERO URL people are members of The Speech Technologies Thematic Network ("Red Tematica en
Tecnologias del Habla") that tries to obtain investments from enterprises for Speech Technology
research, looking for new applications that can bring new business opportunities. The developed
demonstrators can attract enterprises' interest.

3.10.3 Marketing Activities

URL has created a web site to show different approaches to speech synthesis. When the speech
synthesis is restricted to a set of components, it reaches high quality but lacks of flexibility. In the web
there is a list of samples to illustrate use in different domains, from most restricted domain to most open
domain: http://multimodal.salle.url.edu/tts prototype/

The synthesiser can be tested in this web introducing any text. The utterance is synthesised from the
voice created jointly with PGP for Tiny Planets.

Moreover, URL participates in different events where speech synthesis systems from different
organisations are evaluated. Firstly, URL speech synthesis system was presented to Albayzin
(http://jth2008.ehu.es/en/albayzin.html), a system evaluation proposal of The Speech Technologies
Thematic Network ("Red Tematica en Tecnologias del Habla"). Results will be presented to the
scientific community next November.URL will participate in the next Blizzard Challenge
(http://www.synsig.org/index.php/Blizzard _Challenge) that will take place in the next INTERSPEECH
conference (Brighton, UK, September 6th 2009).

3.11Dublin Institute of Technology (DIT)

3.11.1 Product Innovation

DIT has performed research relating to emotional speech corpora in the SALERO project, including an
emotional speech analysis method that can also be applied to character animation. As a result, work
relating to semi-automated character animation for intelligent media production has continued. Rather
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than focus only on lip-synching, the method described focuses on the rhythm of head, hand and body
movements (in association with lip and eyebrow movements), detailing the gestures and inflections
associated with the rhythms of human speech. This allows a movement sequence to be created that is
independent of language or speaker, which is then stored with the speech asset for use and reuse as
necessary. Tool development is ongoing, with a prototype having already been developed.

3.11.2 Commercialization Activities

DIT are currently pursuing a patent for the method, and are also seeking further funding for software
development to produce tools ready for commercialisation. Discussions on licensing have already taken
place with Peppers Ghost Productions, and other companies have been approached as part of ongoing
development.

3.11.3 Marketing Activities

The animation method has been on display at the latest SALERO user group meeting, and has also
been demonstrated to various interested companies at national level. The animation method won the
DIT annual innovation award, where several Irish investors attended the presentation ceremony with
associated coverage in the national press. A further presentation is scheduled for the beginning of
October to over 200 Irish investors and companies as part of the annual Enterprise Ireland showcase,
including individual meetings with interested parties currently being scheduled.

3.12University of Glasgow (UG)

3.12.1 Product Innovation

A novel, video retrieval interface, the "FacetBrowser" has been developed by UG over the course of the
SALERO project so far. This interface is based on earlier image and video retrieval systems developed
by UG over the past. It is inspired by "storyboards" as often used in the media production industry. The
interface allows users to create and search in multiple facets, and provides an overview of these
multiple searches which are arranged in a linear sequence. A screenshot of the interface is shown in the
figure below.
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Figure 28: Interface of the FacetBrowser

Each search facet is contextualized by its position within the sequence, which allows context-based
searches to be executed. Work is ongoing to take advantage of this extra contextual information in new
versions of the system.

© SALERO consortium: all rights reserved page 18



Version of D12.2.2 Second report on commercialization and marketing activities *® SALERD
2008-09-30 and detailed Demonstration Plan for PM37-48 *9

3.12.2 Commercialization Activities

At the moment the FacetBrowser interface is still a prototype, although it has been successfully used in
a number of lab-based user studies. The system is currently hosted on-line, on servers at the University
of Glasgow, and its use by more people in a greater capacity, both inside and outside of the university,

is currently under investigation.
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4 Detailed Demonstration Plan

In this section it the demonstration plan for the last twelve month period by activity and partner will be
identified. A couple of activities are planned on project level in addition to that a further activities are
planned per partner in order to address different audiences for individual toolsets and experimental
productions.

4.1 Project Level Activities

IBC 2009 (Sept. 2009, Amsterdam, http://www.ibc.orq)

IBC 2009 will be used as the main demonstration event of the project concluding the series of user
group events. It has been chosen, as the event has the most points of contacts with the activities of
SALERO.

Project results (toolsets, experimental productions...) will be demonstrated either at a booth in the
normal exhibition or as part of the new technology campus if still existent. In addition to this individual
partners will present project results at the partners’ booths.

SAMT 2009 (Dec. 2009, Graz, http://www.samt2009.0rq)

SAMT is one of the main conferences in the area of semantic and digital media technologies. JRS has
applied to organize SAMT 2009 and has been selected as organizer. This conference will be the main
scientific dissemination event of the SALERO project

In regards to demonstration two activities are planned:
e SALERO's industrial partners will form the main part of the SAMT industry day
e Project results will be shown live during breaks

4.2 Activa Multimedia (AM)

4.2.1 Target Audience

As explained in previous documents, Activa Multimedia’s lines of business are heterogeneous. That
brings clients of a very different nature but can be classified in three main customer groups:

e Television Networks and Audiovisual Production Companies
e Internet Portals
¢ Mobile Telephony Operators
For that reason, the demonstration plan focuses on actions addressing those three customers groups.

4.2.2 Events

The main effort to show the achievements of Activa Multimedia in the context of the SALERO Project in
the next period will be concentrated in the presence in the main events of the audiovisual sector.

e MWHC, Barcelona, http://www.mobileworldcongress.com/

e MAC 2009, Granollers, http://audiovisualmac.com/

e |IBC2009, Amsterdam, http://www.ibc.org/

e BROADCAST 2009, Madrid ,http://www.broadcast.ifema.es/ferias/broadcast/default_i.html

4.3 Blitz Games Studios (BLITZ)

4.3.1 Target Audience

As previously described, Blitz Games Studios has two main target audiences and market aims:

1. To secure commissions from publishers or organisations by demonstrating its competence,
creativity and proficiency through showcasing material created with its technology.

2. To secure license agreements for the use of its technology, although this is currently not the
main focus of its business.
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4.3.2 Events

The video games industry is highly competitive and like many creative industries, business is often
founded on personal relationships. For this reason, demonstration is usually on a one to one basis,
where Blitz Games Studios is able to showcase the capacity of the technology in a controlled
environment. Demonstrations are most often held at its offices or at the offices of a prospective
business partner. They are also held in private rooms at key industry games industry events and
conferences.

Blitz Games Studios will also attend, and actively seek speaking opportunities at, high profile
conferences, where it expects to provoke interest and enquiries. Blitz Games Studios is expecting to
attend, speak or pitch at some or all of the following as well as some that are not yet even on the
horizon. Not all conferences have yet posted their 2009 information:

e D.I.C.E Las Vegas http://www.dicesummit.org

e Siggraph New Orleans http://www.siggraph.org/s2009

e BETT London http://www.bettshow.com

e Game Developer Conference (GDC) San Francisco http://www.gdconf.com
e GDC Paris http://www.parisgdc.com

e Microsoft Game Fest http://www.xnagamefest.com

e Develop Conference Brighton http://www.develop-conference.com

e Edinburgh Interactive Festival http://www.edinburghinteractivefestival.com
e Game Convention Leipzig http://www.gc-germany.com

e Austin GDC http://www.austingdc.net

e Games Convention Asia http://www.gc-asia.sg

e Game Connection Europe http://www.game-connection.com

e Virtual Worlds Forum Europe http://www.virtualworldsforum.com

4.4 Pepper’s Ghost Productions (PGP)

4.4.1 Target Audience

Pepper’'s Ghost Productions is in the process of developing a large update to the My Tiny Planets virtual
world as a result of competitor analysis and market re-evaluation. This has required rolling the site back
into alpha status and developing both a substantial quantity of new assets for the game as well as
incorporating video and multiplayer activities.

It is intended to move back into formal Beta at the beginning of 2009, and to have conference and
marketing support for this. During the next six months PGP will be involved with or attending and
meeting with industry contacts at the events listed below. The target for this exercise is potential
partners for distribution within the Virtual Worlds community as well as sponsors and advertising
partners (the latter being subject to final discussions internallyO.

External audiences (target users) will be approached via promotions on gaming sites and related
marketing activities, both pay per click and viral (also detailed below).

Presentations are currently being discussed with external commercial partners, including Discovery
Kids.

4.4.2 Events

e Engage! Expo (formerly the  Virtual Worlds  Conference, March  2009),
http://www.engageexpo.com/
e DEMO 09 (March 2009), http://www.demo.com/

e DEMOfall 09 (September 2009), http://www.demo.com/
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4.5 Helsinki University of Arts & Design (TAIK)

45.1 Target Audience

Third Phase Experimental Cross-Media Production Target Audiences

TAIK's Third Experimental Production will be brought to wide audiences, as the planned production
venue is the Museum for Contemporary Art Kiasma (http://www.kiasma.fi), Helsinki. Kiasma - this year
celebrating its 10" anniversary - is the most significant platform for new and experimental media art in
Finland. Its visitors are mainly audiences with a general interest for arts and culture, as well as
professionals in these sectors. Visitors to the museum also include school pupils, art students and other
educational groups, as well as tourists visiting Helsinki. Kiasma has 200 000 visitors annually, earning it
the status of the most popular museum in Finland.

Experts and professionals in the arts and new media sector, international guests and media
representatives will be handpicked to attend the private view and PR events of the production. Also
audiences familiar with the earlier Cross-Media productions of the project (Full House, Turing Machine
Opera and Turing Enigma Bot) will be targeted. The Third Phase production at Kiasma is expected to
receive media attention similar to that of the Second Phase Experimental Productions. For instance, in
2008 the Turing Machine Opera Cross-Media production received wide and positive media coverage.
Six newspapers, four magazines and one television programme provided media coverage and critique
for the production. Overall, Turing Machine received critical acclaim from the press. All excerpts
presented here are translated and paraphrased. According to HBL 30.3.2008 “in Turing Machine, the
visuals fall perfectly into place and are a virtuous handwork on their own account.” The biggest Finnish
newspaper Helsingin Sanomat, in turn, summarizes 2.4.2008: “The end result is a fascinating one-hour
experience, which should appeal to a wide audience and fit for international export.” Kreativ, however,
notes that the opera ‘“requires prior knowledge on Turing's life in order to be completely
understandable.”

For the duration of the exhibition, the audiences will have direct contact with the production, and will be
able to experience the work created with the aid of SALERO tools first-hand. The feedback for the Third
Experimental Production will thus be provided by both experts and lay-men.

TAIK Media Lab target audiences

Target audiences for the Media Lab are lecturers, researchers, designers, artists, and professionals in
new media and digital technology. Of the Media Lab’s 60-70 MA and thirty Ph.D. students, 30 % are
international. The Media Lab hosts four research groups, which include around thirty researchers,
designers and artists. Its staff includes three professors, five lecturers and ten visiting lecturers. Both the
staff and students, including visiting and international, are seen as target groups of the SALERO Cross-
Media productions developed by Crucible Studio.

A notable addition to the audiences will be taking place in 2009, when the University of Art and Design
commences a fusion with the Helsinki University of Technology and the Helsinki School of Economics,
these three together becoming the new Aalto University. The staff, students, partners and networks of
these two other Universities will provide new, direct channels for dissemination of the results achieved
in the SALERO project.

45.2 Events
e Installation at the Museum for Contemporary Art Kiasma, Helsinki, Finland (April/May -August
2009, specific dates under negotiation, to be confirmed)

e Media Lab Demo Day, May 2009, University of Art and Design Helsinki. A two-day event
targeted at national and international new media experts.

e Media Lab Research Symposium “Character & Agency in Interactive Production”, May 2009,
University of Art and Design Helsinki

e SALERO User Group meetings

e Festivals, competitions, exhibitions - as opportunities arise. Plans to propose the production to
Ars Electronica International Competition for CyberArts and Festival in Linz (www.aec.at), and
to the Computer History Museum in Silicon Valley, California (www.computerhistory.org).
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4.6 Leopold Franzens Universitat Innsbruck (LFUI)

4.6.1 Target Audiences

LFUI is interested in promoting the benefits of semantic technologies in general and of their use in
media production in particular. Demonstrations of research results are planned at appropriate
conferences in the fields of semantic technologies and multimedia or combinations of both. Furthermore
LFUI plans to demonstrate the output of SALERO at the next European Semantic Technology
Conference which is targeted at industries interested in semantic technologies.

4.6.2 Events
e 3rd International Conference on Semantics and Digital Media (SAMT 2008), 03.-05.12.2008
e 18th International World Wide Web Conference (WWW2009), 20.04.-24.04.2009

e 6th European Semantic Web Conference (ESWC 2009), 31.05.-04.06.2009
e 3rd European Semantic Technology Conference (ESTC 2009), 30.09.-02.10.2009
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5 Demonstration Timetable

Timings of specific events

Partner |Event Date
AM Mobile World Congress February 2009
AM MAC May 2009
AM IBC September 2009
AM Broadcast November 2009

GVG Inter BEE February 2009
GVG NAB April 2009
GVG IBC September 2009
PGP Virtual Worlds Conference New York March 2009
PGP Demo March 2009
PGP DEMO fall September 2009
Blitz GDC February 2009
Blitz Siggraph August 2009
Blitz Games Convention Leipzig August 2009
Blitz Games Convention Asia September 2009
Blitz Games Connection Europe September 2009
TAIK Installation at KIASMA April-August 2009
TAIK Media Lab Demo Day May 2009
TAIK Media Lab Research Symposium May 2009

Project |IBC September 2009
Level

Project |SAMT December 2009
Level
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6 Conclusions

In this document the industrial and academic partners involved in SALERO explained the product
innovation they have obtained with the developed tools. The report of the commercial and marketing
activities shows how those activities fit in each partners overall strategies and regular activities.

Because there will be no single media tool for demonstrating the SALERO results, the industrial
partners will focus their commercialisation activities on the enhancement of their existing products and
on showing the commercial possibilities of the SALERO experimental productions.

The software tools developers and academic institutions will disseminate results to the research
community in their normal ways, via institutional web sites, publications and presentations in journals
and at conferences. In addition they will also use the results and the enhanced know-how for future
R&D activities.

In the next period the SALERO toolset will be promoted to suitable target audiences in the end-user,
toolset-developer and broadcast communities, which will in turn allow for timely input and consideration
by the appropriate respondents.

© SALERO consortium: all rights reserved page 25



Version of D12.2.2 Second report on commercialization and marketing activities ¢® SALERD
2008-09-30 and detailed Demonstration Plan for PM37-48 L1

7 Annex 1: AM’s iVACs Product Sheet

Contents_and Services

IVAC

—

@

activamultimédia
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iVAC

— = . CATALDGUE OF PRE-DEGIGMED CHARACTERS
v T red design af 20/ 30 characters

AUTOMATION OF WIRTUAL CHARACTERS

iimaifon from text o

(tast to spesch)

' Integration with Inteliigant response systems

SAM, THE WORLO'S FIRST AUTOMATIC WEATHERMAN

mnftic forecastiing for any eity [n the worid

¥

ized with graghlcs and maps

o, Internat and mobile telephony

» Con ba Integrated with any standard TTS angine (texl to spoach)

MAMAGEMENT OF CHARACTERS FOR 3G VIDED RPORTALS
* Editing tooi for pressntations
» Character sele

» Infegration of real audio or TT8 [test to speech)

ADVANTAGES

animated virtual charactara and Infegrates 30 modela, anima

te, snd athar alamants.

n af videas far itelevision, Internat and mabile tels-

. BRlmated logoa. virtual eantinully preésaniers,

paniEs, MuBAUMSE, Governmen! agancies, elo.),

hoan meleorals B
» MOBILE TELEPHONY Virtual guides to video portaie, avaters, moblie weather forecast assintants.

+info wuw.activamultimedia.co
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8 Annex 2: AM’s Publications in Specialized
Journals

MOWIL

COMUNICACION

activa multimedia

Activa Multimedia
presenta nuevos servicios
para la comunicacion movil

en el 3GSM

cl S88rWvIcIa an mgies gel metearoiogo San

VAL de la empre:
otiva  MuRtimeds
Digital presenta en
la nugva edicidn

sonajes virtuales. Por un
Incio, of metecrdlogo Sam
presents 1 cam mas in-
ternacional con su ver-
sian en inglés, y por atre,
& presenta | rueva he-
framignta de animachin
automitica de persana
o5 virtuales a partir de
ved real o texto.

Sam g4 ol primer presentador 3D multiplatiorma del mundo que
ofrece ln previsitn & b carta de chentos de cudades én clips dé video
generados automiticamente y que puede adaptane a cuslguies
idioma. Ei ¢l primoro de la generacidn WAL (Interactive Virtual
Automatic Characters), de personajet vinuales para todo tipo de
madios interactivos.

La generaciin somatics de los videos de Sam. completamente
aduptadens a la ergonomia del mdwil y consultabled a teaves de MMS o
'WAP er mbviles GPRS y UMTS, se obtiens directamente de una base
de datos de informacidn meteormldgica. A partir de esa misma base
e datos, Sam puede keer [a previsidn automiticamente en cuslguies
dloma. Gracias a su versatilidad, un afo despuds de su presentacion
en castellang, Sam se abie completamente al marcado intenacicnal
com el lenzamiento del servicio en inglhés.

Activa Mulftimedia presenta tambidn su nuevo editor de personajes
virtusles. Dirigida a medios de comunicacidn mewil TV & internet,
esta aplicacidn permite producie animaciones de forma sencills y
econdmica.

El nuevo sistema geners automatichments viddos con personages de
20 0 30, a partir de una locucién, un archivo de woz o un texio que
st convigeie en voz sintética. De forma instantirea, se crea un video
adapiado a la dusacidn del audic con un personage animado que
lee & intevprets b frases, movidndese de forma natural ¥ con una
sireronizacion de labiod sutomdtics de sa calidad,

El editor de [VAC permite crear clips con personajes virtusles a los
que el uiuario pueds personalizar, incorporando cualquier tipo de
logotipo o marca de forma sencilla y tantas vices COmo se deses. Los
ciips pueden tener distinias realizaciones y 1o adaptan a cualquier
durackbn ded texio o del archive de voa.

Este sistema de animacion sutomdtica el indicado par la gestisn
de personses en videoportales G, gulss, svatates o asitentes
para disperitives maviles. Ademds, los videos pueden adaptanse
perfectamente a cuaiquier platafigrma: tecnologia medvil, TV, infernet,

Ademds de s novedades de la Bnea WAC, Actha Multimedia
resenta tamblén otros producios de informacidn meteceologica
ot midnilles: servickos en WAP, SMS, MMS o iMode, entre otros.

Activa Multimedia, empresa de soluciones y servicias para ¢f munda
audiovisual estard en stand 7A37 en el 3GEM World Congress. que s
celebrard en Barcelona del 12 ol 15 de fabrero,

Wi erivemiiimedia, com
WL DO TV.car
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Telenoticies - Catalunya Informacié : Activa Multimédia presenta els seus personatges virtuals

Pagina 1 de 2

en un filmdes

I n Calalunya Idormacio

Telenotictes
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Dijous 157021

1
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B diretts B oLTvicat

Societat s @ , i0.cat
Economia: La telefonia Societat: Set dies en Societat: La reflexié Especials: 2006: Especial / Societa
mabil es troba a imalges ciutadana de Quim Caonvivint amb la Contra el "masciisr
Barcelona Monz& diferéncia criminal”

0%/02/2007 13.21

Barcelona

Activa Multimedia presenta els seus personatges

virtuals

mg&g reicha el et

Lempresa d'R+0 de la CORTVI, especialitzada en la creacid de tecnologia i
continguts multimédia, Activa Multimédia Digital, ha presentat des del seu propi
estand, ol 7A37, desenvolupaments emmarcats dins la linia de creacié de
personatges virtuals. D'una banda, i ha of meteordleg Sam, el primer
presentador 30 del mén. De laltra, una nova eina d'animacid automatica de
parsonatges virtuals a partir de vew real o text.

En Sam és el primer
presentador 30 del mén
que ofereix 1a previsic
del temps de cenlenars
de ciutats a ta carta en
videgs generals
autematicament.

PUBLICITLT

Enllagos
palrocinats

Prestec Cotxe o
Mo pagui reg els 3

Ti.eru.t.l;e m
cotxes d'oc
ik tew aulo dio

ke re més
milions de cotxe
urapa.

mod e;
de 1
en

L'asseguranga

intelligent - Direct

Seguros

!'.en\rmnu[ a Direct
Seguros. Caloula aqui

raIJ:Ja ! facilment al

un A‘ o por t“n'la( L

12

En Sam és el primer presentador 30 del mon que ofereix la pravisio del L{-mps de
centenars de ciutats a la carta en videos generats automaticament. Les seves
previsions, totalment adaptades o "ergonomia dels mobils, son consultables &
través ¢'MMS o WAP en terminals GPRS i UMTS.

L'altra novetat és 'editora de persanatges virtuals, una aplicacid per produir
animacions amb personatges de dues o tres dimensiens a partir d'una locucid, un
arxiu O un text. stema, adrecat a mijans de comunicacia maobil,

teloy rnel, crea avtomdticament un video adaptat 2 la durada d'aguest
arxiy amb un personatge animat que interpreta les frases | es mou | parla de
rmanera natural,

hitp://www.noticies.cat/pnoticies/notltem.jsp?item=noticia&idint=173003
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HOME VIDEO POPULAR Pagina 1 de 1

Ventura Claret, Elisabet

De: vpnews@videopopular.es
Enviat: jueves, 01 de febrero de 2007 4:30

Per a; Ventura Claret, Elisabet

Tema: VPnews

Personajes virtuales para movil

Activa Multimédia presentara en el 3G5M World Congress su nuevo editor de
personajes virtuales iVAC, que a partir de una locucién, un archivo de voz o un
texto (que se convierte en voz sintética) puede crear automaticamente una
animacion, que se mueve de forma natural y con una sincronizacion de labios

(lip-sync) de alta calidad.

El Generador de iVAC permite personalizar el aspecto, la ropa e incluso el fondo
de escenario donde el persanaje se desenvuelve. El sistema estd indicado para

la gestion de personajes en videoportales 3G, guias, avatares o asistentes para

dispositivos moviles, y ademas puede adaptarse para tecnologia movil, television, internet o PDA.

activa multimedia

TV MOVIL

Comunicacion movil con Activa Mulimedia

La filial tecnoldgica de la CCRTVY presenta nuevos servicios para Ia comunicacién mdvil en el 3GSM World Congress de Barcelona.

% oincidiendo con una nueva edicion del
3GSM World Congress de Barcelona,
Activa Multimedia Digital ha presenta-

do importantes novedades para la

comunicacion mavil enmarcadas en su
linea iIVAC de creacién de personajes virtua-
les. Por un lado, el meteordlogo Sam muestra
su cara més inlernacional con su versidn en
inglés, y por olro, se presenta la nueva herra-
mienta de animacion antomatica de persona-
jes virtuales a partir de voz real o texto. Sam
es el primer presentador 3D multiplataforma
del mundo gue ofrece fa previsién a la carla
de cientos de ciudades en clips de video gene-
rados automdticamente y que puede adaptar-
se a cualguier idioma. Es el primero de la gene-
racion iVAC (Interactive Virlual Automatic

Characlers), de personajes virtvales para

todo tipo de medios interactivos. La genera-

cidn automdtica de los videos de Sam, com-
pletamente adaplados a la ergonomia del
madvil v consultables a través de MMS o WAP

en mdviles GPRS y UMTS, se obtiene directa-
mente de una base de datos de informacion
meteoroldgica. A partir de esa misma base de
datos, Sam puede leer la prevision auto-
maticamente en cualquier idioma. Gra-
clas a su versatilidad, un afio después
de su presentacion en castellano, Sam
se abre completamente al mercado
internacional con el lanzamiento del
servicio en inglés,

Activa Multimedia presenta
también su nuevo editor de per-
sonajes virtuales, Dirvigida a me-
dios de comunicacién mavil, televl-
sién e Internet, esta aplicacién permite
producir animaciones de forma sencilla y
ccondmica. El nuevo sistema genera auto-
maéticamente videos con personajes de 2D o
3D, a partir de una locuci6n, un archivo de
VOZ 0 un texto que se convierte en voz sin-
tética. De forma instanténea, se crea un vi-
deo adaptado a la duracion del audio con un

© SALERO consortium: all rights reserved

personaje animado que lee e interpreta las
frases, moviéndose de forma natural y con
una sincronizacion de labios automética de
alta calidad. El editor de iVAC permite
crear clips con personajes virtuales a
los que el usuario puede personalizar,
incorporando cualquier tipo de logoti-
po o marca de forma sencilla y lantas

veces como se desee. Los clips pue-

den tener distintas realizaciones y

se adaptan a cualquier duracién

del texto o del archivo de voz. Este

gistema de animacidén automdtica
estd indicado para la gestién de per-
sonajes en vidcoportales 3G, gufas, avata-
res 0 asistentes para dispositivos mdviles.
Ademds, log videos pueden adaptarse per-
fectamente a cualquier plataforma.

Activa Multimedia presenta también
otros productos de informacién meteorold-
gica para mdviles: servicios en WAP, SMS,
MMS o iMode, enire otros.
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nuevo canalMP.com: Editor de personajes virtuales

Editor de personajes virtuales

Activa Multimedia presentard en el 3GSM de Barcelons un editor de personajes
virtuales para gue log medios de comunicacidn mdwvil, TV e Infernet, puedan
producir sus propias animaciones de forma sencilla y econdmica

(16/01/2007) Activa Multimedia Digital centrard su
agisbencia o la foria de tolefonla mdwil 3GSM, que bendrd
lugar en Barcelona del 12 al 15 de febrero, en la linea
IVAC de creacidn de personajes virtuales,

Tras presentar al meteordlogo Sam, el primer

presentador 30 muitiplataforma del mundo gue ofrece la

previsién a la carta de cientos de cludades en clips de

video generados automiticamente, Activa Multimedia
presenta en esta edicidn su nuevo editor de personajes virtuales dirigido a
medios de comunicacidn mdwvil, TV & Internet, para gue puedan producir sus
propias animaciones de forma sencilla y econdmica,

El nuevo sistema genera sutomdticomente videos con personajes de 2D o 3D,
# partir de una locuckdn, un archivo de voz o un texto que s& convierte an voz
sintdtica. De forma instantdnea, se crea un video adaptado & la duracidn del
audio con un personaje animado gue lee & interpreta las frases, movidndose
de forma natural y con una Sincronizacian de labios sutomatica de alta calidad,

El editar de WAC permite crear clips con personajes virtuales a los que &l
usuario puede personalizar, Incorporando cualquier tipo de logotips o marca de
forma sencilla y tantas veces como s desee. Los clips pueden bener distintas
realizaciones ¥ ge adaptan a cualquier duraciin del texto o del archivo de voz.

Este sisterna de animacidn automatica estd indicado para la gestidn de
personajes en videoportales 3G, gulas, avatares o asistentes para dispositivos
méviles. Ademds, los videos pueden adaptarse perfectamente a cualguier
plataforma: tecnobogia mévil, TV, Intemet, PDA..

© 1987 - 2007 Iniciativas Terfa 5.0 Todos los derechos reservados,
Aviso Legal

http:/fwww.canalmp.com/new-flot-notemp-imprimir.php3 notlD=30134
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HI-COM

Captura de movimiento a partir de video

Montar un estudio de captura de movimiento en cualquier lugar en donde se puedan situar dos cdmaras ya no es una idea descabellada.

OVimento es un NUevo programa
que captura el movimiento de
cualquier ohjeto no rigido a partir
de dos o més secuencias de video
o imégenes. De este modo, Movi-
mento permite llevar a cabo sofisticadas cap-
turas de movimiento de rostros. manos, bra-
708y CRETrPOS enteros sin precisar de una ins-
talacién aparatosa en un espacio limitado.
Ahora, gracias a Movimento, cualquier espa-
cio en el que puedan situarse un minimo de
dos camaras puéde convertirse en el platd de
captura de movimiento.

Movimento ha sido desarrollado a partir
de la tecnologia de rastreo (tracking) 3D de
Realviz. Esa misma tecnologia de Realviz es
la que desde hace més de 8 afios cosecha éxi-
tos en el mundo de los efectos especiales a
través de las distintas versiones de Match-
Mover y. mas recientemente, con la integra-
cidn de su tecnologia en los sistemas Infer-
no y Mame de Autodesk.

Por eso, en Movimento también es posible
combinar 1os procesos de rastreo de cdmara
3D (matchmoving) ¥ de captura de movi-

miento. El material necesario para llevar a
cabo la captura de movimiento son dos 0 més
secuencias de imdgenes, tanlo si estdn sin-
cronizadas como si no 10 estan. En el caso de
secuencias de imdgenes no sincronizadas.
cualquier acontecimiento puntual que pueda
distinguirse con claridad en las secuencias
procedentes de todas las cdmaras puede ser
utitizado para activar la sincronizacién.
Movimento funciona con secuencias de
cualquier frecuencia de presentacion de imé-
aenes y de cualquier definicidn, ¥ las cdma-

ras utilizadas para la captura pucden ser lijas
0 estar en movimiento. El resultado puede
exportarse directamente a Motion Builder,
3ds max y Maya de Autodesk, 0 a XSI de Avid.
Movimento puede adquirirse como aplica-
¢ién independiente, para que el usuario o uti-
lice con las cdmaras de las que ya disponga,
o puede adquirirse en un paquete que, ademés
de la aplicacién, cuenta con 4 cdmaras equi-
padas, incluyendo dpticas, tripodes y cabeza-
les de los tripodes, una estacidn de trabajo y
log elementos necesarios para interconectar
las camaras con la estacion de trabajo,
Imaginese que, para un anuncio, para
una pelicula o para ilustrar un documen-
tal, s¢ haya creado, con la ayuda de su pro-
grama lavorilo de modelado y animacion
3D, unos dinosaurios estupendos. Quizés
al realizador se l¢ pueda ocurrir que la
captura de los movimientos de un elefan-
te o de cualquier otro animal que se pue-
da encontrar en cualguier zoo, serian de
gran ayuda para dar naturalidad a los
movimientos de esos dinosaurios. Con
esla herramienta es posible logrario.

TV MOVIL

Colaboracion Activa Multimedia - Cromosoma

En el marco del 3GSM World Congress, las dos empresas acuerdan integrar tecnologfas para enriquecer sus productos de contenidos para moviles

ctiva Multimédia y Cromosoma han
llegado a un acuerdo de colabora-
cién tecnoléglca que permitira cre-
ar animaciones personalizadas para
méviles donde el usnario sea el pro-
tagnnisw El acuerdo, presentado en el
3GSM World Congress, consiste en la com-
binacién de dos tecnologias; "IMAGINA-T" ¥
el desarrollo de personajes virtuales inte-
ractivos (IVAC).

La tecnologia de Cromosoma "IMAGINA-
T", que se presenta en el 3GSM, hace posi-
ble uno de los productos més innovadores en
el dmbito del entretenimiento con méviles.
Esta nueva tecnologla permite a los usuarios
de telefonia mdvil adquirie animaciones don-
de ellos son los protagonistas. El usuario sim-

N RODUCCION PROFESIONAL » MAREO 2007

]

plemente tiene que enviar un MMS con su foto
yautométicamente recibe una animaciin pro-
tagonizada por €l mismo. De esla manerd, ¢l
usuario podria jugar con su futbolista lavo-
rito, hacer un tapén al mejor Jugador de
baloncesto del mundo, convertirse enun pre-
sentador del tiempo.... Cromosoma pretende
asi dar respuesta al nimero creciente de
usuarios que reclaman ser mds que puros
espectadores de lo que pasit y hacer, con IMA-
GINA-T, que el usuario sca ¢l prolagonista,

Por su lado, Activa Mullimédia presenta
diferentes novedades en su linca IVAG de cre-
acion de personajes virtuales, La mas des-
tacada es la nueva editora de iVAG, un sis-
tema destinado a medios de comunicacién
mdévil, television e Internet. La editora crea

© SALERO consortium: all rights reserved

antomdlicamente un video adaptado a la
duracién de una voz O un texio con un per-
sonaje animado que interpreta las frases y
s¢ mueve y habla de manera natural. El mete-
orélogo Sam es otro de los productos desta-
cados de la empresa en el 3GSM. Se trata del
primer presentador virtual 3D del mundo que
ofrece la prevision a la carta de centenares
de ciudades en videos generados automati-
camente. Es el primer y el més embleméti-
¢o de los IVAC de Activa Multimedia,

Tanto Cromogoma como Activa Multime-
dia estdn interesadas en integrar las tec-
nologfas respectivas para enriquecer sus
productos y posicionarse con més fuerza
dentro del mercado de los contenidos para
maviles.
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Tanssija Antti Nieminen [vas.], sopraanc Mia Heikkinen ja tenori Juha Hostikka tulkitsevat Alan

Turingin uskomatonta elimid.

Ooppera tietokoneen isélle

P Kulttuuritehdas Korjaa-
mon latralls kemurteles ki-
lometreitd@in . kytkematontd
kaapelia. Mustien lonkeroit-
ten lomasss pomppii tyin
touthussa Dopperaseurue
Skaalan henkilokunma: alka-
massa ovat harjoltukset tie-
tokoneen (ei=td, Alan Tu-
ringista, kertovaan mini-
copperaan  ja  multimedia
teakseen Thrirg Macline.
"Nou hata!” chjaaja Janne
Lehmusvoo toisteles, vaik-
ka esityksen ensi-ilan per-
jantalna on vain kolme pii-
vil llmasss on jinnitystd, ja
k'.:::nl!u.n mugten, onhan kv-
seessd kotimalsen
kantaesivys

l:::ill"f‘:.l!’l

" Harjoitukset piisevit vik-

doin kiyntiin, kun siveltijit
Eeppi Ursin ja Visa Oscar
oval saancet tetokoneensa
kytkettydi  monimutkaisen
olodstin virityksiin, Videoty-
kit alkavat syytid seinille ku-
vaa, joka muiistuttaa tictok
neen sisalmyksia

Sielld, detokoneen skeills,
juoksee Alan Turing, eli te-
nori Jaha Hostikka. Hin

kertaa konemusiikin tahtiin

."LIJI'I'I'I LI.!:}J:.I:IHJ"JTHJ L"IJ.II'.:II'I'
rarinaa.  Siveldjic detoko-
neittensa takana simpliilevit
ja nyokymelevic rymised vii-
hin kuin teknokonsertissa.
Hyvi melninki!

Matemaatikko Alin Turing
[1912-1954) keksi tietoko-
neen teoreettisen malling eli
Turingin  koneen,
1936, Taringin  merkittvin
saavutus oll toisen maail-
mansodan atkana saksalais-
ten Enigma-salakoodin pur-
kaminen Turingin koneella,

Ooppera Skaalan ja Taide-
teollisen H-:rr‘bujhlLdLl.h mul-
timnediateos kertoo muusm-
kin kuin Turdngin saavuruk-
sista  detokonciden  maail-
masss. Nimittdin Alanin su-
rullisesta kohmlosta,

Turing piditettiin vuonna
1952 homoseksuaalisests
subteesta, joka oli twalloin
rikos Brimnniassa. Hin =sal
valita' rangaistuksen kahden
vuoden vankilatuomion fa
kemiallisen kastraation valil-
ti. Turing valitsi vuoden kes-
tivin hormonihoidon nals-
hormoneilla, Hinelle alkod
kasvaa rinnae.

Yuanna
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Moyryyttivin  tapahiuma-
ketjun mydd myds Turingin
lojaatisuuia Britannialle alet-
tin kyseenalaistan.  Kylmin
sodan  ilmapiiriss3 i
epiiltdin tervallisuusriskilsi
sring kuoli 1954 haukar-
uaan syanidilla myrkyrettvi
omenas Oliko kvsecssl jtse-
murha, #itd ef kukaan dedi
"He prepares a polson
apple, so beautiful and red”,
sopraanc  Mia Helkkinen
laulaa pahaentetsest ja lid-
hottelee Turingin ympirilla
Niin, coppera lauletaan eng-
lanmniksi, joten fralian alkeita
el wrvise kotona kerrata en-
nen  esitysta Tenorl Juha
Hostikka ali Alap T 8
jai myrkkyomena kidessiin
istumasn penkille, loppuku-
va on suora kopio Manches-
Leflssa sljaltsevasta TIJ.thgl:n
uistopatsassta,  Tietokone-
serma selndlld sammun
Paissd fyskyitdd vieli tekno-

e

Laura Kytold

& Turing Machine multimedia-
teos Kulttuuritehdas Norjas-
mella [Todlonkatu 51 b) ke 1g.
Liput 13 ja 18 o
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10 Glossary

Partner Acronyms

AM Activa Multimedia, ES

BLITZ Blitz Games Studios Ltd, UK

DIT Dublin Institute of Technology, IE

DTS Digital Theatre Systems, UK

FBM-UPF Fundacio Barcelona Media — Universitat Pompeu Fabra, ES
GVG Thomson Systems Germany, DE

JRS JOANNEUM RESEARCH Forschungsgesellschaft mbH, AT
LFUI Leopold-Franzens Universitat Innsbruck, AT

PGP Pepper’'s Ghost Productions Ltd., UK

TAIK Taideteollinen Korkeakoulu, FI

UG University of Glasgow, UK

UPF Universitat Pompeu Fabra, ES

URL Universitat Ramon Llull, ES
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