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Proposal abstract

To be updated afterwards
In the recent past user-generated informative or entertaining content has steadily been flowing into mainstream, through personal blogs, community spaces or specialised areas created within mainstream media sites. Some of it gets also finally delivered through traditional broadcast channels, either after having achieved popularity in the emerging channels (such as YouTube) or by means of programs specifically constructed to tap into user content. However, considering the enormous amount of multimedia data that is appearing on the internet the unsolved problem of achieving selective access to content of interest has now become severe. Semantic metadata to describe such content are urgently needed, but neither automatically generated annotations nor user-provided tags are currently useful or reliable enough. Moreover, user-produced media often is not annotated at all, since users lack the time and motivation to do it.

Therefore on the technological level SPIN will improve this situation by developing a hybrid annotation scheme for multimedia content combining several mechanisms, featuring social tagging and high level annotation propagation through low level descriptors. Advantage is also expected to be drawn from the behaviour of people in online social networks. On the user interface level people releasing content into the network will be better assisted by providing tag suggestions based on the semantics emergent in their community without restricting the options of using arbitrary descriptions. 

Rather than on entertainment applications the project will concentrate on cases of information-sharing and knowledge-gaining, for which the phenomenon of “grassroots journalism” can serve as an example. Here people interested in what is going on around their area engage in creating lively local news and discussion forums. One of the new applications that SPIN will make possible is to automatically collect and combine pieces of multimedia data with related and complementary content.
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Section 1: Scientific and technical quality
1.1 Concept and objectives

1.1.1 
Background Motivation

User-generated content is flowing steadily into the mainstream, through personal blogs, community spaces (MySpace) or specialised areas created within mainstream media sites (http://blogs.guardian.co.uk/news/). Some of it gets also finally delivered through traditional broadcast channels, either after having achieved popularity in the emerging channels (such as YouTube) or by means of programs specifically constructed to tap into user content. A closely related realm is that of “grassroots journalism”, in which people interested in what is going on around their area of influence get together and collaborate to create lively local news and discussion forums. 
Some of the biggest Internet success stories of the latest times are directly related with the overall phenomena of social media (YouTube, Flickr, De.licio.us, MySpace, Wikipedia, Digg, etc), through its different variants (blogs, content communities, social networks, wikis). These and other instances exemplify some common features of social media
:
a) Participation: contributions and feedback from everyone is encouraged. Voting, feedback, comments and sharing of information is welcome. 
b) Openness: There are rarely any barriers or controls to accessing and making use of content.

c) Conversation: instead of traditional "broadcast" content (one to many), social media is often seen as conversational (two way communication).

d) Community: social media allows communities to form quickly and communicate effectively around common interests.

e) Connectedness: ubiquitous access and seamless links between places are sought. Aggregated content is one typical feature..

As bottom line, social media blurs the line between the concept of media and audience, and between producer and consumer (creating a new “prosumer” category). It can also be assumed that most prominent content sharing portals owe much of their success to the simplicity of participation. 
The problem is, however, that achieving selective access to content of interest is far too difficult. In view of the enormous volume of data that is already available and of the fact that it is scattered across many sources simple browsing has become largely infeasible, and queries are delivering less than satisfying results. This drawback is partly due to the above mentioned simplicity, which limits the quality of the metadata added to content, and partly to the ineffective use that is made of available data during retrieval. The problem is much more acute for audiovisual content, since it is very difficult to structure and characterize; community tagging systems help to locate and manage content with generic requirements, but they break apart when more specific information is sought, or when there is simply too much data available. Personalization aspects (either for individuals of for interest groups) in social media systems are still too primitive, and rely mostly on explicit user settings.
The following example can serve as an illustration. Searching for text based information using the keywords “Hurricane Katrina” through Google resulted in a Wikipaedia article of the respective name on rank one, which provides a well structured overview of all facets of the catastrophe from meteorology to politics (lacking AV information though). Compared to that the internal search facility of YouTube also delivered a large number of hits (7490) for the same two keywords. Those hits, however, were presented in an order that appeared to be completely random. Even guided by the available preview images, headlines, descriptions and further tags it remained a virtually impossible task to decide about the most relevant of the found files. 
Given that no single video production covers the whole story in the way the Wikipaedia article does, an orderly arranged presentation of the many results distinguishing e.g. between descriptions, reactions and pleas, between physical and societal impacts, and also indicating temporal or causal relations would be highly desirable. Such an accomplishment, however, could only be based on the availability of formal semantics for data management and query processing. 
On the other hand, a lot of research interest and effort is continuously flowing into the area of semantic structuring of media content (the so-called “semantic gap”), with so far at most partial results. It is clear by now that the extraction of meaning from media is an extremely hard problem, for which no complete solution is envisioned in the medium term, even though it would open up a whole new world of applications, services and products. Any complementary information that can be gathered around media content is therefore a firm candidate for improving the process.
In summary, although social media systems offer new solutions and approaches to the problem of content structuring and access, they have problems on their own, while “traditional” approaches to media semantics have not achieved definitive results yet. SPIN is positioned to effectively merge the best of the two worlds. Through a “semantic butterfly effect”, what some people produce online can reach and influence other people, both known and unknown, and empower them with new tools to use for their work and their leisure.
1.1.2 Project Objectives
The fundamental core research objective of the SPIN Project is to bridge the worlds of social media and media semantics research. Work will be directed towards a system (SPIN, the Semantic People Information Network) that facilitates multimedia sharing of current content through the use of knowledge and semantics. 
We can further decompose this goal into a number of more concrete objectives, which are mentioned in the following paragraphs.
Modelling of cognitive processes in social media systems

Pending (HHI)
Merging formal and social semantics for media content description

Knowledge expressed using formal semantics (ontologies, crisp metadata) can enable very rich and powerful representations of content, amenable to operations such as reasoning, query expansion, relevance ranking, fuzzy matching, etc, which can greatly improve media retrieval  and management. However it is hard to produce and rigid (updating the model is a tedious process), and not suitable for end users.

Conversely, social tagging is an easy process (it has been proposed that it fits better cognitive processes than strict classification) and quite intuitive. Although in theory it is highly imprecise, in reality scales up well, in fact most of its power stems from a scale factor, so that the benefit that can be obtained is generated by having a critical mass of people within the social network collaborating into it. However, it is plagued from limitations derived from its informal generation. As such, synonyms, case, gender or plural variations, polysemic words and insufficient definition capabilities of single-word tags all cause shortcomings in matching and search.

A key advance of SPIN will be to make possible creation of formal knowledge by data mining into social tags, mapping to knowledge structures and use of users’ and media contexts to improve discriminating capabilities. So tags will be enriched with information about the source users, context domains and related tags to be able to infer true semantic relationships and interact with the semantics extracted directly from media. 

Dynamic multi-level personalization

Though some configuration of social media systems is nowadays available, it is mostly limited to user interfaces, moreover it is static and needs to be explicitly made by the user. SPIN will enable dynamic personalization by means of automatic creation of user profiles, based on their past usage history. Personalization will be pervasive across SPIN, and it will influence how users search and retrieve content, how they tag it, and also how the system uses the annotations that people have contributed.
Moreover, to enable different degrees of adaptation to users, the personalization subsystem will be built at different scales, considering profiles adapted to single users as well as profiles created and managed for user clusters (grouped according to expressed interests or labels). Default profiles (built e.g. using stereotypes) will also be enabled to allow personalization even in the absence of specific characterization of users. More than one level of profiles can be active at the same time, and composition of the overall effect of those levels will be used in those cases.
Intelligent automatic sharing of media content

An ultimate goal is that distributed pieces of knowledge contained in multimedia files will be automatically combined into higher units and thus provide ready-made information for users. A key advance is expected to come from the behaviour of people in online social networks and their influence in information management. The structures that tie people together in online communities and their interactions can be used to harvest additional knowledge about the information they interchange, and foster new possibilities to make use of media and create services. 

To a great extent, content will not need to be explicitly published. Instead, content intelligence will enable automatic arrangement of items into publication structures. Sharing of content will be done through a hierarchical communities arrangement, in which items get distributed based on dialogue between the items and the network nodes (a sort of “semantic communities system” to distribute news items).

The system will be transport-agnostic, so that the semantic foundations can be built on top of already existing community networks. The use of semantic coding will improve efficiency in the propagation of content.

Local clusters will transfer content of local interest, as defined by communities. Items that “resonate” within a local chapter due to higher attention received will get propagated beyond, to reach a wider audience.

Content pieces will be able to be reused at any place across the chain. Commenting on information will produce modifications in the content itself. A properly set metadata layer will ensure that all originating sources keep full credit for their content.
Linking user-generated content to mainstream media
“Super-nodes” located within the network will gather selected content and structure it to get integrated into professional environments. Media professionals will work at these ‘super-nodes’ to help the transition between local content and mainstream media, and a number of semantic tools adapted to professionals will be available to them.

A number of mechanisms tailored to the metadata will make possible that users get full information on the usage of their content, and participate adequately in any final revenues obtained from it.

The following table summarizes the most important SPIN innovative objectives, together with the envisioned means of verifying their achievement.
	Objective
	Means of verification

	Creation of formal semantics from annotation clouds provided by social tagging.
	Output of automatic semantic structuring system (see WP5)

	Complete the table 
	

	
	


Imagining the future: a SPIN-enabled scenario

Kate is a young architect who loves to have long walks, capturing whatever catches her attention, using her 4G high-resolution mobile handset. Last weekend she was wandering in the streets of Oxford when she noticed a Gothic church which had been under restoration for months, but had finally had the scaffolding removed. She immediately used her MPEG camera to record a long take of the church, panning across all the sides of the building, also taking a few snapshots of interesting details. When she got back home, she used the SPIN home-suite to upload that content (video & snapshots), tag it as the "new look of the restored St. Paul Abbey", created a new content piece and shared it with her friends and fellow architects.

When creating the content, Kate used the semi-automatic SPIN creation system, which analysed the media pieces and helped her to create the content in an adequate way, mixing content and snapshots according to her tastes. It also generated properly adapted versions for delivery, using semantic coding to ensure that the really relevant aspects are preserved even for limited resolution versions. 

Making use of the tags that Kate had included (and also of past history of Kate’s annotations, which helped to infer relevant knowledge) the key concepts in Kate’s new piece were set. Those concepts were immediately propagated through the SPIN network and compared with what other people had been creating. As it turns out, two months ago there was an accident during the restoration works and a section of a tower window fell down (luckily no one was hurt). Kevin was passing by, and happened to catch the incident with his handset; later on he uploaded it to the SPIN network. The system is now able to use knowledge from the media to match corresponding elements in both clips, and therefore can now automatically offer a view of the accident followed by the aspect it has after being restored.

A third element comes now into the picture: the original historical aspect of the church, supposedly the one that has been guiding the restoration. This was provided by the town council within a book containing a series of photographs taken at the beginning of the twentieth century. Since they were released to the public domain a number of people have uploaded them to the network, in different subsets and at different times; adequate reasoning and content management has enabled SPIN to gather the full set of photographs from the available subsets, correctly labelling them, and removing duplicates (preserving the highest resolution and quality). Therefore, it is now possible to browse the complete album of photographs online, adequately ordered and classified, and to compare it with the restored church.

A section of the tower was so badly damaged that even in those old photographs it was already absent. In fact, the restorers also used SPIN to locate pictures and drawings of similar towers, built around the same period and in the same style, to help assess the aspect that section should have in order to keep style consistency.
Jerome, a reporter of the national news agency, used later the knowledge fed and created within the SPIN network for a different purpose. When looking through the media piece created by Kate he noticed some architectural elements laying aside that did not seem to belong there. A further search and navigation through SPIN helped him to uncover the source: they came from a different church that coincidentally was being modified by the same contractor. Further investigation confirmed the suspicion: the company had been involved in irregular practices, re-using elements from other places to cut costs.
1.1.3 Relevance to the objectives of the ICT Priority

Delivery of and access to audiovisual content is a business that has accounted for a significant percentage of world GDP in recent years and is growing continuously. The industry is based on three major areas: content creation and processing, delivery and access. Content creation and processing tend to merge into a single area while delivery and access depend on both creation of metadata and coding. The latter is an area in which Europe has taken a strong lead with main European players pushing forward standards and developing groundbreaking technology. This, together with the heavy support given by the ICT work programme to projects in the Intelligent Content and Semantics area, aims to bring Europe to a world leading position in the production and delivery of semantic foundations for audiovisual content. Since these are significant parts of a modern economy, it is important that Europe maintains its ambition to become the world leader in the multimedia business providing novel added value smart services. 
This ambition is challenged by two main factors: the exponential growth of current stocks of audiovisual content and the fact that multimedia services are becoming increasingly sophisticated and heterogeneous. On the consumer side, video on demand, copying and redistribution, as well as video retrieval and browsing through portals, is becoming progressively more popular. Although this development brings increased revenue for the telecommunications and content provider industries, it also brings the industry two challenging tasks: to deliver customised functionalities for fast query, retrieval and access, and to deal with a constantly changing bandwidth in heterogeneous delivery channels. 
This project focuses on these aspects, aiming at improving the performance of European multimedia providers and to facilitate customised access for European citizens to media. SPIN will provide solutions to central ICT issues such as personalized access to distributed audiovisual content and contribute to enhance the position of European industry in the area of efficient, customised and secure delivery of audiovisual media. It will also define requirements that will influence world-wide multimedia standardisation processes currently led by Europeans.

SPIN media focus

The type of content that flows through social media channels can have many different flavours, according to subject, intention, mode of creation, genre, etc. Although many characteristics can be shared regardless of the content type, in order to be able to focus the project and achieve results within its timeframe, we will mostly concentrate in one type of genre – that of audiovisual informational content. This can be thought of as a superset over the concept of multimedia news (which has a mainstream/broadcast flavour we want to avoid), and therefore concerns any type of factual data, with typically an associated temporal and spatial frame (i.e. it is “something that happens somewhere at some time”). 

Therefore, for the sake of project practical purposes we are excluding to deal with such content types as fiction media, or purely artistic productions, although we envision that SPIN results will eventually be also applicable in those contexts. 

Relevance to Objective ICT-2007.4.2 Intelligent Content and Semantics
The Intelligent Content and Semantics objective is framed within Challenge 4, one of whose main aims is to be able to link content and knowledge, and to make them pervasive and usable by both people and machines. Collaborative services and user communities for content production and distribution are a key target.

Therefore SPIN fits neatly within this overall frame. SPIN will enable mechanisms for the realisation of this strategic objective allowing Europe to become a leader in important applied technologies central to audiovisual management. The successful implementation and validation of the SPIN ideas and its overall vision will result in clear scientific advances in the field and will provide the foundations for increased industrial competitiveness in this sector. The project will demonstrate how these benefits will accrue to future users of the technology developed. The work of SPIN offers a proof of concept for more advanced and efficient networked systems while enabling secure services for new appealing business models. This proof of concept will support Intelligent Content and Semantics’ vision of high added value multimedia content and services. 
By providing scalable content, SPIN will enable coding, access and interactivity at several granularity levels. It will also advance imaging and audio-visual representations. The proposed self-adaptive metadata layer will enable management of multimedia databases for enhanced service provision endorsing again the primary Intelligent Content and Semantics vision. The provision of personalised content, using a metadata layer that changes continuously according to user feedback, user history and context of use, embraces the personalisation and navigation focus of the targeted strategic objective. These technological goals of SPIN will contribute to the following objective of the Intelligent Content and Semantics area:

· Interactivity and access to a broad range of content through a unified interoperable metadata layer

· Availability of high added value semantically scalable multimedia contents

· Optimised use of underlying delivery network resources, coded based on semantic metadata 

· Guaranteed level of service delivery across complex interoperable environments

By targeting design and implementation of a complete system featuring scalable coding, personalised access, delivery, query and navigation functionalities, the project addresses several important technologies of the thematic area, while placing the work in the required system context. 

Relevance to the target outcomes of the ICT Objective
SPIN addresses target results of the Intelligent Content and Semantics objective both in the medium and in the long term:
· In the medium term, SPIN is mostly concerned with the building of collaborative environments for media workflow, laying the foundation for systems and networks that span the whole lifecycle of content management. Once audiovisual content enters SPIN, it goes into a cycle of semantic characterization, organization, search, retrieval, adaptation and delivery, and can be further repurposed into new items, starting the process again. 

The other main medium-term target of SPIN in synchrony with the ICT Objective concerns the personalised distribution, presentation and consumption of adaptive content. As explained, dynamic personalisation is at the heart of SPIN, and through it (and also helped by semantic coding) content will be adapted to better suit device constraints and user needs and preferences.
· In the long term, SPIN is pursuing the incorporation of unstructured information stemming from social interaction in media networks into knowledge management systems. Adequate formalisms will be developed that enable the integration of community processes into proper semantics capable of following reasoning rules and data mining operations for optimized search and navigation.
The SPIN project will develop innovative tools to generate semi-automatically and automatically low and high level metadata from still images and videos, and to link it with knowledge obtained from community networks. SPIN will use these semantic metadata to interconnect the content and metadata databases and to realize a “living” and “intelligent” system using the mentioned technological innovations, for the full benefit of the quality of the overall system.

Societal and economic challenges

Multimedia is created and consumed everyday by a growing number of Europeans. An increasing part of the population possesses devices able to access and present audiovisual media. In addition, broadband at home with DSL or cable and in the street through 3G, Wi-Fi or WiMAX are becoming a reality for a growing number of citizens. These combined industries and services provide new ways of communicating and consuming content, for the full benefit of a better educated and informed society, able to preserve its memory and strengthen its cohesion. However, with the advent of the digital age, a digital divide also exists. A gap is emerging between people able to consume and create content and those finding it difficult to use devices and services. It is expected that the SPIN system will contribute to bridging this gap by providing considerable more media through fewer points of access, thereby easing access and increasing consumption of digital content. This will help bring digital services to a wider audience. SPIN will thereby ease the entry of new user groups into the market.

SPIN provides the necessary technologies to access efficiently content wherever it is located, on a variety of end-user terminals. Semantic Coding technology and contextual access provide an elegant answer to the issue of limiting bandwidth resources while keeping full meaning of media. Semantic linking, adaptation and delivery enable users to receive only what they want and in the form they need it. The consumer electronics market and the segment of the services will find great benefits in the solutions provided by SPIN, with an increase in the consumption of hardware and services for the benefit of employment, quality of life, and socialization. In this context SPIN will both bring new users to the market, and make these services even more available to existing users.

Societal: SPIN enables business models based on content brokerage. This will make information available for people from their usual, well known and trusted web-sites. Users will thereby access and use media they would otherwise not find and use. This will lessen the threshold for using audiovisual content for large groups of users and thus increase the volume and revenues from streaming media. Special interest programmes for minority groups of any disposition will be able to make one web site as the trusted portal for its user, but serving the users audiovisual content from several relevant audiovisual databases. 

By making a better use of existing or future limited-bandwidth channels, SPIN provides a potential solution to the digital divide between urban and rural areas.

Policy: SPIN will utilise and suggest additions or improvements to existing open standards. Due to the openness of SPIN, it will help in the efforts to avoid that the European media market is being controlled by a small number of manufacturers and content providers that own and use proprietary interfaces. Many European SMEs do not have the resources to do research on these issues and do not have the power to establish their own solution in the market. The business models supported by SPIN will be more lucrative the more companies that participate in a SPIN network. SPIN's open results will enable SMEs not only to offer advanced multimedia services, but also enable new business strategies.

The media value chain begins with the creation of content, e.g., regional news, special interest programme, etc. Companies which do not have an exclusive content sales channel will be able to distribute their programme through a SPIN content broker, and thereby helping the SPIN-based network to succeed. Telecommunications and third party service providers will benefit from scalable encoding technologies for media distribution developed by the SPIN project. This will make efficient use of bandwidth capacity, offering secure and reliable delivery of content to the end-user. To ensure co-evolution of technology and applications so that advances are exploitable in innovative products and services, particular attention will be paid to market prospects, users’ needs and usability and accessibility of technologies and applications.
1.2 Progress beyond the state-of-the-art

As mentioned, social media systems have already been deployed very successfully, and they have proven to be scalable in terms of capability to handle and delivery high volumes of content. However their outcome in the field of content structuring and location of media remains incomplete (it is nevertheless more than enough for many applications, and that is one reason for its success). A challenge that SPIN will address is to keep simplicity in user processes but achieve much more powerful results by mean of further exploitation of generated metadata.

Some of SPIN fields in which advances over the current situation is envisioned are mentioned below. 
This is largely incomplete, and must be improved, adding also proper references to state of the art

Modelling of user behaviour  
HHI

Semantic extraction from multimedia 

QMUL
The problem of automatic annotation for search and retrieval of audiovisual content is very difficult to solve and will remain open for years to come (the semantic gap, yet again). This problem can be alleviated by using the well-known “annotation propagation” approach. The approach is simple: given a corpus of audiovisual content, a representative subset is manually annotated and then low level similarities between content items is used to propagate the annotations through the whole corpus/database. This approached is underpinned by well-established clustering and learning techniques. To the best of our knowledge this approach has been used on the basis of dedicated human annotators to produce the propagation seed on a selected “training set”. 

SPIN brings a novel aspect in with the propagation approach is proposed for automatic annotation of distributed community generated content. Within a community some individuals are more keen to annotate their own content than others. SPIN does not force any one to do annotations neither impose annotation standards on a community of content producers. It rather proposes to allow users (prosumers) to do what they wish to do anyway, without interfering (it is well known that one can not impose formats, template or standards to the user, and specially formal metadata specifications such as MPEG-7 are impossible to use by non-experts). 

The SPIN system learns form the networked community and applies the propagation approach in the background. If you are a user of SPIN your content will get automatically annotated by the system using annotations from other users in the community. This is a novel annotation model requiring research on social aspects of community building as well as conventional propagation technology within a generalized environment. The learning approaches required to realize such functionality need generalization to cope with the social and network aspects involved. Such social aspects will be used to deal with the critical problem originated from the heterogeneous nature of community generated content.

Interaction processes in social networks

CWI/VTT
Content delivery through networks is traditionally divided into push (distribution) and pull (retrieval) models, depending mostly on the role the user plays in the transfer of media. The availability of full semantic metadata about content, and of explicit or implicit information on users interests, stored in user profiles and continuously updated through user actions and behaviour, makes possible a mixture of models. In it users request media (pull) but based on generic interest or through context operations, while the final content is chosen by the system and delivered (push) after proper filtering, ranking or semantic reasoning, either physically (i.e. file transfer) or logically (through link populations, alert messages, etc).

Furthermore, the environment enabled by social networks allows continuous interaction between users, so that some users or group of users may push content to others as recommendations, either addressing then explicitly or through semantic matching of interests within the SPIN network. So a perhaps not that novel but still valuable side effect of the SPIN concept is its use in recommender systems. Clearly SPIN will also generate great recommendations and add value to existing recommending systems.
Deriving semantics from social media

TID

The most important feature of social tagging systems is that they work, at least in most cases, and where there is enough critical mass of users contributing to them. However they function on an ad hoc fashion, and while there have been attempts to formalize the knowledge processes going on in a network, the field is still in its early stages, and much less mature than other, more established areas such as formal semantics and ontologies, and statistical approaches to semantic extraction..
Capturing and producing content is cheap and easy nowadays. Everybody has a video camera or at least a handset with capturing capabilities. The immediate consequence is that digital content produced by “communities of users” can reach very quickly a critical mass of “raw knowledge”. Such critical mass cannot be reached otherwise since it is the network of users and distributed nature of the process what enables it. A single company or large corporation like the BBC would need to invest too much money and time to acquire the same body of content and knowledge. The social network and community based production of content is like a swarm of mosquitoes. A single mosquito does not make any difference, few mosquitoes will go unnoticed, the whole swarm together makes a big difference. The knowledge embedded in such swarm of distributed content can be very valuable, as shown in the above mentioned user scenario which involves only few individuals. 

SPIN proposes to exploit such “community” knowledge. It proposes R&D to enable automatic extraction of information/knowledge/intelligence from distributed loosely networked community built content. This is a fundamental and novel aspect of SPIN. Application examples include: crime solving (the crime watch scenario where the community becomes instrumental to find the killer); news and broadcasting; prevention or reduction of pollution and environmental problems, etc

Another new contribution of SPIN will be in the use of user-provided tags to improve models and systems for automatic knowledge extraction. Relevance feedback provided by the user has been used extensively to improve result of content-processing systems. But it remained mostly as a tool to enhance retrieval, improving the match between the system results and the user query. In SPIN we plan to also use it to improve semantic extraction, making it go further down in the chain, so as to update analysis models and re-training of modules. This feedback will not need to be provided explicitly by users, but through exploitation of community tagging. Here the biggest benefit can again be mined out of the volume of informal annotations contributed, as exemplified by ongoing experiments such as the Google Image labeller (http://images.google.com/imagelabeler/).
What’s in a logo

The red butterfly in the SPIN logo is the well-known Lorenz attractor. It can be linked to some of the SPIN ideas:

· the continuously looping trajectories suggest the continuous flow of content within the SPIN network,
· the attractor is an example of a structure (meaning) appearing out of seemingly non-structured (chaotic) data, and it never repeats itself, and
· this attractor derives from atmospheric equations, and therefore has been linked to the "butterfly effect" (also because of its shape), in which a seemingly small event may get amplified and create much bigger results.

1.3 S/T methodology and associated work plan

1.3.1 Overall strategy

The SPIN network will be a complete system for the processing of media generated, tagged and retrieved within user communities. Figure 1 shows our vision of the process workflow for such a system. 
Figure 1 [image: image1.png]SPINX/



SPIN workflow
To realize this vision, the work has been structured into meaningful units (work packages and tasks). Some of these work packages are general, in the sense that they affect the complete system, such as the WP2 (the user work package), the “edge” WP, that works at both ends of the chain: at the very beginning (market analysis, user requirements) and at the end (usability validation), and WP6 that takes care of overall system architecture and integration. Others are specialised activities that address a component of the system; in that sense WP3-WP5 are planned in roughly chronological order from the point of view of system processing: first metadata extraction, then content production, then content sharing tools, then building of social sharing systems. Finally there are two non-research oriented WPs: WP7 on demonstration and WP8 on dissemination on exploitation.

TID: Add a basic figure with WP names
The following paragraphs describe the objectives and main work items (segmented by task) for all technical work packages in SPIN. For each task also the task leader and task timing is shown in brackets
. 

Each WP leader must describe their WP in the following pages. For each WP you need to write a short description (a paragraph, 8-10 lines), and also one paragraph per task (5-6 lines). Include task leader and overall timing of the task, and do not include the whole list of partners, deliverables, and milestones. See WP5 for an example
WP2 User Centredness (HHI, M1-x)
HHI
VTT’s Open Web Lab (Owela) that facilitates quick and versatile studies of usage cultures and users including their attitudes, preferences and opinions using social media. Owela offers many kinds of tools for supporting users to interact and discuss with other users as well as researchers. In other words, the methods from traditional user and usability studies (questionnaires, focus groups, diaries) are available in the Lab as web tools (Ideatube, blogs, chats, discussion groups etc.)
Ideatube service is created as a tool for innovation and evaluation. Users can send their ideas (including pictures and video) into the service where others can comment and rate them as well as to develop them further. Contrary to many other innovation software, Ideatube's user interface is simple and quick to use, which makes a threshold of usage lower.

One of Owela's benefits compared to traditional evaluation is that products can be tested in all stages, from idea stage to complete products. Owela offers a flexible, efficient and innovative research environment where users can meet regardless of the geographical or time-related limitations.

Owela will be utilised in the beginning of the project to encourage users top participate in defining scenarios. Owela (owela.vtt.fi) will be open for public in May 19th 2007. The first version is Finnish, but English version will be made available for the project. 

T2.1 Market and technology analysis

T2.2 Psychological analysis of user generated content descriptions

T2.3 User requirements

T2.4 Usability validation

T2.5 Sustainability and exploitation planning

WP3 Semantic Structuring and Characterization (QMUL)
QMUL

T3.1 Metadata structuring analysis and interoperability

T3.2 Automatic exploration of content in feature space 

T3.3 AV semantic timeline representations

T3.4 Multimodal temporal modelling and shot characterization

T3.5 Categorization and management of semantic content

T3.6 Semantic coding

WP4 Prosumer Communities (CWI)
CWI

T4.1 Multi-level personalization and building of social profiles

T4.2 Intelligent content adaptation and delivery

T4.3 Collaborative multimedia metadata tagging systems

T4.4 Interfaces and systems for media query, navigation and creation

T4.5 Trust, privacy and copyrights in social media

WP5 Semantics in Social Media (TID)
WP5 is concerned with the creation of the link between the semantic structures defined and populated in WP3 and the social network system enabled by WP3. As such, it will work oth ways, to make available semantic information to user communities through optimized flows of metadata, and to enrich the knowledge structures by analyzing the information provided by users of the system.
Task 5.1: Style, culture and ontologies (HHI)

This task will perform a formal modelling of the process of interacting with social media, especially including tagging and annotation of content. The work will consider user contexts (as developed by WP) and the mental models in different (sub)cultures and groups used to conceptualize reality
, to account for cultural and social particularities that influence social media processes, as well as differences in creation and annotation styles. Adequate use will be made of the metadata models developed in WP3 for semantic characterization, so that WP3 and WP5 processes will be linked together. The outcome will be metadata knowledge structures to be populated and used in the rest of WP5. 

Task 5.2: Emergent semantics from collective annotations (TID)
This task will enable collective annotation of content by using a distributed environment using community-produced tags. Adequate inferencing rules will be created to allow fruitful interaction between the unstructured tags provided by the community and the more formal semantics contained in the metadata models (as and the automatic categorization produced in WP3. The results will increase the discriminating power of the available metadata and later help map available knowledge to free-form queries.

Task T5.3: Semantic Context Matching for Media Item (TID)s

The role of this task is to use all generated semantics, both automatically created (from WP3) as well as inferred from social annotations (in T5.3) to be able to establish relationships at different semantic degrees between content elements in the network. This will enable to navigate across content sets, find related items and create links between media and media pieces that enable the building of intelligent applications. 

Task T5.4: Distributed Media Linking and Searching (TID)
Once T5.3 has created the links between content elements, this task will develop application interfaces that enable to seamless access media residing in different nodes of the social network, as well as build search modules that enable location of media based on semantic properties.

Task T5.5: Relevance feedback and knowledge update (QMUL)
Search results for media content can be iteratively improved through relevance feedback. This task will use this feedback not only for narrowing search results, but also for updating the available semantics. Both positive and negative feedback will be used, combined with individual and social profiles, to help creating shared knowledge and reduce semantic inconsistencies.

WP6 System Architecture and Integration (STM)
STM

T6.1 System requirements and methodology

T6.2 Software architecture and application specification

T6.3 Application integration

T6.4 Software testing and technical validation 

WP7 Demonstration (FEA)
FEA

T7.1 Demonstration of components

T7.2 Demonstration of social media systems

WP8 Dissemination and Exploitation (ATC)
ATC
Dissemination will commence as soon as preliminary results are available. This will consist of presentation of results to international conferences and workshops to be effected at the beginning by the academic partners. The Exploitation Committee will draw a plan for exploitation and dissemination for the duration of the project which will be detailed in the respective deliverable “Plan for the dissemination and use of knowledge” to be updated on a yearly basis. In the second half of the project, dissemination will also target professional and sectorial audiences and events such as workshops and conferences, journal publications, associations, software trade events and exhibitions, etc. Further to the above, the project web site will be set up and project flyers and brochures will be produced. Issues related to the commercial exploitation of project results beyond the project end will be detailed in the Plan for the dissemination and use of knowledge as well as in the Business plan which will be finalised during the last period of the project. 

Although ATC will lead both the dissemination and exploitation tasks all partners will participate in disseminating the project results form their individual activities and for defining and planning individual exploitation opportunities.

T8.1 Dissemination activities

T8.2 Exploitation activities

T8.3 Training

Do we have training in SPIN

Overall placement of tasks in the SPIN system 
Once all tasks of SPIN have been presented, we can revisit the system diagram and map them to specific sections and blocks thereof. The result can be seen in Figure 2.
Figure 2 [image: image3.png]Task placement within the SPIN system

Not all tasks have been placed in the figure, since some of them either refer to specification or general modelling activities, or have more general applicability to the system. Note also that WP6, in addition to its general role of creating the overall system architecture and performing integration, provides also some basic general-purpose blocks such as a knowledge base and a content repository.
1.3.2 Timing of the different WPs and their tasks

Replace with Gantt
	WP1 Project Management 

	T1.1 Project planning, execution and reporting

	T1.2 Financial and legal issues

	T1.3 WP integration, strategy and communication

	T1.4 Quality assessment

	WP2 User Centredness

	T2.1 Market and technology analysis

	T2.2 Psychological analysis of user generated content descriptions

	T2.3 User requirements

	T2.4 Usability validation

	T2.5 Sustainability and exploitation planning

	WP3 Semantic Structuring and Characterization 

	T3.1 Metadata structuring analysis and interoperability

	T3.2 Automatic exploration of content in feature space 

	T3.3 AV semantic timeline representations

	T3.4 Multimodal temporal modelling and shot characterization

	T3.5 Categorization and management of semantic content

	T3.6 Semantic coding

	WP4 Prosumer Communities

	T4.1 Multi-level personalization and building of social profiles

	T4.2  Intelligent content adaptation and delivery

	T4.3 Collaborative multimedia metadata tagging systems

	T4.4 Interfaces and systems for media query, navigation and creation

	T4.5 Trust, privacy and copyrights in social media

	WP5 Semantics in Social Media

	T5.1 Style, Culture and Ontologies

	T5.2 Emergent semantics from collective annotations

	T5.3 Semantic context matching for media items

	T5.4 Distributed media linking and searching 

	T5.5 Relevance feedback and knowledge update

	WP6 System Architecture and Integration

	T6.1 System requirements and methodology

	T6.2 Software architecture and application specification

	T6.3 Application integration

	T6.4 Software testing and technical validation 

	WP7 Demonstration

	T7.1 Demonstration of components

	T7.2 Demonstration of social media systems

	WP8 Dissemination and Exploitation

	T8.1 Dissemination activities

	T8.2 Exploitation activities

	T8.3 Training


1.3.3 Detailed work description

Work package list
	Work package
No

	Work package title
	Type of activity

	Lead 
partic
no.

	Lead partic. short name
	Person-months

	Start
month

	End
month8

	WP 1
	Project Management
	MGT
	1
	Fraunhofer HHI
	
	
	

	WP 2
	User Centredness
	RTD
	10
	VTT
	
	
	

	WP 3
	Semantic Structuring and Characterization
	RTD
	7
	QMUL
	
	
	

	WP 4
	Prosumer Communities
	RTD
	4
	CWI
	
	
	

	WP 5
	Semantics in Social Media
	RTD
	9
	TID
	
	
	

	WP 6
	System Architecture and Integration
	RTD
	8
	STM
	
	
	

	WP 7
	Demonstration
	DEM
	6
	FEA
	
	
	

	WP 8
	Dissemination and Exploitation
	OTHER
	7
	ATC
	
	
	

	
	TOTAL
	
	
	
	
	
	


List of Deliverables
To be updated at the end

	Del. no. 

	Deliverable name
	WP no.
	Nature

	Dissemi-nation 
level


	Delivery date

(proj.

month)

	2.1
	Initial usage scenarios
	WP 2
	
	
	Month 3

	2.2
	User requirements for social media (or semantic people-information network)
	WP 2
	
	
	Month 6

	2.3
	User acceptance of social media (or semantic people-information network), first version
	WP 2
	
	
	Month 12

	2.4
	User acceptance, 2nd version
	WP 2
	
	
	Month 18

	2.5
	Results of the field trials
	WP 2
	
	
	

	3.1
	Specification of the metadata model
	WP 3
	
	
	Month 4

	3.2
	Specification of the metadata extraction subsystem
	WP 3
	
	
	Month 6

	3.3
	AV semantic timeline represenantions
	WP 3
	
	
	Month 12

	3.4
	Multimodal temporal modelling and automatic mood sensing technologies for shot characterization
	WP 3
	
	
	Month 12

	3.5
	Categorization and management of semantic content
	WP 3
	
	
	Month 16

	
	
	
	
	
	

	5.1
	Tools for personalisation and profiles
	WP 5
	
	
	

	5.2
	Collaborative tagging system
	WP 5
	
	
	

	5.3
	Interfaces and systems for media creation and exploration
	WP 5
	
	
	

	5.4
	Trust, privacy and copyrights in social media
	WP 5
	
	
	

	6.1
	Social tagging analysis and model
	WP 6
	
	
	Month 8

	6.2
	Semantic extraction and linking engine from tagging and analysis, v.1
	WP 6
	
	
	Month 12

	6.3
	Search engine for social media, v.1
	WP 6
	
	
	Month 16

	6.4
	Semantic extraction & linking engine v.2, including relevance feedback
	WP 6
	
	
	Month 24

	6.5
	Final semantic social network system
	WP 6
	
	
	Month 30

	7.1
	Technical report on system architecture and integration methodology
	WP 7
	
	
	Month 6

	7.2
	Technical report on software architecture and application specification
	WP 7
	
	
	Month 6

	7.3
	Software demonstrator: intermediate technical report
	WP 7
	
	
	Month 18

	7.4
	Software demonstrator: final technical report
	WP 7
	
	
	Month 30

	7.5
	Running software demonstrator platform
	WP 7
	
	
	Month 30

	7.6
	Technical report on validation area, methodology and measurement criteria
	WP 7
	
	
	Month 9

	7.7
	Technical report on validation results
	WP 7
	
	
	Month 36

	
	
	
	
	
	

	9.1
	Plan for the dissemination and use of knowledge (3 versions annually updated)
	WP 9
	
	
	

	9.2
	Market Analysis
	WP 9
	
	
	Month 6

	9.3
	Final exploitation plan
	WP 9
	
	
	Month 36

	
	
	
	
	
	


Work package descriptions
The following tables contain the description of each work package in the project. For each one a brief description of objectives is given, followed by a decomposition of the work in terms of tasks. Each task description contains the task name, timing, participating partners (the task leader is marked in bold and with an asterisk), a short description and a list of activities that each task contains (for each activity also the time frame and participating partners are given). The final part is a list of deliverables and milestones for the work package; for each one the time of delivery and main responsible partner
 is given.
	Work package number 
	1
	Start date or starting event:
	

	Work package title
	Project Management

	Activity type
	MGT

	Participant number
	1
	
	
	
	
	
	

	Participant short name
	Fraunhofer HHI
	
	
	
	
	
	

	Person-months per participant
	36
	
	
	
	
	
	


	Objectives 




	Description of work 
Task 1.1 . Project coordination and reporting to the commission

This task is aimed at the co-ordination of all operational aspects of the project including technical, administrative and financial aspects. The Co-ordinating Partner (CP) will lead this workpackage and will appoint a person from their organisation to be the Project Manager. A management structure will be established with a Project Management Committee (PMC), Project Coordination, and a Technical Management Committee (TMC). Each full partner in the Consortium will have a representative on the PMC. The TMC comprises the Technical Manager and each of the WP leaders 

The CP will handle efficiently the distribution of contracts, Advance Payments and Cost Claims and will organise the production of a Consortium Agreement. The consortium agreement should be provided at the beginning of the project. The project will be reviewed every six-months on basis of due deliverables during the reporting period. This task will also provide regular information to the EC about the project progress. The CP will operate a regular reporting scheme (collecting achievements, financial expenditures, and notification of problems), collating and sending the information to the EC within an agreed timeframe: two monthly periodic management reports; six monthly periodic progress reports and six monthly cost statements. 

Task 1.2 . Project representation

The project will be represented in relevant co-ordinations. It will exchange information with other projects in the framework of Clusters or other concertation mechanisms that might be established. Potential for Clustering is seen in areas such as multimodal interfaces and cognitive systems .

Task 1.3 . Production of final reports

This task contains the coordination of the production of one public and one private version of the final report.


	Deliverables (brief description) and month of delivery




Work package description 

	Work package number 
	2
	Start date or starting event:
	M1

	Work package title
	User Centredness

	Activity type
	RTD

	Participant number
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11

	Participant short name
	
	
	
	
	
	
	
	
	
	
	

	Person-months per participant
	
	
	
	
	
	
	
	
	
	
	


	Objectives 

The objective of WP2 is to ensure that results of the projects will gain user acceptance. More specifically, WP2 will 

a) define user requirements for semantic people-information networks

b) study factors that affect user acceptance of semantic people-information networks, including usability, perceived value, trust, and ease of adoption.  


	Description of work 
HHI: adapt to standard format (see WP5)

The project will follow human-centred design approach to ensure that the results of the project will gain user acceptance. This work package will take care of human-centred design  activities by: 

a) implementing systematic user needs and requirements capture and

b) evaluating concepts and prototypes with actual users. 

In the beginning of the project the focus is on user interviews and laboratory evaluations. Towards the end of the project the focus transfers to  long term field trials where actual usage can be studied.  Social media itself will be utilised in gathering user feedback in an Open Web Lab. 

…

A basic feature of the planned work is to refine the system based on intermediate user feedback and to retest it subsequently. 

Due to the iterative nature of this procedure tasks 2.3 and 2.4 will be ongoing throughout the project. (Needs to be checked)
User acceptance will be studies regarding usability, value and trust. Ease of adoption, and mechanisms for adoption will be central research themes. Presumably social media can be utilised in facilitating adoption of the services. To be able to attract users to join prosumer communities and to produce metadata it is important to explore their attitudes towards trust, privacy and copyrights issues.. Regarding user acceptance, the following questions are studied:

- How easy it can be made to the users to produce metadata? Ideally they should not be aware of producing metadata but the data is generated automatically based on their behaviour in the network

- Which factors attract users to produce metadata? 

- What is the value of the semantic network for different users? Which factors does the value consist of?

- How can social media be utilized to ease adoption of the semantic network?

- Which factors affect users’ trust towards the community and the information it offers? 

- How people need and want to protect their privacy? How much private information they are willing to reveal to use service and to become members of communities?

- How people can ensure copyrights for the information that they have produced, and how the copyrights of third parties can be protected?

Task 2.1: Market and technology analysis

Roles for task 4.1

ATC: Market Analysis by …

Task 2.2 Psychological analysis of user generated content descriptions

In-depth interviews with users, who had submitted content about the reason for using the tags they chose. 

Laboratory experiments observing users (thinking aloud), who are assigned with tagging tasks.

Laboratory experiments observing users (thinking aloud), who are assigned with retrieval tasks.

Results will be analyzed from a psycholinguistic and communication theoretic perspective to better define the “semantic gap” and to inform the RTD on ontology building and automated analysis. 

… more to written
Task 2.3 User requirements

This tasks starts with the development of a number of scenarios. Scenarios are stories which picture a prototypical situation of actual users. Such scenarios describe,

amongst other things,

- the users’ goals,

- the context of use, i.e. the situational factors influencing the use and usability of a system

(including the characteristics of the people involved and the physical, social and mental

environment in which those goals are pursued), and

· a sequence of interactions between the users and the system and, where applicable, between users and other users.

Since the SPIN consortium includes two high profile content providers (AFP and EFE) and a web-community hoster with a large number of members (Feierabend.net), the project can rely on strong participation of real users. The project scenarios will be written in collaboration with these users, and also with project members involved with other work packages. 

Scenarios will have a double use in this project. First they will guide the identification of requirements, since requirements for the collaboration system can be defined as the conditions that make the scenarios possible. Later on the scenarios will be used as scripts for user evaluation sessions.

Scenarios are written in cooperation with users, technology developers and service providers in the Open Web Lab (Owela). Owela facilitates open dialogue between these actors and emphasizes the role of the users as active co-designers.

- HHI: Requirements capture by interviews, questionnaires and focus groups

- AFP, EFE, FEA: Provision of interviewees, interview scheduling, scenario refinement

T ask 2.4 User evaluation 

Throughout the project, proposed scenarios, concepts and prototypes will be evaluated with users. The evaluations will be carried out as interviews,  focus groups and laboratory evaluations. The Open Web Lab, Owela will be a central tool in user evaluations. Owela is an innovative research environment where the users are not just passive research objects but they are taken actively with to discuss with the service providers, service designers as well as other users about design decisions. 

Scenarios and actual services will be evaluated in Owela’s web sites where users can rate them, give comments and development ideas. Users are also encouraged to discuss with each other about the scenarios and proposed services. 

 In the end of the project, the semantic people-information network with related services will be evaluated in field trials. Where? Will the technology be mature for field trials? Where can the fiold trials be organised?
- AFP, EFE, FEA: Provision of users, supervision of trial


	Deliverables 

D 2.1 (month 3)  – Initial usage scenarios
D 2.2 (month 6) –  User requirements for social media (or semantic people-information network), D 2.3 (month 12) – User acceptance of social media (or semantic people-information network), first version
D 2.4 (month 18) – User acceptance, 2nd version 
D 2.5 (month xx) – Results of the field trials


Milestones and expected result

…to be filled

Work package description 

	Work package number 
	3
	Start date or starting event:
	M1

	Work package title
	Semantic Structuring and Characterization

	Activity type
	RTD

	Participant number
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11

	Participant short name
	
	
	
	
	
	
	
	
	
	
	

	Person-months per participant
	
	
	
	
	
	
	
	
	
	
	


	Objectives

· To specify syntax and semantics for metadata structuring that will support the necessary  functionalities and interoperability  in the project

· To develop approaches for content exploration  and extraction of low-level metadata in multi feature spaces

· To develop technologies for precise temporal modelling of  video content and shot characterization  based on mid-level features taking into account the specific content nature 

· To develop suitable approaches to semantic context aware analysis  and inference through available metadata




	Description of work
QMUL: adapt to standard format (see WP5)
Task 3.1 Metadata structuring analysis and interoperability

This task will specify syntax and semantics for metadata structuring that will support interoperability and functionality needed for the project. The metadata structure will include low- and mid-level media descriptors for searching and characterization, as well as high- level metadata and semantic tags for knowledge-based processing. The emphasis will be on structuring higher –level semantic tags in a way that allows complex interoperability relations among semantic metadata of different granularity. 

Task 3.2 Automatic exploration of content in design feature space


Low- and high level metadata will be extracted from shot as a audio-visual semantic decomposition unit. A multi feature space fusing together a numbers of low-, mid- and high- level feature design spaces for both audio and visual information will be modelled. In each of the different feature spaces, various similarity measures modelled to capture as much as possible human induced similarities, will be investigated and designed. 

Task 3.3 AV semantic timeline representations

Development of abstract time-line semantic models for audio-visual content. These models will be rich enough to describe a variety of complex time-line relations at the same time enabling multimedia synchronization. They will enable representation and evolution of events in time while dealing with dynamic content. The goal is to enable efficient means for indexing for temporal and spatial relations of media streams and semantic objects.

Task 3.4 Multimodal temporal modelling and shot characterization

Temporal analysis of audio-visual content will be investigated and raw non-edited shots will be dynamically modelled in multi-feature space for high-level characterization and recognition. Temporal activity (high camera motion activity, background scene, object motion) will be used to improve recognition precision. A suitable classification scheme for mood and emotion estimation will be designed for efficient shot characterization.

Task 3.5 Categorization and management of semantic content

This task will derive semantic and automatic annotation based on modelled metadata for audio-visual content. Technologies for semantic inference and classification will be developed for identification of scenes or semantically common situations. Within this task advanced algorithms for motion classification, genre classification, and text extraction from video will be investigated. Based on visual attention models, semantically meaningful areas of the video will be used for highlight detection. Video summarisation will taking advantage the low-level features and indexes extracted in previous tasks, as well as results from classifiers and inference models. This content management tool will produce summaries of long audio-visual content and combine similar video-clips from a number of videos into summaries based on the available semantically structured metadata from previous tasks. 


	Deliverables 

D3.1 (Month 4) – Specification of the metadata model

D3.2 (Month 6) – Specification of the metadata extraction subsystem 

D3.3 (Month 12) – AV semantic timeline represenantions

D3.4 (Month 12) –Multimodal temporal modelling and automatic mood sensing technologies for shot characterization

D3.5 (Month 16) – Categorization and management of semantic content


Work package description 

	Work package number 
	4
	Start date or starting event:
	M1

	Work package title
	Prosumer Communities

	Activity type
	RTD

	Participant number
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11

	Participant short name
	
	
	
	
	
	
	
	
	
	
	

	Person-months per participant
	
	
	
	
	
	
	
	
	
	
	


	Objectives 

· to be done




	Description of work 
CWI: adapt to standard format (see WP5)

Task T4.1: Multi-level personalization and building of social profiles (VTT)

With different sources and annotations available, personalisation is required to let people access or utilise only the annotations that they feel relevant. Users need different profiles in different services but it will be beneficial to be able to re-use profile elements when appropriate. Social profiles help other people in assessing the producer of the annotations. This task will develop concepts and tools for personalisation and building of social profiles.

Task T4.2:  Intelligent content adaptation and delivery (CWI)

While the topic area influences the choice of content, this also depends on the user's abilities (physical and perceptual), the device and the environment where the perception of the media takes place.

User abilities include visual acuity (e.g. large fonts needed, colour combination inappropriate), time available to the user; devices may have large or small screens, bandwidth limitations; the environment make be noisy or demand that the user make no noise.

These constraints will be taken into account when selecting and organising media assets into a presentation for the user.  In addition, minor processing will take place to further refine the content.  For example, increasing contrast on low-constrast images, increasing the size to see details more clearly or decreasing size to fit on a screen, clipping objects that are less relevant to the user's current focus of interest.

Selection and combination of media assets can also depend on the role of the media asset in the presentation as a whole.  For example, a thumbnail display of images could be given, followed by larger versions of the images one by one, and then finishing with the same thumbnail view.

Descriptions of the context and strategies for content adaptation need to be developed.

Once content has been assembled into a human-readable form it needs to be delivered. Different devices impose constraints on the material they are able to display/play.  Some way of making decisions as to what to send to the device has to be implemented. An example approach is to create a document structure which contains a prototypical presentation to be communicated to an end-user. We will develop a process that selects appropriate parts of the document structure to present and makes refinements before sending the actual bits to the user (distribution). For example, selecting preferred modalities for the user and displayable by the user’s device.

Annotations may also be added to describe the published document. For example, the device or bandwidth for which the publication is destined. Annotations and alternative media assets may be removed to protect internal information or just reduce the size of the data destined for the user.

T4.3  Collaborative multimedia metadata tagging systems (VTT)

We will develop social media tools with which the users can link and attach the content and metadata that they produce to the already existing metadata. The task will look for concepts with which the users can collaborate as a community, enriching information together rather than acting just as individuals.

Location and timestamps (photos, videos) will be widely available in the future. When uploading the content this information, together with users’ tags, will be utilized to link metadata from different users and relevant content from different sources together. Relevant tags will be suggested to users based on this information and underlying ontologies. Users could utilize tags, time and location information for browsing the content and increase metadata based on their own content. This task supports for developing contagious tagging infrastructure.

Users tag their photos and video to describe events (relating to location and time), service providers may offer information related to events for example using microformats including location and timestamps and also news or other media objects could be provided with similar metadata.  Combining user created tags and service provider offered metadata and tags with the help of location and timestamps, rich metadata is accumulated.  Based on this metadata media content will be offered, combined and aggregated. The system should be easy to use and show both immediate and longer term benefits to users. 

Research and development is needed in

- tagging by media creating end users

- embedding location and time information in professional media content

- collecting and combining metadata from different sources

- analysing and utilising metadata in creating new media aggregations

T4.4 Interfaces and systems for media query, navigation and exploration (CWI)

Users can commit content to a repository and add their own descriptive tags (annotations). Once the content and associated annotations are there, they can be explored by others. 
This requires one or more systems for committing content plus the associated annotations. 

Interfaces need to take the user's information need into account. 
Systems need to be able to handle content and annotations appropriately. 

Interfaces depend on the user's information need, example interface types are explorative, information gathering or presentation generation. 

Explorative interfaces allow users to explore the types of information in one or more repositories.  Interface style could be, but should not be restricted to, an extension of facet browsing. 

[[http://e-culture.multimedian.nl/demo/search/basic 
gives examples of an explorative and search interfaces for cultural heritage information.]] 
[[Put ISWC references in main proposal - 
http://www.cwi.nl/~media/bridge/entries/iswc2006%3Aeculture.html http://dx.doi.org/10.1007/11926078_70 
http://www.cwi.nl/~media/bridge/entries/iswc2006%3Afacet.html http://dx.doi.org/10.1007/11926078_20 
]] 

Information gathering interfaces support the user in looking for different pieces of content about a particular topic.  The user will carry out multiple search and collect operations.  The system needs to supply tools for allowing the user to organise the material during and after they are collecting it. 

Presentation generation interface presents the requested information in a "ready-to-publish" way.  That is, an attractive looking presentation containing salient information. This requires the system to support the organisation of the material that has been found.  (It requires more knowledge of the user in order to do this.) 

Systems need to allow users to commit content, annotate it (with terms from predefined vocabularies, or free text descriptions).  Annotations can also be added by feature analysis systems.  Basically, every tag needs to carry its own information as to whether it is "free text" or a term from a particular vocabulary, including those from feature analysis engines. 

[[Advene is an example of a system which supports this. 
Olivier Aubert, Yannick Prié: Advene: active reading through hypervideo. Hypertext 2005: 235-244 
http://doi.acm.org/10.1145/1083355.1083405 
]] 

T4.5 Trust, privacy and copyrights in social media (VTT?)

[[Already available?]]




	Deliverables (brief description) and month of delivery

D4.1 (M8) –  to be done

D4.2 (M12) – 

D4.3 (M18) – 

D4.4 (M18) – 

D4.5 (M24) – 

D4.6 (M30) – 




Work package description 
	Work package number 
	5
	Start date or starting event:
	M1

	Work package title
	Semantics in Social Networks

	Activity type
	RTD

	Participant number
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11

	Participant short name
	
	
	
	
	
	
	
	
	
	
	

	Person-months per participant
	
	
	
	
	
	
	
	
	
	
	


	Objectives 

· To model the process of social tagging

· To create an architecture for building individual and collective profiles and thus offer a personalized user experience

· To enable collective annotation of content elements and improve available semantics through social knowledge

· To build the community-based system for locating content and sharing it for visualizing or reusing

· To use user feedback to help update metadata and improve system behaviour




	Description of work  
Task 5.1: Style, culture and ontologies, M1-10 (HHI*, TID)
This task will perform a formal modelling of the process of interacting with social media, especially including tagging and annotation of content. It will use user contexts (developed by WP2) and metadata models (developed in WP3). The outcome will be metadata knowledge structures to be populated and used in the rest of WP5. 
Activities in this task are:

· Specification of use cases for tagging contexts (HHI, M2-4)

· Context characterization (HHI, M4-7)

· Ontology structures for tagging contexts (TID, M8-10)
Task 5.2: Emergent semantics from collective annotations, M6-30 (TID*, …)
This task will enable collective annotation of content by using a distributed environment using community-produced tags. Adequate inferencing rules will be created to allow fruitful interaction between the unstructured tags provided by the community and the more formal semantics contained in the metadata models (as and the automatic categorization produced in WP3. The results will increase the discriminating power of the available metadata and later help map available knowledge to free-form queries. T5.2 includes these activities:
· Trainable models for tag mapping (M6-18, TID)

· Reasoning rules for semantic expansion (M12-30, TID)
· User and context-based tag confidence measures (M18-30, TID, …)
Task 5.3: Semantic Context Matching for Media Items, M6-24 (TID*, ATC)
The role of this task is to use all generated semantics, both automatically created (from WP3) as well as inferred from social annotations (in T5.2) to be able to establish relationships at different semantic degrees between content elements in the network. This will enable to navigate across content sets, find related items and create links between media and media pieces that enable the building of intelligent applications. Activities include:
· Context infrastructure (M6-M10, ATC)
· Media contexts based on semantic information about content (M10-M16, TID)
· User-based dynamic contexts (M16-M24, TID)
Task 5.4: Distributed Media Linking and Searching, M12-M30 (TID*, EFE)
Once the links between content elements have been created in T5.3, this task will develop application interfaces that enable to seamless access media residing in different nodes of the social network, as well as build search modules that enable location of media based on semantic properties. T5.4 includes these activities:
· Semantic search engine (M12-M24, TID)
· Browsing engine for content navigation (M18-M30, TID)

· Access engine for professional users (M12-M20, EFE)
Task 5.5: Relevance feedback and knowledge update, M12-30 (QMUL*, HHI, TID)
Search results for media content can be iteratively improved through relevance feedback. This task will use this feedback not only for narrowing search results, but also for updating the available semantics. Both positive and negative feedback will be used, combined with individual and social profiles, to help creating shared knowledge and reduce semantic inconsistencies.
· Search improvement through relevance feedback (M12-M20, QMUL)
· Tag validation by community users (M16-M24, HHI)
· Retraining of semantic models and rules based on feedback (M20-M30, TID)



	List of deliverables
D5.1 (M10, HHI) – Social tagging analysis and model

D5.2 (M16, TID) – Semantic extraction and linking engine from tagging and analysis, v.1

D5.3 (M16, TID) – Search engine for social media, v.1

D5.4 (M16, TID) – Navigation engine for social media, v.1
D5.5 (M24, TID) – Semantic extraction & linking engine v.2, including relevance feedback

D5.6 (M30, TID) – Final semantic social network system


	List of milestones
MS5.1 (M7, HHI) – User contexts in social annotations
MS5.2 (M10, ATC) – Semantic context software infrastructure
MS5.3 (M12, TID) – Initial model for semantic extraction 

MS5.4 (M20, EFE) – Professional access engine for social media
MS5.5 (M20, QMUL) – Relevance feedback module for semantic search
MS5.6 (M30, TID) – Final semantic social network system


Work package description 
	Work package number 
	6
	Start date or starting event:
	M1

	Work package title
	System Architecture and Integration

	Activity type

	RTD

	Participant number
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11

	Participant short name
	
	
	
	
	
	
	
	
	
	
	

	Person-months per participant
	
	
	
	
	
	
	
	
	
	
	


	Objectives 
To provide a system architecture proposal and implementation to integrate, exercise and validate together the research results of the project




	Description of work  
STM: adapt to standard format (see WP5)

T6.1 System requirements and methodology

This task will specify the platform and methodology that will be used as the base for the development and the integration of the building block of the project, in terms both of final platform for demonstration, and guidelines for all WP about rules to follow to make sure all developments will smoothly integrate and interoperate.

T6.2 Software architecture and application specification

This task will specify how the application will be built and the single entities will interact together, and specify the additional supporting SW building blocks that will be required to run and fully demonstrate the project research. The overall system will be partitioned in sub-systems that will be assembled in parallel, according to technical feasibility, and then merged.

T6.3 Application integration

This task will start from results from other WPs, from the platform defined in task T1.1, and integrate the single applications to provide the final demonstrator. Integration will require not only the full code model of the application, but as well the support from the application developer in order to guarantee exact deployment in the final system of the components/subsystems. This task will also make sure all additional supporting SW building blocks needed as specified in T1.2 will be made available within the integration platform.

T6.4 Software testing and technical validation 

This task will first define key functional validation areas, validation methodology and verification measurement criteria. According to the defined testing strategy, it will exercise the applications integrated in the platform to certify full functionality of each application/component integrated, and feed backs possible non-conformances to each application work package for correction. Testing will be jointly performed by the application integrator and the application developer. Testing will be composed of a pre-integration phase, and a post-integration phase.




	Deliverables

D6.1 [M6] Technical report on system architecture and integration methodology

D6.2 [M6] Technical report on software architecture and application specification

D6.3.1 [M18] Software demonstrator: intermediate technical report

D6.3.1 [M30] Software demonstrator: final technical report

D6.3.1 [M30] Running software demonstrator platform 

D6.4.1 [M9] Technical report on validation area, methodology and measurement criteria

D6.4.2 [M36] Technical report on validation results


Work package description 
	Work package number 
	7
	Start date or starting event:
	M1

	Work package title
	Demonstration

	Activity type
	DEM

	Participant number
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11

	Participant short name
	
	
	
	
	
	
	
	
	
	
	

	Person-months per participant
	
	
	
	
	
	
	
	
	
	
	


	Objectives 

· To carry out partial demonstrations of developed components

· To demonstrate the results of the development in a real life application 



	Description of work  
FEA: adapt to standard format (see WP5)
Task 7.1: Demonstration of components

Demonstration of the components will show up the power of semantic coding and its wide range of applications. The components to be demonstrated include the semantic coding engine, the generation of ontologies from user tags and automated generation of descriptors for multimedia content. Therefore text and multimedia content, provided by multimedia agencies and internet communities will be analyzed by the software and the results will be compared directly with existing manual coding of the content. The demonstrators for the components will be done under realistic conditions involving normal internet users.

Task 7.2: Demonstration of social media systems

Once the software components are proven and demonstrated, the system will be integrated in a real existing internet community. In direct comparison to the standard search and socializing tools of the community, the advantages of the semantic approach in social media system will be demonstrated. Feedback from the community members helps to optimize function and usability. 




	List of deliverables
D7.1.1 [M33] Definition of test cases and nomination/description of demonstration platform
D7.1.2 [M36] Running component demonstrators

D7.1.3 [M40] Report of component demonstration
D7.2.1 [M42] Running social media system demonstrator, integration into community
D7.2.2 [M48] Report of social media system demonstration


	List of milestones



Work package description 
	Work package number 
	8
	Start date or starting event:
	M1

	Work package title
	Dissemination and Exploitation

	Activity type
	OTHER

	Participant number
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11

	Participant short name
	
	
	
	
	
	
	
	
	
	
	

	Person-months per participant
	
	
	
	
	
	
	
	
	
	
	


	Objectives 

To continuously disseminate project results and prepare their commercial exploitation beyond the end of the project


	Description of work

ATC: adapt to standard format (see WP5)

Two tasks will run in parallel throughout the project, in the context of this workpackage:

T8.1 Dissemination activities

This task will involve activities related to formulating a concrete dissemination strategy for the project, setting up of the project web site, production of related material and participation to events. Dissemination activities are split into two separate subtasks: 

· S8.1.1 General Dissemination activities.(M1-x, ATC* ). These activities will target awareness of the EC and scientific communities along with the wider public.

· S8.1.2 Communication activities (Mx, x, ). Communication Activities will serve as a second level of dissemination. While general dissemination targets the more narrow scope of ICT project related communities, communication will address the markets targeted for potential exploitation.

T8.2.Exploitation activities 

This task will address issues related to the exploitation of project results. The new products that can potentially arise form the project results will be identified and viable routes to market them will be planned in relation to the relevant business environment. In this context the relevant targeted markets will be identified and modelled along with the current and potential future competitors. This task will deal with the preparation of the Market Analysis, and the Business plan deliverables.


	List of deliverables
D8.1 – Plan for the dissemination and use of knowledge (3 versions annually updated)

D8.2 – Market Analysis (M6)

D8.3 – Final exploitation plan (M36)


	List of milestones



 Summary of staff effort



	Partic. no.
	Partic. short name
	WP1
	WP2
	WP3
	WP4
	WP5
	WP6
	WP7
	WP8
	Total person months

	1
	Fraunhofer HHI
	
	
	
	
	
	
	
	
	

	2
	ATC
	
	
	
	
	
	
	
	
	

	3
	GRC
	
	
	
	
	
	
	
	
	

	4
	CWI
	
	
	
	
	
	
	
	
	

	5
	EFE
	
	
	
	
	
	
	
	
	

	6
	FEA
	
	
	
	
	
	
	
	
	

	7
	QMUL
	
	
	
	
	
	
	
	
	

	8
	STM
	
	
	
	
	
	
	
	
	

	9
	TID
	
	
	
	
	
	
	
	
	

	10
	VTT
	
	
	
	
	
	
	
	
	

	11
	MS
	
	
	
	
	
	
	
	
	

	Total
	
	
	
	
	
	
	
	
	
	


List of milestones
 

	Milestone number
	Milestone name
	Work package(s) involved
	Expected date 

	Means of verification


	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


1.3.4 Interdependencies between project components

 (Insert Pert)
Section 2: Implementation

2.1
Management structure and procedures
(Describe the organisational structure and decision-making mechanisms of the project. Show how they are matched to the complexity and scale of the project.) 

The management structure of SPIN consists of three main hierarchical

layers: 
· Project Management Committee (PMC), 
· Project Coordination and the

· Technical Management Committee (TMC).

[image: image2.emf]
Figure: Overview of SPIN management structure

The Project Management Committee consists of eleven senior members of the consortium each representing one of eleven partners. A delegate of the project coordinator will be the chair of the PMC and will be designated by the coordinator partner, Fraunhofer-Gesellschaft zur Förderung der angewandten Forschung e.V.. It will ensure a democratic decision-making in the project. Important issues like financial planning and objective changes, if they arise, will be decided upon the PMC. Aiming to strike the right balance between representation and efficiency the day-to-day decision making is undertaken by the project manager on behalf of the whole consortium represented by the PMC.

The above outlined Management Structure has been designed to secure efficiency without compromising quality and representation. As it is schematically shown in the Figure above, this structure is both hierarchical and democratic. The management structure is centralised because the coordinator will guide the strategic decision making and the overall coordination of the project on a day-to-day basis. The structure is democratic because all consortium members are represented in the PMC. The above outlined decision-making structure is also stated in the Consortium Agreement.
Project Management Committee (PMC)
The PMC is the managing body of SPIN. Its main responsibility is the operational direction of the project. It has the decision making powers and is democratically legitimised through participation of all project partners. In its decision-making, it is bounded by the guidelines, the Consortium Agreement and the project Technical Annex. The PMC reaches decisions by simple majority vote. Every committee member has a single vote. The PMC is the decision-making body Vis a Vis the broad objectives of the project. The chair of the PMC will be proposed by the coordinating organization. He will chair the meetings and ensures that every partner is part of the decision process. At the technical side, since the project activities are well defined by work packages in the Technical Annex, the task of each PMC member will be to coordinate these efforts by working with WP leaders. SPIN is committed to the exchange of information with other projects in the framework of clusters or other concertation mechanisms that might be established. The PMC will be also responsible for Concertation, Consensus Management and Clusters. The key responsibility of the PMC is the strategic direction of the project. Other responsibilities include:

· Ensure a coherent project organization structure and logical sets of plans

· Monitor and control the project at a strategic level, especially reviewing progress

· against milestones

· Approve specific project plans

· Review each completed stage of the project and approval of next stage

· Ensure the changes of scope, timescales, costs are in line with the project objectives

· Decide on project resources reallocation if needed

· Ensure project compliance with EU funding bodies

· Keep the project in line with the expectations of the EU commission

· Liaise, find consensus Management and pursue clustering with other projects

The Chair of the PMC: 
The chair of the PMC is the Project Manager. The chair ensures that there is sufficient communication between the PMC members to successfully coordinate the whole project efforts. The chair will call and conduct meetings and form the link between the PMC and the TMC. He is also responsible for the following tasks: communicate with EC, coordinate PMC activities and prepare project planning before it is passed to PMC for approval
The Technical Management Committee (TMC)

The TMC consists of the six Workpackage leaders dealing with non managerial activities (WP2-WP7). They are formed according to the work packages defined in the technical annex. The main responsibility of the TMC is to ensure that activities are carried out according to plan, milestones are achieved on time and deliverables are produced to an appropriate quality, in a time scale and at a cost acceptable to the respective project partner. The key responsibility of the TMC is to ensure that WP activities are carried out according to the time plan. Other responsibilities are:

· Prepare plans for the different jointly activities and agree those with the respective

· member of the PMC

· Receive authorization from the PMC to act and create products

· Direct, motivate, plan, monitor the workpackage progress and take corrective

· action where necessary

· Advise the PMC and project coordinator of any changes with the project plan

Project Coordination

The Project Coordinaton comprises all co-ordination and management activities at both project and workpackage level. It will manage the overall operation of the project (technical, administrative and financial aspects), ensuring that the EC is informed regularly of the project progress. The Project Coordination consists of the Project Manager and the administration office co-ordinating the financial management of the project as the administrative hand of the leading partner organization. Each consortium partner will assign one staff member to answer all administrative requests and liase with SPINS administration office.

Quality Assurance

Quality Assurance is addressed in all activities of SPIN. All Deliverables will undergo at least a two-phase review procedure: within the Workpackage and by the TMC, although the latter will be done by electronic discussion outside a formal meeting. Any material of a confidential nature supplied to the project will remain strictly for the information of project participants and such information will not be forwarded to any other parties without explicit authorisation from the information owner. Confidentially and IPR issues between partners and associate partners will be explicitly handled in the Consortium Agreement. Disputes within the project: The consortium agreement signed by every partner is binding. Should disputes arise amongst project partners concerning an issue which is not treated in the consortium agreement, then the PMC will vote how to resolve the matter. The PMC chair is to be contacted by the disputing partners and will call a PMC meeting.
Consortium Agreement

To ensure a speedy and smooth start to the project if funding is successful, SPIN partners have already started discussing the contents of the Consortium Agreement. The Consortium Agreement will be finalised and signed before the signature of the contract, if SPIN is funded. Important issues which will be specified in the Consortium Agreement include (but are not limited to): 

· Handling of confidential information within the consortium and definitions of usage of software within the SPIN project.

· Procedures for dealing with defaulting partners such as with-holding of payment to partners who persistently do not meet their progress and deliverable goals, transfer of resources between partners if required to achieve an activity. 

· Settlement of disputes which cannot be agreed within the PMC or the TMC.

· Duties of PMC and TMC members; procedures for calling and reporting of PMC and TMC meetings.

Information Flow

Information flows both vertically and horizontally within the project structure. The vertical flow of information to/from the Project Manager comprises mainly the administrative issues, such as: regular progress reporting from all partners to the Project Manager and the distribution of the consolidated reports back from the Project Manger to all partners; meetings of the PMC; financial administration of Advance Payments and Cost Claims. The flow of technical information is generally more appropriate to a less formal horizontal process. Details will be exchanged between partners working in the same area through electronic contact and during Workpackage meetings. Details will be exchanged between partners in different WPs, electronically and during TMC Meetings.
Concertation, Consensus Management and Clusters
The project is committed to the exchange of information with other projects in the framework of Clusters or other concertation mechanisms that might be established. Potential for Clustering is seen in areas such as service management and coding technology, although it is difficult to be more precise before the other successful projects are known.
2.2
Individual participants 
(Maximum length for Section 2.2: one page per participant)

(For each participant in the proposed project, provide a brief description of the organisation, the main tasks they have been attributed, and the previous experience relevant to those tasks. Provide also a short profile of the staff members who will be undertaking the work.)
Partner 1: Fraunhofer HHI 

The Fraunhofer Institute for Telecommunications, Heinrich-Hertz-Institut is located in Berlin, Germany is undertaking contract research on behalf of industry, the service sector and the government. The HHI with its 260 employees and a yearly budget of about 25 million Euros has its core competences in the areas of photonic networks, mobile broadband systems and electronic imaging technology for multimedia. Its Interactive Media – Human Factors Department pursues research and development in autostereoscopic 3D-displays and mixed-reality technologies, technologies for sensing people and people's intention, multimodal computer interfaces and interaction technologies as well as MPEG-7 based video analysis techniques. Moreover, the department has profound experience and knowledge in usability engineering and human factors research. The department was responsible for work-packages on either multimedia content and/or human-centredness issues in ACTS USINACTS (user centred design support), IST ATTEST (development of a novel 3D display), IST BUSMAN (multimedia content description and retrieval), IST PHOTOLEDD (human factors issues in an OLED-based head-mounted 3D display), and IST METACAMERA (image acquisition and storage for digital cinema). The HHI will act as a coordinator for this project and contribute RTD in the areas of video content analysis and user centred design. 
Key personnel

Detlef Ruschin studied Telecommunications, Acoustics, and Lighting Engineering with an emphasis on Psychophysics and colour perception. He obtained his Diplom Degree in Electrical Engineering in 1986 from the Technical University of Berlin and has been a staff member of the HHI Human Factors department since. Here he participated in a number of research projects dealing f.i. with the recognition and learning of action sequences in multimedia presentations and with perceptual irrelevancy in motion pictures. Later Detlef become involved with HCI and Computer Mediated Communication research and served as a part-time member for the ACTS USINACTS project. He was a co-founder and associate of the privately owned Usability Lab am HHI, and responsible for the requirements process in IST METACAMERA, where he developed the “requiredness index” as a means of requirements ranking. 

Paul Chojecki received the Dipl.-Psych. degree at the University of Bielefeld in April 2005. Additionally to his studies, he had worked half-time as conceptioner and Web developer at the Elephant Seven AG for three years. During this time he was involved in Web and multimedia pro​jects for major customers, where he gained considerable experience in Web technologies, Web usability, interaction and interface design. He joined the Fraunhofer HHI’s Interactive Media - Human Factors Department for an intern​ship, later returning to write his diploma thesis. Since his graduation, he is fully employed at the HHI. Here he already worked in several R&D projects regarding eGovernment and mGovernment (mobile civil services, MoBüD), eAppointment, broadband internet, communication management, accessibility, usability and gesture controlled human-computer interaction techniques. He is an expert in human factors issues, usability and acceptance testing, interface and interaction design.  

Christian Petersohn studied technical computer science and graduated from the Technical University Berlin in 2002.  In 2000 he joined the Fraunhofer, HHI, first as a student then as a full-time researcher. Currently he is pursuing his PhD-studies in the field of temporal video segmentation. Fraunhofer HHI participated with his video shot detection system at TRECVID 2004, an internationally well-known workshop for comparison and evaluation of systems for video analysis and retrieval and reached the best performance of all teams in hard cut detection. 
AGENCIA EFE

Agencia EFE, as it is called in Spanish, is an important international news agency. The company is specially focused on Spain in Europe and South America in the American Continent. Efe is clearly a multimedia company, with important TV and radio departments; therefore, we work with all kind of formats, text, photos, audio and video.

The history of our company started 68 years ago, in 1939, after our dreadful Civil War. In those years, EFE only worked in Spain and in Spanish language. 

Later on, in 1965, with the opening of Buenos Aires office, in Argentina, the first office in America, EFE began its international expansion. At present, Efe has offices all around the world, with more than 2500 users of its news services. Logically, South America is very important for us because of the Spanish language and historical and strategic reasons.

Nowadays, EFE has its headquarters in Madrid and others 60 offices in Spain and abroad with smaller ones and correspondent in 150 cities of 100 countries.

The staff is formed by more than 1000 people and other 1000 external collaborators. The 80 per cent of whom are journalists.

The daily production is composed by 3000 text news in Spanish, Catalan, English, Portuguese from Brazil and Arabic, 1200 pictures and a big number of video, audio and multimedia news.

Our technical infrastructure is a combination of terrestrial and satellite networks.

It is formed by:

1. Newsrooms that are specialized in text, picture, audio, video and multimedia.

2. Central Control or Communication Central System, for communication purpose. It is the area where our staff takes care of the telecommunications in general.

3. IP Commercial Platform that is the main sales platform. 

4. Text and Pictures Archives, which are our data bases, Efedata and Fototeca. Efedata has more than 15 million of text news and Fototeca 2 million of pictures. They were built in 1988 an 1998, respectively. 

5. Contribution network: For this purpose we use all kind of communication networks, satellite, telephone lines, FTP, VPN, ISDN, cellular or mobile networks, frame relay etc. Everything is useful and valid.

6. Broadcasting network: For broadcasting to our customers we mainly use satellite networks and Internet. Hispasat, the satellites Spanish system, is used for the coverage of Europe and Intelsat, the international consortium, is used for American coverage. The different services of Internet are used all around the world. 

Telefonica, Retevisión and Colt Telecom are our main telecommunication operators.

CVs of Key Persons

José Luis del Rey is engineer of Telecommunication for the Polytechnic University of Madrid in 1982, and Master in Administrative-Financial Direction for the Center of Management Superior Studies of Madrid in 1993. He started his professional activity in the operating area of TVE in 1977. In 1985 he was incorporated as the responsible person for the technical site, in the Informative Services of TVE in Torrespaña belonging to the Engineering Department. In 1993 he rejoined Agencia EFE as Technology Director, position that he still carries out at the present time. During this period he has collaborated with the universities of Alcalá de Henares, Navarra, UNED, Polytechnic of Barcelona, Carlos III, Juan Carlos I and Menéndez Pelayo

Manuel Fuentes Albacete Degree in Physical-Chemistry by the Universidad Complutense of Madrid in 1985.During 1987-1988, he began to develop is PhD in the CSIC Institute in Madrid to finally join an IT company, Centrisa, in 1989 as a Systems Engineer. After leaving Centrisa he was hired by Agencia EFE to take on his responsibilities at the Systems department till today. After joining Agencia EFE he specializes even more in the Information Retrieval area, where he leads the development of the text archives product, named Efedata. He worked in the past in several EU funded projects like NAMIC (2001-2002), Meaning (2004) and NEWS (2005-2006) along with other News Agencies, the IPTC (International Press Telecommunications Council) and European Universities and IT Companies.

Juan Manuel Ruiz is graduated in Telecommunication Engineering at Universidad Carlos III in Madrid, he started working for Agencia EFE in 2003. Since that moment his activity was mainly focused on Picture Systems and Solutions. He attends meetings as a member of the European Pressphoto Agency Technical Committee (epaTC). He has participated in other European project as NEWS and collaborated closely with projects involving distribution systems for Agencia EFE contents with third-party companies as Mainstream Data. 
CWI

The Semantic Media Interfaces group at the Centre for Mathematics and Computer science (CWI) carries out research on improving models and tools for presenting multimedia information to end-users on a variety of platforms. CWI is the research institute for mathematics and computer science research in the Netherlands. CWI's mission is twofold: to perform frontier research in mathematics and computer science, and to transfer new knowledge in these fields to society in general and trade and industry in particular. CWI has always been very successful in securing considerable participation in European research programs and has extensive experience in managing these international collaborative research efforts. CWI is also strongly embedded in Dutch university research: about twenty of its senior researchers hold part-time positions as university professors and several projects are carried out in cooperation with university research groups.  In addition, CWI has strong links to the World Wide Web consortium, and houses the Benelux office.

Prof. dr. Lynda Hardman (http://www.cwi.nl/~lynda/) is the head of the Semantic Media Interfaces group and part-time full professor at the Technical University of Eindhoven.  During her time in the software industry she was the development manager for Guide, the first hypertext authoring system for personal computers (1986). She was a member of the W3C working group that developed the first SMIL recommendation (1998).  She is a member of the K-Space Network of Excedllence and of the MultimediaN E-culture Project, which won the first prize at the Semantic Web Challenge at ISWC ’05. She leads research on different aspects of automated generation of hypermedia presentations, with emphasis on aspects of discourse, design and underlying (Semantic) Web and media technologies. 

Dr. Jacco van Ossenbruggen (http://www.cwi.nl/~jrvosse/) is a senior researcher at CWI, having obtained his PhD from the Vrije Universiteit Amsterdam in 2001. He was a member of the W3C working group that developed the SMIL recommendation, and of the Semantic Multimedia Incubator Group. He is currently active in the MultimediaN E-culture Project, which won the first prize at the Semantic Web Challenge at ISWC ’05. His current research interests include multimedia on the Semantic Web and the exploration of heterogeneous media repositories.

Dr. Raphaël Troncy (http://www.cwi.nl/~troncy/) is a post-doctoral researcher. After a year at the University of Montreal, Canada, he obtained a PhD fellowship at the National Audio-Visual Institute (INA) of Paris where he graduated with honors in 2004. He selected as an ERCIM Post-Doctorate Research Associate 2004-2005. Raphaël Troncy is co-chair of the W3C Incubator Group on Multimedia Semantics, and an active participant in the K-Space Network of Excellence. His research interests include Semantic Web and multimedia technologies, knowledge representation, ontology modeling and alignment. He is an expert in audio visual metadata and in combining existing metadata standards (such as MPEG-7) with current Semantic Web technologies. He works closely with the IPTC standardization body on the relationship between the NewsML language and Semantic Web technologies.

Dr. Zeljko Obrenovic (http://www.cwi.nl/~obrenovi/) is a post-doctoral researcher, having obtained his PhD from the University of Belgrade in 2004. His current research interests include design of interactive systems, universal accessibility, software engineering, service-oriented computing and semantic web. He is  a member of the W3C Incubator Group on Multimedia Semantics, an active participant in the K-Space Network of Excellence and a guest lecturer at the Vrije Universiteit Amsterdam. 

VTT Technical Research Centre of Finland

Technical Research Centre of Finland is an impartial multidisciplinary expert organisation. VTT’s special strength is its ability to create new, globally competitive technologies and innovations by combining knowledge and expertise in different fields.  With extensive know how VTT produces research, development, testing and information services to public sector and companies as well as international organisations.

With its staff of 2750 VTT experts VTT provides high-end technology solutions and innovation services. From its wide knowledge base, VTT can combine different technologies, create new innovations and a substantial range of world class technologies and applied research services. Through its international scientific and technology network, VTT can produce information, upgrade technology knowledge, create business intelligence and value added to its stakeholders. VTT´s technological focus areas are applied materials, bio and chemistry processes, energy, information and communication technologies, industrial systems management, microtechnologies and electronics, and technology in the community. VTT's turnover is 230 Million €. 

SPIN project utilises VTT’s expertise on Human-Technology Interaction research and Media research. Human-Technology Interaction (HTI) is a human-centred perspective to technological innovation and development. By understanding human factors and user experiences in everyday and working environments, HTI has great relevance to the economical success of technical products and services. The aim of HTI research at VTT is to enhance the implementation of information technologies in solutions that are more functional, usable and meaningful for people. VTT's human-technology interaction research is closely integrated to the research and development of different technologies, information society organisations and infrastructures. We conduct confidential research for individual clients as well as participate in multi-party joint ventures. 

VTT Media and Internet specialises in media applications including mass media applications and the new socially driven applications where end users are given more role in participating in content and value creation of media services. Combining different media, particularly mobile technology with other media such as web and mobile, print and broadcasting has been the focus of our research. Applications vary from games to utility media. Metadata creation in different ways (socially by users, automatically) and metadata utilisation are important areas of our expertise. Our expertise areas relevant to current project include media technology, creation utilisation of metadata and ontologies, mobile end user interaction, user experience and user studies, development and testing of various kinds of media services (mobile, broadcast, web) including social media applications.
Key researchers in the project:

Dr Eija Kaasinen is Senior Research Scientist at VTT. She is in charge of the Media and Mobile Usability research team at VTT. In addition she is in charge of the research strategy of Human Technology Interaction at VTT; aiming to ensure that VTT's versatile human factors expertise will be utilised in forthcoming research activities. Eija Kaasinen has published several scientific articles on usability, human-centred design and mobile services. Eija Kaasinen has over 10 years expertise of software engineering and project management in industry. At VTT (since 1992) Eija Kaasinen has been in charge of usability design and evaluation activities within several European and national research projects. Most recently Eija Kaasinen has been a WP leader in a FP6 project MIMOSA (MIcrosystems platform for MObile Services and Applications, 2004-2006), being in charge of human-centred design activities in the project. MIMOSA was an integrated project studying Ambient Intelligence components and applications in the Information Society Technologies priority of the European Sixth Framework Research Programme. 

Dr Maria Antikainen is Research Scientist at VTT in Media and Mobile Usability research team. She is involved in SOMED project as well as other projects related to social media. Maria Antikainen’s finished her PhD studies at the University of Tampere in March 2007. Her doctoral thesis concerned the attraction of company online communities from the relationship marketing perspective. Maria Antikainen has several publications concerning company online communities from different perspectives, open source communities and open innovation. Before starting at VTT, Maria Antikainen served as project manager and coordinator at the Tampere University of Technology. She was involved in projects related to open source communities and search engine marketing. During 2001-2004 Maria Antikainen worked for eBRC, a joint research and development program between Tampere University of Technology and University of Tampere as project manager.
Ms. Asta Bäck graduated with a Master of Science in printing technology and graphic arts from the Helsinki University of Technology in 1983. She is now senior research scientist at VTT / Media and Internet, and she leads a research team specialising in semantic and collaborative media. The team develops new media concepts and prototypes that combines and personal media and social user interactions. She was the project manager in two eLearning related European projects: CustomDP (2000-2003), a three year long Leonardo da Vinci programme pilot project, and SELEAC (2004-2005), project where a eLearning content creating community was set up. She is/was the project manager  in projects relating to the SPIN project: User generated metadata as meaning indicator and part of the user experience (TÄKY-project, 2006-2008), Rich semantic media for professional and private users 
(RISE-project, 2004-2006). She has more than 120 publications registered at the VTT publication register. 

STMicroelectronics is a global independent semiconductor company and is a leader in developing and delivering semiconductor solutions across the spectrum of microelectronics applications. An unrivaled combination of silicon and system expertise, manufacturing strength, Intellectual Property (IP) portfolio and strategic partners positions the Company at the forefront of System-on-Chip (SoC) technology and its products play a key role in enabling today's convergence trends. In 2004, ST's net revenues were US$ 8,760 million and net earnings were US$ 601 million. According to the most recent data from independent sources, ST is the world's leading supplier of application-specific analog ICs overall with number one rankings in various segments within this field, including wireless ASICs, computer peripheral ASICs and automotive ASSPs. ST is also the leader in MPEG-2 decoder ICs, and ASICs/ASSPs overall, including a number one position in digital consumer ASSPs. Additionally, ST is ranked at number two for discrete products, and in the memory market, ST is ranked third in NOR Flash ICs. In application segments overall: ST is number one for ICs in set-top boxes; at number two in smart cards, at number three in automotive; and at number four in wireless. In 2004, approximately two-third of ST's revenue derived from differentiated products, a combination of dedicated, semi-custom and programmable products designed to suit a specific customer or a specific application and therefore having a high system content. This result reflects ST's exceptionally early recognition of the importance of system-on-chip technology. In 2004, maintaining a consistently high level, ST spent in R&D US$ 1,532 million or 17% of its net revenues. ST filed 711 patent applications in 2004, maintaining its track record as one of the industry's most prolific inventors. ST is also active in numerous collaborative research projects worldwide as well as playing a key role in Europe's advanced technology research programs such as EU Framework Programs, MEDEA+, and its predecessors, MEDEA and JESSI.

Advanced System Technology (AST) is ST’s Corporate Organization dedicated to creating system knowledge that supports ST’s system-on-chip (SoC) development. AST's challenge is to combine the expertise and expectations of ST’s customers, industrial and academic partners, silicon manufacturing R&D team and internal product groups to create a cohesive, practical vision that define the hardware, software and system integration skills that ST will need in the next three to five years and the strategies required to master them. The design of all new generations of general-purpose microprocessors and DSP cores, along with their related compilers falls under the realm of AST responsibility as well. AST carries out advanced system research activities in the application areas of Convergence – Advanced Computing, Networking, Broadband Communications, Wireless Communications, Multimedia and Security. Specific research activities are devoted to define/design new system solutions on open platforms for home, mobile and wireless communications.

The AST Multimedia team is active since many years in the definition and integration of a/v streaming systems comprising video codec development, and all the surrounding streaming system tools for service discovery, connection setup, transport protocol and rendering. The team is participating to the FP6 ASTRALS project in this research area. AST is also collaborating with major research organisations and universities in the field of video coding, multimedia streaming and automatic streaming adaptation to network/terminals/user conditions. We also focus on system integration, and we regularly bring our prototypes previewing future multimedia terminals to the most important show like I.B.C and C.E.S.

Key Personnel CVs
Fabrizio Simone Rovati received Electronic Engineering degree from Politecnico of Milano in 1995. He has, since 1995, joined STMicroelectronics working on digital video processing algorithms and architectures. He moved to STMicroelectronics Ltd, Bristol (UK) for a period of two and an half years, until October 1998, where he worked mainly on architectural studies of digital TV demultiplexing and decoding Systems-on-Chip, studying coprocessors micro architectures, system bus structures and related coprocessors-memory traffic profiles and methods to improve overall throughput. He then moved back to Agrate, where he joined AST System R&D group, working on motion estimation algorithms and architectures for digital video encoding systems. He is currently leading a project for multimedia streaming over packet-based networks. The project is developed in partnership with several Italian and U.K. Universities, such as Universita’ degli Studi di Udine (prof. Rinaldo), Politecnico of Torino (prof. Olmo and prof. Masera), Universita’ degli Studi of Milan (prof. Haus), Universita’ degli Studi of Brescia (prof. Leonardi) and Bristol University (Prof. D. Bull). 

During his career he has authored or co-authored 15 British, European and U.S. granted patents, 7 international publications in conferences or technical journals. He has been contract professor at Politecnico of Pavia University during academical year 2001-02, teaching “Digital Electronics II”. He gave several lectures at Politecnico of Milan on digital video compression algorithms and architectures.

2.3
Consortium as a whole 

(Describe how the participants collectively constitute a consortium capable of achieving the project objectives, and how they are suited and are committed to the tasks assigned to them. Show the complementarity between participants. Explain how the composition of the consortium is well-balanced in relation to the objectives of the project.

If appropriate describe the industrial/commercial involvement to ensure exploitation of the results. Show how the opportunity of involving SMEs has been addressed )
i) Sub-contracting:
(If any part of the work is to be sub-contracted by the participant responsible for it, describe the work involved and explain why a sub-contract approach has been chosen for it.)
I've been talking with EFE about SPIN. They want to subcontract a complementary part of their activity to UNED (a Spanish University with which they have a framework of agreement). Their intended role would be to help EFE with administrative matters, drafting of documents and help in organization of work, so they would not substitute EFE in their main role as production of user requirements, validation and content provider.

EFE has the users and the domain experience etc. but lacks the technical experience/knowledge to apply Erhebungsmethoden like Interviewer-administered questionnaire … inhouse 

Therefore a Spanish speaking assistance is needed, who will translate and …

ii) Other countries:
(If a one or more of the participants requesting EU funding is based outside of the EU Member states, Associated countries and the list of International Cooperation Partner Countries
, explain in terms of the project’s objectives why such funding would be essential.)
iii) Additional partners:
(If there are as-yet-unidentified participants in the project, the expected competences, the role of the potential participants and their integration into the running project should be described)
2.4
Resources to be committed 
(Recommended length for Section 2.4 – two pages)

(In addition to the costs indicated on form A3 of the proposal, and the staff effort shown in Section 1.3 above, please identify any other major costs (e.g. equipment).

Describe how the totality of the necessary resources will be mobilised, including any resources that will complement the EC contribution. Show how the resources will be integrated in a coherent way, and show how the overall financial plan for the project is adequate.)
Section 3: Impact

(Recommended length for the whole of Section 3 – ten pages)
3.1
Expected impacts listed in the work programme

(Describe how your project will contribute towards the expected impacts listed in the work programme in relation to the topic or topics in question. Mention the steps that will be needed to bring about these impacts. Explain why this contribution requires a European (rather than a national or local) approach. Indicate how account is taken of other national or international research activities. Mention any assumptions and external factors that may determine whether the impacts will be achieved.)
Reference to work programme is missing
Industrial Impact

SPIN not only provides solutions for professional content providers and producers, it also neatly addresses the issue of sharing and augmenting personal content. The project intends to build and leverage the technologies that are key factor to the development of efficient usage of networked multimedia. SPIN will boost the user’s desire to buy and consume digital devices and services.

SPIN has the potential to vastly impact the business of media content providers, telecommunications and Internet service providers. The service-oriented architecture of SPIN’s system approach allows support for innovation in several business models. Media content providers will benefit from increased competition among suppliers offering SPIN enabled products. Since the market for these products will increase compared to the market for system components dedicated to media production and distribution for a specific business model, higher reliability and robustness of these components is expected. Automated metadata generation and “Plug and Play” enabled system components will lead to reduced media production cost.

SPIN’s concept of content brokerage will also lead to higher revenue for content providers. Since SPIN targets the future of digital media production, management, delivery and consumption, its potential impact is manifold. It will pave the way for new means of access to currently still dispersed media, namely Digital TV, broadband Internet and the mobile world. Despite the latest stagnation of these sectors, significant growth is expected over the next decade. First indicators for this new take-up of the multimedia industry in Germany are already visible while budgets for online advertising and new forms of digital direct media marketing increased in 2004 (source: Siemens). A recent study from PricewaterhouseCoopers predicts yearly growth rates for the German multimedia industry in a range from 3.2 to 5.2% from 2005 to 2007 especially due to the adoption of new digital distribution channels.

New capture devices, broadband at home and their extension through mobile devices offer the promises of memory preservation, augmented socialisation, and new services in the domain of multimedia. However, while the digital age is flourishing, users are suffering under the uncontrolled, unstructured amounts of available content. The lack of technology for fast access and retrieval of remotely or locally stored content is indeed a major limitation for the development of many services. It also constrains the penetration of new devices and technologies for media streaming and consumption. The use of metadata will support users when performing search, navigation, and retrieval of content in large databases of pictures and video. 

Nowadays, access to content is not anymore limited to the networked PCs and TV devices. Nomadic users can download and watch content on their handsets. However, bandwidth and screen size remain a limitation that impairs user experience due to latency and low picture quality. Scalable Semantic Coding promises to alleviate this problem. Here, content is encoded and transmitted with the best user’s perceived quality while keeping real-time accessibility. These combined factors will increase content consume from mobile devices. SPIN not only provides solutions for professional content providers and producers, it also neatly tackles the issue of personal content sharing and augmenting. The project intends to build and leverage the technologies that are key to the development of efficient usage of networked multimedia. If successful, SPIN will boost the user’s desire to buy and consume digital devices and services. In addition, the targeted optimal encoding will help to solve bandwidth problems in wireless networks. 

Impact on SME’s

SPIN will enable small content owners and aggregators to launch services to a wider audience and lower costs. The technology the project represents will make it possible to introduce compelling services with fewer resources. To distribute content to different user terminals and over different types of network is known to be a high cost effort. With the scalable encoding feature and automatic generation of metadata, SPIN will drastically reduce the cost of publishing and distributing content; hence make it possible for small actors to launch profitable services. It will also enable niche content owners to reach more end-users and evolve new markets and business models as well.

If the SPIN system or part of it will be open source, a market for technology companies will also open. Since the nature of SPIN is so distributed it will allow many different implementations of the technology. It covers a wide range of technology from encoding to distribution and content management. The need for well implemented modules will be crucial for the quality of service to end-users. A new market for companies in the different technology segments of the project may open up and new companies can feed on the market adoption of the system. 

Strengthening European Competitiveness in the Intelligent Content and Semantics area

At service level, the project focuses on distributed delivery of an efficient personalised access to multimedia content. Progress in this field will be a crucial factor for the uptake and deployment of interactive digital services in Europe and beyond. Thus, SPIN will support the European Media Sector as a whole in mastering the challenge of considerably improving digital media production, delivery and archiving. All companies active in this area will benefit from the know-how and best practice solutions generated by SPIN. This will improve delivery chains and workflows in the media industry and for those individuals working within it. Even more important: Digital media users will experience a whole new range of affordable services in a seamless way. SPIN will allow for the wider deployment of content that empowers the citizen to get in-depth access to media information via the end-user device optimally suited to personal needs at the moment of media consumption. The project will deliver solutions for broadcasters and content providers enabling added value networked media distribution while remaining compliant to existing standards and interoperability on a variety of platforms. Consequently, SPIN addresses the necessary organisational structures and methods of work which allow for a smooth integration of advanced solutions.

SPIN furthermore focuses on the creation of a sustainable content and knowledge infrastructure by facilitating access to formerly dispersed information. The following table summarizes SPIN’s contribution to strengthen European competitiveness in the Intelligent Content and Semantics area.

######

The need to discriminate among the overwhelming flow of information is a pressing problem today, so a future SPIN system will find immediate application as a content categorization and automatic selection engine. Its features will allow for the creation of personalised streams of information (e-papers) coming from a myriad of sources, which will be semantically related to each other. Its automatic knowledge model learning capabilities will enable adaptation to evolving patterns in the sources, and it will provide an attractive service to add value to the commercial portfolio of media service providers, and increase media consumption by end users by improving its quality.

On the content creation side, SPIN technology will dilute the barriers between professional users and laypeople, enabling this latter group to enter the content production chain in an improved position. The influx of user-generated content will then substantially increase, with the added value that this content will be much better prepared for widespread distribution.

Information and news professionals will also find enhanced work areas. Their role will evolve in many cases, from pure information producers to compilers of third-party information, adding value by improving understandability and providing informed opinions by selecting and repurposing media. The workflows of mainstream content and user content, now sharply divided within information-processing organizations, will be effectively blended.
3.2
Dissemination and/or exploitation of project results, and management of intellectual property

(Describe the measures you propose for the dissemination and/or exploitation of project results, and the management of knowledge, of intellectual property, and of other innovation-related activities arising from the project.)
STM’s Exploitation Plan

As part of its strategy to remain a leading semiconductor supplier for the consumer home and mobile terminal, ST will continue researching in the field of multimedia, and in particular focusing on social networks sharing A/V content and on user generated A/V content creation, search and distribution, as these are innovative ways to use terminals such as portable devices, multimedia players/servers where STM has significant market presence. STM aims at being able to enhance its product offerings with implementations of the results of SPIN activities in order to make its offering capable of supporting such social usage at an optimal consumer price point.

Exploitation may include introduction of new chipsets/System-on-Chips which benefit from the research results, or integration in current products of the I.P. emerging from SPIN.

Section 4: Ethical Issues

(Describe any ethical issues that may arise in the project. In particular, you should explain the benefit and burden of the experiments and the effects it may have on the research subject. Identify the countries where research will be undertaken and which ethical committees and regulatory organisations will need to be approached during the life of the project.

Include the Ethical issues table below.  If you indicate YES to any issue, please identify the pages in the proposal where this ethical issue is described. Answering 'YES' to some of these boxes does not automatically lead to an ethical review
.  It enables the independent experts to decide if an ethical review is required. If you are sure that none of the issues apply to your proposal, simply tick the YES box in the last row.)
(The completed proposal Part B is submitted in PDF format)
ETHICAL ISSUES TABLE

	
	YES
	PAGE

	Informed Consent
	
	

	· Does the proposal involve children? 
	
	

	· Does the proposal involve patients or persons not able to give consent?
	
	

	· Does the proposal involve adult healthy volunteers?
	
	

	· Does the proposal involve Human Genetic Material?
	
	

	· Does the proposal involve Human biological samples?
	
	

	· Does the proposal involve Human data collection?
	
	

	Research on Human embryo/foetus
	
	

	· Does the proposal involve Human Embryos?
	
	

	· Does the proposal involve Human Foetal Tissue / Cells?
	
	

	· Does the proposal involve Human Embryonic Stem Cells?
	
	

	Privacy
	
	

	· Does the proposal involve processing of genetic information or personal data (eg. health, sexual lifestyle, ethnicity, political opinion, religious or philosophical conviction)
	
	

	· Does the proposal involve tracking the location or observation of people?
	
	

	Research on Animals
	
	

	· Does the proposal involve research on animals?
	
	

	· Are those animals transgenic small laboratory animals?
	
	

	· Are those animals transgenic farm animals?
	
	

	· Are those animals cloned farm animals?
	
	

	· Are those animals non-human primates? 
	
	

	Research Involving Developing Countries
	
	

	· Use of local resources (genetic, animal, plant etc)
	
	

	· Benefit to local community (capacity building i.e. access to healthcare, education etc)
	
	

	Dual Use 
	
	

	· Research having direct military application 
	
	

	· Research having the potential for terrorist abuse
	
	

	ICT Implants
	
	

	· Does the proposal involve clinical trials of ICT implants? 
	
	

	I CONFIRM THAT NONE OF THE ABOVE ISSUES APPLY TO MY PROPOSAL
	yes
	




















































































































� Add reference.


� For a full list of partners working in the task, as well as complete timing of activities, and lists of deliverables and milestones, see the detailed tables in section � REF _Ref165628472 \r \h � \* MERGEFORMAT �1.3.3�.


� E.g. a body piercing may be conceptualized as a means of self-expression in the Gothic scene, but as a wound in a medically oriented community, and corresponding photographs will be annotated completely differently by the respective members.


� 	Workpackage number: WP 1 – WP n.


� 	Please indicate one activity per work package:


RTD = Research and technological development (including any activities to prepare for the dissemination and/or exploitation of project results, and coordination activities); DEM = Demonstration; MGT = Management of the consortium; OTHER = Other specific activities, if applicable in this call.


� 	Number of the participant leading the work in this work package.


� 	The total number of person-months allocated to each work package.


� 	Measured in months from the project start date (month 1).


� 	Deliverable numbers in order of delivery dates. Please use the numbering convention <WP number>.<number of deliverable within that WP>. For example, deliverable 4.2 would be the second deliverable from work package 4.


� 	Please indicate the nature of the deliverable using one of the following codes:


	R =  Report, P =  Prototype, D =  Demonstrator, O = Other


� 	Please indicate the dissemination level using one of the following codes:


	PU = Public


	PP = Restricted to other programme participants (including the Commission Services).


	RE = Restricted to a group specified by the consortium (including the Commission Services).


	CO = Confidential, only for members of the consortium (including the Commission Services).





� 	Measured in months from the project start date (month 1).


� There may be other partners contributing to the deliverable or milestone; the table contains the name of the partner in charge of coordinating its production.


�   Please indicate one activity per work package: 	


RTD = Research and technological development (including any activities to prepare for the dissemination and/or exploitation of project results, and coordination activities); DEM = Demonstration; MGT = Management of the consortium; OTHER = Other specific activities, if applicable in this call.


� Measured in months from the project start date (month 1).


� Show how both the participants and the Commission can check that the milestone has been attained. Refer to indicators if appropriate. 


� See CORDIS web-site, and annex 1 of the work programme.  


� Projects raising specific ethical issues such as research intervention on human beings; research on human embryos and human embryonic stem cells and non-human primates are automatically submitted for ethical review








�Explain the concept of your project. What are the main ideas that led you to propose this work?


Describe in detail the S&T objectives. Show how they relate to the topics addressed by the call. The objectives should be those achievable within the project, not through subsequent development. They should be stated in a measurable and verifiable form, including through the milestones that will be indicated under Section 1.3 below.








�Describe the state-of-the-art in the area concerned, and the advance that the proposed project would bring about. 


If applicable, refer to the results of any patent search you might have carried out.


�A detailed work plan should be presented, broken down into work packages (WPs) which should follow the logical phases of the implementation of the project, and include consortium management and assessment of progress and results. (Please note that your overall approach to management will be described later, in Section 2).


Please present your plans as follows:


i) Describe the overall strategy of the work plan.


ii) Show the timing of the different WPs and their components (Gantt chart or similar). 


iii) Provide a detailed work description broken down into work packages:


Work package list (please use table 1.3a);


Deliverables list (please use table 1.3b);


Description of each work package, and summary (please use table 1.3c)


Summary effort table (1.3d)


List of milestones (please use table 1.3e)


iv) Provide a graphical presentation of the components showing their interdependencies (Pert diagram or similar)


The number of work packages used must be appropriate to the complexity of the work and the overall value of the proposed project. The planning should be sufficiently detailed to justify the proposed effort and allow progress monitoring by the Commission.


Any significant risks should be identified, and contingency plans described





�This should be moved elsewhere (section 3?); maybe leaving a short reference here


�A summary of the staff effort is useful for the evaluators. Please indicate in the table number of person months over the whole duration of the planned work, for each work package by each participant. 


Identify the work-package leader for each WP by showing the relevant person-month figure in bold.





�Milestones are control points where decisions are needed with regard to the next stage of the project. For example, a milestone may occur when a major result has been achieved, if its successful attainment is a required for the next phase of work. Another example would be a point when the consortium must decide which of several technologies to adopt for further development. 
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