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« Video — another visual sign system

. Media-dependent context
. Meta-semantic context

« Al techniques
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Text and Image Application — summary

Investigated

. Word of bag in Image Analysis
« The MultimediaN E-Culture Demonstrator

Findings
. word of bags work on the denotative level of the image (15t step of

signification)
a method to statistically establish the objects in an image

Image descriptors are not given with the image: one needs to extract or
interpret them

Web2.0 facilities fit well:
. involving community experts in annotation
« personalization, myArt

more links, more data, more metadata

social barriers have to be overcome
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Video — a temporal visual sign system




Video — Examples

Titanic — The sequel

The shining — a romantic comedy

Schindler's list — the romantic comedy

Mary Poppins — the scary original

All images from YouTube (www.youtube.com)

Frank Nack Kennisgebaseerde media



Video — Internal and external context

An image is an index to a story

A video is an iconic representation
of a story

Images from Stanley Kubrick's 'Shining'

Frank Nack Kennisgebaseerde media



Video — Internal and external context

Media-dependent context

. Spatial
. Temporal

Meta-semantic context

Im;\ges from Stanley Kubrick's 'Shining' ° P|Ot Stru Ctu re
. Genre
« References
- Reviews
« Personal preferences

Frank Nack Kennisgebaseerde media



Video — Media-dependent context - temporal

v
~—

!

\ 4

Shot context: temporal relationship
between frames

Scene context: temporal relationship

between shots, e.g. insert

Episode context: temporal relationship between scenes

Frank Nack

Kennisgebaseerde media

}

Montage

« Metric (absolute length)
« Rhythmic
. Tonal

« Compression
« Expansion

. Insertion

« Deletion



Video — Media-dependent context - summary

Temporal

Spatial

Knowledge
representation

All frames from “The Shining” (1980)

9
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Video — Internal and external context

Media-dependent context

. Spatial
. Temporal

Meta-semantic context

. Genre

. References

« Reviews

« Personal preferences

Im;ges from Stanley Kubrick's 'Shining' [ ° P|Ot StFUCtu re ]

Frank Nack Kennisgebaseerde media
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Video — Meta-Semantic context — Narration

Fabula A set of of logically and chronologically related
events that are caused or experienced by actors.

a high level concept that is part of the subtext

Theme of anarrative, not directly present within the
narrative but is connoted through the presence
of motifs.

Horror: supernatural, macabre, fear, terror,

Genre
a loose set of criteria for a category - — B e
of composition P I Ot '
epic, tragedy, comedy, novel, short \ /
story, drama, documentary, etc.

Structure
Catalyst — Conflict - Consequence

Characteristic objects and actions from the real world:
Sty|e ghosts, aliens, vampires, werewolves, curses, satanism,
torture, vicious animals, zombies, cannibals, and serial killers

Frank Nack Kennisgebaseerde media 11



Video — Meta-Semantic context - Narration Il

Frank Nack

Plot

Content

Expression

Events Actions
Happenings

Existenoe | Chatac ters
| Settmgs

People, things, etc. as pre-
processed by the authorss
cultural codes

Structure of namative
o

Manifestation (Verbal cinematic,
pantomimic, etc.)

Kennisgebaseerde media

Form of content

Substance of content

Form of expression

Substance of expression

S. Chatman (1978, p. 26).
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Video — Context - summary

l — Image

Optical pattern

v

Mental experience

.

The sign

Image System

Saccadic Signifier Signified Cultural

reading $) ~ ) experience

E . "
mainly mainly
Denotation Connotation

PAE VR W 3
=
Icon Symbol Metonymy Trope ué
S=8' S=8' S~8 STS =
5]
\ / =
Index g
S =8 &
T
@

—» Plot

Content

Events Ac
Happenings
Existence Characters
Settings

People, things, etc. as pre-
processed by the authorss
cultural codes

Structure of namrative
.
Expression

- Manifestation (Verbal, cinematic,

pantomimic, etc.)

Form of content

Substance of content

Form of expression

Substance of expression

!

Frank Nack
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Video — a temporal visual sign system - summary

« Avideo is a compositional unit with individualised
semantics.

« The semantics may change if a shot is juxtaposed
with another shot.

« Adistinction between filmic (codify the relation to
reality) and cinematic codes (codify narrative
communication) must be made.

 Video, though based on common human content
and thematic structures, provides its own realities
of time and space which are interwoven in the
narrative structure.

. A story is a representational system based on two
main layers, structure and content, each serving
two distinct purposes (form and substance)
simultaneously.

14
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Video — Processes
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About media processes

/ VIEE] Storyborading
Version 2 Production
Script = Planning
TS Version n
Budgeting
Duration
Bodydouble Place

l l Time/Story

Available data space during preproduction

t

Intelligent Creativity Support

Archiving

Frank Nack

Distribution

¢

scC1

Fsho(Com| Tinf |Wat

Sound

Available data space during production

\ 4

Timecodes

Special Effects

Final versions

N\

TV-Code

ITS-Code|

Available data space during production

Details in Nack & Putz (2004)

Kennisgebaseerde media

Organize

Premeditate

Create

Construct
Message

Distribute

Details in Hardman et al. (2008)
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Video — Processes

Frank Nack

Kennisgebaseerde media

« Access
« Search
« Filter
« Sharing

« Creativity
« Manipulation / Authoring
* Generate

« Interaction
» Stimulus - response
« Jump
» Browse
* Question answering

17



Video — Al techniques




Video — Al techniques

Frank Nack

A video is spatial, temporal, situated and
active item

We need
» temporal/spatial representations

« context representations
« action representations

Kennisgebaseerde media
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Video — Al techniques

Make use of denotative attributes

Cut detection (change of motion, change of
colour, change of objects)

Order of shots based on keyframe organised by
some thread

Definition
A thread is a linked sequence of shots in a
specified order, based upon an aspect of their
content.
Static threads: pre-computed
Dynamic threads: created on the fly

20
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Video — Representation of time |

Time
a measuring system used to sequence events, to compare the durations of
events and the intervals between them, and to quantify the motions of objects

El :before E2 qip - E: >
El E2
El :meets E2 <+ = = |

El :overlaps E2
James Allen's

T : : El
classification of time -
El :starts E2 - >
El
‘12—’
El :during E2 - >
<—E! >
E2
El :finishes E2 - >
- .
El :equals E2 - = >

21
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Video — Representation of time Il

Frank Nack

1ISO

v

The time description in XML-S is based on a
restricted set of lexical expressions of the
ISO 8601 standard.

The lexical time expressions can represent
« the real world time (Time data type)
. the time as used in the AV data
(mediaTime data type).

t t time to t time
»axis A » s
Duration > :
TimePoint RelTimePoint
: (timeBase)
A) TimePoint and Duration B) RelTimePoint
Ito 1 1 1 1 1 1 1 Itl 1 1 1 1 1 1 1 1 1 1 1 1 {2 >ﬁ”le
A T T T T T T T T T T T T T T T T T T T I (LX‘iS
: >
i . . IncrDuration
| RelIn_c1TnnePomt (timeUnit)
: (timeBase,
}_' 4_.... S——— tinleUn.it) l_' ‘ .............. i
C) RellncrTimePoint and IncrDuration

Kennisgebaseerde media
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Video — Representation of time lll

| User Itertace & applications | Synchronized Multimedia Integration Language
(SMIL)

23
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Video — Representation of situation |

Frank Nack

Frames,
a data structure used to divide knowledge into
substructures by representing "stereotyped

situations."

A frame contains information on
« how to use the frame,
. Wwhat to expect next
. Wwhat to do when these expectations are not

met.

Some of the slots are generally unchanged.
Some slots (terminals) can change => value range

Different frames may share the same terminals.

Kennisgebaseerde media
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Video — Representation of situation | a

Frank Nack

-
Marvin Minsky

Frames

Lecture

Specialisation of: meeting

Context: large number of
students

Course: Op. Systemg

Level: D‘flc"—lt

If difficult, then
pay attention L

Lecturer:

Room*;

Kennisgebaseerde media

» Lecturer

A

Name: Prof Jones

Tolerance: |Intolerant

If intolerant, then
turn off mobile phone

If intolerant, then
pay atlention

25



Video — Representation of situation |l

Scripts
describe stereotyped sequences of events in a particular context
(situational, personal or instrumental) ...« and Abelson

(1) Graham went to see the tigers last night.
(2) Paul went to see the Cubs last night,
(3) Howard went to see the expos last night.

(ta) Me saw Eric in the monkey house. (1b) He saw Eric during the Naticnal Antherr
200 - SCRIPT BALLGAME - SCRIPT
(Drive there) (Orive there)
(Park)

(Buy popcorn)
{See lions & tigers)
(See monkeys)
(See lbudi)
(Play on swings)

(Go home)

Frank Nack Kennisgebaseerde media

(Buy ticket
|
(Buy occlnocord)
(Buy peanuts & crackerjacks)

(Sing Star Spang. Banner)

I Watch 6.5
(Watch 9.mo< Stretch )

| Watch rest
(Go home)

26



Video — Representation of situation Il

Semantic graph
Is a network which

|'/"‘ -.'\ 0 _é'
(ARTHUR ) (

~_T brmher'\-\__ _ N _ sister \_ -
father o 1T
o Ny mother mother

( BRYAN )

...%..’ ._./"
father

e _""\.
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Frank Nack

Jm { IDA

represents semantic relations among concepts.

\ .
| ( B
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mother

a"l “'-
( JASON }

.\‘. o

Kennisgebaseerde media

27



Video — Representation of situation Il

Conceptual graph

A conceptual graph (CG) is a notation for logic based on the existential
graphs of Charles Sanders Peirce and the concept of a semantic network.
First used to represent the conceptual schema in databases o

Existential graph (Peirce) Conceptual graph (Sova)
PQ @ @ BUSINESS ESTABLISHMENT: #x
a) Conjunction P A Q b) Negation =P
c1) Conditional P - Q d) Disjunction P v Q :
: RCPT AGNT
P

¢2) Conditional P - Q,
alternative notation

CUSTOMER: {#} Concept node
O Relation node

2
Frank Nack Kennisgebaseerde media 8



Video — Representation of action

Conceptual dependencies (Schank)
which describe human action through a small set
of 11 composable primitives

P
John > PROPEL “< cart

—> John
John <2 ATRANS “—
T — Marry
0O
book
John
John 2> INGEST — ﬁ
To PROPEL
Ice cream o

Spoon

Frank Nack Kennisgebaseerde media

« ATRANS - transfer of an abstract relationship

PTRANS - physical transition [of things]
PROPEL - apply physical force to an object
MTRANS - transfer of mental information
MBUILD - construct new information
SPEAK - Utter a sound

ATTEND - Focus a sense on a stimulus
MOVE - Movement of a body part by owner
GRASP- Actor grasping an object. e.g.
clutch.

INGEST - Actor ingesting an object. e.g. eat.
EXPEL - Actor getting rid of an object from
body

29



Event - Eventory

OO“«G
photos <

birthday
party similar

An Event Based Media
Repository with event
caused party description in MySQL

promotion

client
presentation in
london

related to

X. Wang, S. Mamadgi, A. Thekdi, A. Kelliher, and H.
Sundaram. Eventory — an event based media repository.
In Semantic Computing. IEEE, 2007

Frank Nack Kennisgebaseerde media 30



Event - LODE

ime:inXSDDateTime 2010-01-24T20:00:00
' AMxsd:dateTime

[iype ode:atTime

rdf:about

lode:atPlace lode:illustrate

ma:creator

lode:involvedAgent

lode:inSpace

geo:la geo:long
34.101944°NA -118.340972°WAA
xsd:string xsd:string

Raphaél Troncy, Bartosz Malocha and André Fialho. Linking
Events with Media. In the Open Track of the Linked Data
Triplification Challenge, colocated with the 6th International
Conference on Semantic Systems (I-SEMANTICS'10), Graz,
Austria, September 1-3, 2010

Frank Nack Kennisgebaseerde media



Video — Interaction

The degree of responsiveness,
examined as a communication process
in which each message is related to the
previous messages exchanged, and to
the relation of those messages to the
messages preceding them.

mm) Semantic LINKS

32
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Video — Representation of story flow (links)

foo://username:passwordéexample.com:8042/over/there/index.dtb; type=animal ?name=ferret#nose

\ /o /\ [ \_/\ [\__/\/\ [\ [\ _/
scholeme userlnfo hostnlme port’ path| filenarlne extlnsion p!arameter(S) qtllery flagment

I \ authority /

/I\ / \

urn:example:animal:ferret:nose

But Hypervideo offers more:

« The link is the mechanism to represent the dynamics and rhetoric of
the video [Sawhney et al.1996]

« Work that describes in some detail the relation between the structure
of hypertext and film, and links to edits [Miles 2000, Mancini 2000]

Frank Nack Kennisgebaseerde media
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Video — Representation of story flow (grammar)

Ti?’ HERO’S %@@%@ﬁﬁ?

NP
Innocent World Freedom to Live
aof Childhood
L 4
Separation

Call to Adventure STk

Refusal of Call E N -
Sut_)er'ndtural Aid Refusaul of Return
Return

Crossing First
Threshold

The Ultimate Boon

Belly of the Wha[e ,, :
R Apotheosis

Initiation

Road of Trials

Atonement to
Recognition by
Teasts and Ordeals Father

Dragon-battie

Meeting with the
Goddess :

nadir
. Crucifixion
symbolic death/dismembermeant
sparagmos

Frank Nack Kennisgebaseerde media

Story Grammar

describes the structure of a story including
story elements, such as setting, characters,
events, resolution, etc., and the relationships
between them.

Main influenced by Propp's work on Russian
folktales and Chomsky's transformational

grammar.

[Colby (1973); Knitsch & van Dijk (1978); Lakoff (1972); Mandler (1977);
Rumelhart (1975, 1977); Thorndyke (1977)].

34



Video — Representation of story flow (planner)

Retrieve film info Group shots and
e.g. story, characters, > takes into heaps
intention

Control the effect g Create scene out
of scene ‘\ of related heap

Recreate scene A

+
Control effect on _
overall story w

+ = Redo ordering

Decide about end

‘v

Stop

Frank Nack

Goa|S / P|anS (Schank & Abelson)
represent high-level structures that control
processes.

Register each heap
in a list & set
relevant parameters

v

Find start point of
film.

Pro Plan Arguments
The main arguments against this approach
are advanced by Black& Wilensky (1979)
* There is always a story more complex
than the latest grammar
« Grammars are static, storytelling as a
process is fluid

35
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Video — Representation of story flow (planner)

Conceptual terminology

Example

Eat in restaurant

Sub-goal Subgoal é

Enter

Order é

e |-

Open Go to
door table

Read 0
menu/ |

Frank Nack

Kennisgebaseerde media

A typical planner takes three inputs:

« a description of the initial state of the
world,

« a description of the desired goal

. a set of possible actions.

The planner produces a sequence of actions
that lead from the initial state to a state
meeting the goal
forward versus back-ward chaining.

| |

data-driven goal-driven

36



Video — Representation of story flow (agent)

Story Specification
Drama Manager
| A
Broadcast Actior':l gtiefléction Action S<-:-T uences Authorisle Action
Episode Targets has began |q l Story World
! !
Other Agents
Agent — Action = [ ~
| Episode Targets ]
\
Subsequent (
Action > Actor Layer ]
~ \ Update
Character i Potential VU With
[ — Potential | Actor Layer F atione | | T New
Layer ctions Update with Update with Emotional St
» . . Restore State ory
- T Initial Action  Subsequent Action Impact World
[ Eplsode Propose L i i i [ State
Taraets Actions : A
g Virtual User
Restore State —H
Emotional Impact — .
Emotional State Memory
And update VU State
Weallans, Allan, Sandy Louchart, and Ruth Aylett. "Distributed
drama management: beyond double appraisal in emergent
narrative." Interactive Storytelling. Springer Berlin Heidelberg,
2012. 132
Frank Nack

Kennisgebaseerde media
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Video — Representation of story flow (agent)

Character Layer

Generate set of Perform DA Attempt
all potential actions > on Virtual Authorised <
A={al,a2,...an} User Action

Actor Layer

v v v
Generate Poll all agents Determine Submit action
action short list for subsequent subsequent action sequence pairs
A'CA actions a'forcachain A' for each agent
v Drama Manager

Have all
deliberating
agents finished
AS?

Determine sequence Authorise
of best fit initial action

\ 4

Weallans, Allan, Sandy Louchart, and Ruth Aylett. "Distributed
drama management: beyond double appraisal in emergent
narrative." Interactive Storytelling. Springer Berlin Heidelberg,

2012. 132

Frank Nack Kennisgebaseerde media



Video — Al techniques - summary

Frank Nack

Relevant content representation mechanisms
for video are:

« Scripts

« Conceptual Dependencies

. Semantic networks

« Semantic links

A primarily structure-oriented approach (grammar)
to the temporal aspects of video with respect to
generation and interaction is not appropriate.

A planning approach (planner or agent) seems
more promising, as then the different levels can be
separated, while maintaining the interaction
between the structure and content layers.

Kennisgebaseerde media
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Video — Applications |

r Al
806 YouTube - Broadcast Yourself. e
@ (< o [*a| e You v b .
Back Forward Reload Stop Home del.icio.us tag this e http:// -youtube.com/ = 4 ™ Hypertext q
Welcome to the HCS ...  UvA - Medewerkers ...  Blackboard Learning ... Manuscript Central Google Documenten LEO Deutsch-Englisc... ACM Digital Library caisME Van Dale Taalweb | ... SWI-Prolog's Home »

M
Y Sign Up | Account | History | Help
Broadcast Yourself ™ Home Videos Channels Community
] |Videos  ¥| Search Upload
Videos being watched right now...
h Login Sign Up | Help
S = Username: Fnack
E 00:04 00:46 00:25 T 06:14 Password: [mm, |
Login |
Promoted Videos Forgot Username | Forgot Password
. Login with your Google account ()
o/
" ".. . - .
Midnight Vignette Donkere dagen voor Hoe staat jouw MAX & Loretta - & Lorena What's New
SecretlyJag o Kefs
BeeldenGeluid sterrennl omroe| [ = | YouTube Mobile
E New! Watch ALL YouTube videos on your
Featured Videos See More Featured Videos mobile device
" ; ; Yol Warp!
Featured Most Viewed Most D ed Top F it ©
eatur ostiew ostiscuss ik i Visually fly through YouTube videos in the
. - Fullscreen player
Pirates VS Ninjas From: booshoe37 piay
The choice is yours. Are you a pirate or are Views: 15,019 =) RSS Feeds
you a ninja? This competition will settle once :;‘:1**’ W Click on the "RSS this page” link to get
and for all which is the COOLEST. O (more) 2 fresh videos delivered
More in Comedy
. , Taking Films "From Here To Awesome"
Star Wars according to a 3year... \F;rcfnn.vﬁstofb There's no question thattechnology has
From www.fistofblog.com Here is my Views: 1,274,242 democratized film production and distribution. But
daughter, age 3, explaining the plotof Star X% x % its time to turn a handful of success stories (Four
Wars Episode IV. She explained the whole 01:30 Eyed Monsters, M dot Strange, Lance Weiler and
mov (more) Robert...
More in People & Blogs Read more in our Blog
Do you like movies? Do you From: fromheretoawesome
make... Views: 244,123
If you want to see films outside of the :4::*’
Hollywood status quo, check out the films -
that have submitted to From Here to -
Awesome: (more) A
More in Film & Animation v
Read i.ytimg.com pD +%* Tor Disabled

Frank Nack Kennisgebaseerde media
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Video — Applications |l

r . 3
o000 Storyspace: HyperCafe (=]
J Al [
@ @‘ r Ba TAG http: - M
ttp:/ /www.eastgate.com/storyspace /film/HyperCafe.html v v Hypercafe
Back Forward Reload Stop Home del.icio.us tag this n p:/1 9 /storysp / /Hyp L vp q
Welcome to the HCS ... UvA - Medewerkers ... Blackboard Learning ... Manuscript Central Google Documenten LEO Deutsch-Englisc... ACM Digital Library caisME Van Dale Taalweb | ... SWI-Prolog's Home »
serious hypertext Eastgate Systems Inc.
hypertext tools fiction nonfiction poetry books Hypertext NOW
ola S Ce ‘
t | )}A
STORYSPACE AND HYPERVIDEO SCREENWRITING
[ Download your FREE Sloryspace demo now! |
HyperCafe, an award-winning interactive film, places the viewer inside a
virtual cafe. It's a strangely real yet cinematic experience, a video
environment where stories unfold around the viewer.
Storyspace 2.5.0 for MacOS X: 295 . N .
Add to shopping cart Select a conversation, and the navigation pan fades into a
closeup, two men talking, and one’s saying to the other, “in fact,
Yau can abaays 1emave il ke our words over here don't affect their words over there.”
“ Another table comes into view, another possible conversation,
next to the first. After a few moments, the second table fades
Storyspace 2.0 for Windows: $295 away if not selected, The link unrealized (which is a choice in
Add to shopping cart itself), the story continues: “I find that highly questionable,” the
other man says. “What if | yell ‘fire? What then?" (1]
Yau can abaays 1emave it ke,
Written, directed, and produced by the team of Nitin Sawhney, David
Balcom, and lan Smith, a report on HyperCafe won the prestigious
Storyspace Macintosh Upgrade: $95 Engelbart award at Hypertext 96. A fuller discussion of HyperCafe has just
Add to shopping cart appeared in the /EEE Multimedia Journal, and the work itself has been
featured at conferences and festivals throughout the U.S. and Europe.
Yau can abedys 1emave it ke,
s T Coe AT ]
Heedto upgaRT x-T
Storyspace Windows Upgrade: $95 = B =5
Add to shopping cart H »_..! __‘Lj T
3 e
Yau can abeays 1emave it later. [ f’ E La Upe
R p—
Ricmern'S
USER STORIES
Berreby
Ucerler
ek el - Dt b vt Fret
ABOUT STORYSPACE TEX Thare b rosivghe oy o ey 04
Overview
Storyspace maps £ SCRASHC OF TR M (R TAFQ 5100k 10 SC K. LCoueeire 1995 oy . Davikd -
\Writing spaces Eakom. 3w BaSmkn. used oy gReamlsshon, A
Thadissstaibsnantafolesassssinmealdina -ast—ainesss—snd-insannabissites b 4
C )4 >
Done D Tor Disabled
42
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Video — Applications Il

r - - hl
000 Lev Manovich: Soft Cinema S
o L o D http: //softcinema.net/?reload v * Lev Manovich .
Back Forward Reload Stop Home del.icio.us tag this 0 P/ / L4 Q )
Welcome to the HCS ...  UvA - Medewerkers ...  Blackboard Learning ... Manuscript Central Google Documenten LEO Deutsch-Englisc... ACM Digital Library caisME  Van Dale Taalweb | ... SWI-Prolog's Home »
4 N
Q Lev Manovich 2 Lev Manovich: Soft Cinema @ | v
' SOFT CINEMA:
H
visuaLs | rroveor seiRy |
CONCEFPTS
MOVIE EDITION S Soft Cinema project mines the creative possibllities at the Intersection of software culture, cinema, and architecture. Its manifestations Include fllms, dynamic
EENERIGE visuallzatlons, computer-driven Installations, architectural designs, print catalogs, and DVDs. In parallel, the project Investigates how the new representational
S onTTEoTORE technigues of soft(ware) cinema can be deployed to address the new dimensions of our time, such as the rise of mega-cities, the "new" Europe, and the effects
of Information technologles on subjectivity.
10
CREDITS At the heart of the project Is custom software and medla databases. The software edits movies In real time by choosing the elements from the database using the
systems of rules defined by the authors.
contact: manovich [at] ucsd [dot) edu
SOFT CINEMA:
H
DVD now available
Lev Manovich and Andreas Kratky
SOFT CINEMA: Navlgating the Database
DVD-video with 40 page color booklet
The MIT Press, 2005
ISBN 0-262-13456-X
SOFT CINEMA: NAVIGATING THE DATABASE Is avallable through The MIT Press
<mitpress.mit.edu>, online resellers <www.amazon.com, www.barnesandnoble.com, etc.> and selected bookstores.
What kind of cinema Is appropriate for the age of Google and blogging? Automatic survelllance and self-gulded missiles? Consumer profiling and CNN? To
Investigate answers to this question Lev Manovich - one of today's most Influential thinkers In the flelds of medla arts and digital culture - has palred with
award-winning new media artist and designer Andreas Kratky to create the Soft Cinema project. They have also Invited contributions from leaders In other cultural
flelds: D) Spooky, Scanner, George Lewls and J6hann Jéhannsson (music), servo and Andreas Angelldakis (architecture), Schoenerwissen/Office for
Computational Deslgn (data visualization), and Ross Cooper Studlos (media design).
SOFT CINEMA: Navlgating the Database Is the Soft Cinema project’s first DVD published and distributed by The MIT Press (2005). Although the three fllms
presented on the DVD reference the famlliar genres of cinema, the process by which they were created and the resulting aesthetics fully belong to the software
age. They demonstrate the possibllities of soft(ware) cinema - a 'cinema’ In which human subjectivity and the varlable cholces made by custom software combine L
to create flims that can run Infinitely without ever exactly repeating the same Image sequences, screen layouts and narratives.
‘Misslon to Earth' Is a sclence fictlon allegory of the Immigrant experience. It adopts the varlable cholces and multl-frame layout of the Soft Cinema system to
represent ‘variable Identity’. 'Absences' Is a lyrical black and white narrative that relles on algorithms normally deployed In military and clvilian survelllance
applications to determine the editing of video and audlo. 'Texas' Is a ‘database narrative’, which assembles Its visuals, sounds, narratives, and even the Identities
of Its characters from multiple databases.
The DVD was designed and programmed so that there Is no single version of any of the flims. All the elements - Including screen layout, the visuals and thelr
combination, the music, the narrative, and the length - are subject to change every time the flim Is viewed. o
A
The development of Soft Cinema project was made possible by the commissions from ZKM Center for Art and Medla and the BALTIC, The Centre for I
L rt_The resulting comnuter-driven Installatians and films have hean In medla_and film festivals arnund the warld
Done Tor Disabled |
. . 43
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Video — Applications IV

Advene project

(' [ : _—n - — - A
>)v) (& xX)(MA) i) [ http://liris.cnrs.fr/advene/#anglais Ei]_j v) % ' Advene Q) El
Most Visited ¥ SAP NetWeaver Portal Second-hand Amste... Blackboard Learning... WordPress.com » Yo... Vertalen .nu : vertali... LEO Deutsch-Englis... ACM Digital Library Online Mind Mappin... iipcreate.com Twitter / Home »
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Annotate Digital Video, Exchange on the Net

| Project | I Application I | Examples I [ Support I I Research I
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Project presentation [ |} |

Advene (Annotate Digital Video, Exchange on the NEt) is an ongoing project in the LIRIS laboratory (UMR 5205 CNRS) at University Claude
Bernard Lyon 1. It aims at providing a model and a format to share annotations about digital video documents (movies, courses,
conferences...), as well as tools to edit and visualize the hypervideos generated from both the annotations and the audiovisual documents.
Teachers, moviegoers, etc. can use them to exchange multimedia comments and analyses about video documents. The project also aims at
studying the way that communities of users (teachers, moviegoers, students...) will use these self-publishing tools to share their audiovisual
"readings”, and to envision new editing and viewing interfaces for interactive comment and analysis of audiovisual content.

o Av

Package

Document sharing:

-cobpy e Enriched
webserver, T .
email, etc. / '/ video views
-reference
through AV Document
imports

Package creation —

(definition of annotations and views) > .
Ad hocviews  Hypertext views

Package utilisation
(visualisation, enrichment)

As seen on the figure above, Advene prototype features:

1. At the package creation level : annotation of audiovisual documents (association of typed information to temporal fragments), creation
of visualisation means (views).

2. Exchange of annotations and visualization modes in packages independently from the audiovisual material (images and sounds). If
needed for the visualization of the data, pictures and sound clips can be extracted from the digital video support (e.g. file, DVD). The
user of the data is then required to possess the video to take full advantage of the analysis and comments.

3. At the package use level : visualisation of augmented movie (the annotations are used to display supplementary information on the
video, to control the playing of the video, to navigate the video), visualisation of hypertext documents constructed from annotation and
AV material, use of ad-hoc views (e.g. timeline view).

The Advene project is supported by the French National Research Agency for the Cinelab project.
Présentation du projet =]

Le projet Advene (Annotations de vidéo numérique (Digital Video) échangées sur le NEt) est mené depuis plusieurs années au laboratoire
LIRIS (UMR 5205 CNRS) de Université Claude Bernard Lyon 1. L'objectif général du projet est de fournir un modéle et un format permettant
de partager des annotations de documents audiovisuels numériques (films, cours, conférence, etc. ainsi que des outils permettant d'éditer et
de visualiser/jouer des hypervidéos générées a partir des informations liées aux annotations et aux documents audiovisuels. Les enseignants,
les cinéphiles peuvent utiliser les hypervidéos pour échanger des commentaires et des analyses multimédiatiques & propos des documents
vidéos. Le projet a aussi pour objectif d'étudier la maniére dont les communautés d'utilisateurs (étudiants, cinéphiles, étudiants...)
s'emparent de ces outils d'auto-publication pour partager leurs "lectures audiovisuelles”, ainsi que de participer a la définition de nouveaux
modes d'édition et de visualisation interactive de contenus audiovisuels.

Comme décrit dans le schéma ci-dessus, le prototype Advene permet : e
1. au niveau de la création de recueil (& gauche du schéma) : d'annoter des documents audiovisuels en associant des informations a des X

€ Find: (Q Fear ) (Next | previous ) (O Highlightall ) [] Match case
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@ http:/ /www.terminaltime.com/ v |C,} v Terminal Time

TER%i% Introduction: Description Support Technical Screenings Products Contacts

1. What is the most pressing issue
facing the world today?

History is in your hands! Through an audience )
response-measuring device (applause-meter) 20, 8. Men are:becoming too feminine and
-onnected to a computer, viewing audiences Ivermen (oo raseuline.
connecte . comp| 8 o - 231 B. People are forgetting their cultural
respond to periodic questions reminiscent of heritage.
marketing polls. These questions occur every 6 C. Machines are becoming smarter than
minutes during the story. The loudest applause people. )
determines the winning answer. D. 1t’s getting harder to sarna living

< and support a family.

C. Machines are becoming smarter than people.

Your answers to these questions allow the computer program to create
historical narratives that mirror and even exaggerate your biases and desires.
Just clap, watch and enjoy. At long last, Terminal Time gives you the history
you deserve!

The Terminal Time engine uses the past 1,000 years of world history as
"fuel” for creating these custom-made historical documentaries. Each
program generated by the machine can be either projected on a screen or
broadcast on television monitors. (Although the video and sound are

\ constructed in the computer, the signal is compatible with standard video

!- o technology.) Each program lasts approximately 30 minutes.

lia ‘
Audiences experience the project in a similar manner to a movie. A short breakdown of how the audience experiences the work follows:

first questions second questions third questions
posed 1o posed o posed to
audience audience audience

2min 6 min i '/ Bmin . Discussion
— Q1 —p Q2 %03 —>9de with

Intro. Section 1: Section 2: Section 3. Credis Audience
Similar 1o 1000 roughly roughly

Masterpiece 1750 &D. 1750-1950 1950-present

Theatex

Introduction

1. Audience members find their seat and the "movie"” begins with a short title sequence and introduction.
2. A series of three questions are asked -- each is shown on screen and read aloud by the digital voiced narrator. The audience answers the questions as a group by applauding
answers to these questions changes the story that will follow.)
3. The history lesson begins with a 6 minute section of the movie covering the years 1000-1750.
Tor Dis
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Video annotation and editing system
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Video — summary

« Avideo is a compositional unit with individualised
semantics that may change if a shot is juxtaposed
with another shot.

« Adistinction between filmic (codify the relation to
f"» reality) and cinematic codes (codify narrative
communication) must be made.

f « Video provides its own realities of time and space
which are interwoven in the narrative structure.

. A story is a representational system based on two
4 main layers, structure and content, each serving
@ﬁ two distinct purposes (form and substance)
simultaneously.

« A primarily structure-oriented approach (grammar)
to the temporal aspects of video with respect to
generation and interaction is not appropriate.

« A planning approach (planner or agent) seems

more promising.

48
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