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1  Executive Summary  

This Deliverable describes the execution and evaluation of the Third Experimental Productions in 
SALERO. The general purpose of the Experimental Productions is to test the validity of the concepts and 
applicability of intelligent technology to creative work in four principal genres: Information and 
Entertainment Programming, Pre-school, Interactive Games and Cross-media experimental work. The 
specific purpose is to test and evaluate the technologies and tools emerging from SALERO, and their 
interoperability with existing media technologies, and to guide the next stages of research and 
development. 

Four Experimental Productions have been executed and evaluated: 

 Information and Entertainment Programming, by Activa Multimedia, designed as a 24-hour 
music IPTV channel, presented by an i-VJ, a virtual Video Jockey as a 24/7 automatic broadcast 
and VoD (Video-on-Demand) service. 

 My Tiny Planets óThe Case of the Incredibly Large Diamondô and óMission to Blizzard Valleyô 
interactive click-through adventures for the MTP virtual world / Tiny Planets Labs games site.  

 Karaoke Revolution®, a singing videogame for PlayStation 3, XBOX 360 and Wii, published by 
Konami Digital Entertainment. 

 Cross Media Experimental Production, by TAIK Crucible Studio, which produced the Turing 
Machine cross media production about the life and influence of Alan Turing, including the Alan01 
physical installation, Turing Impact HD movies and AlanOnline web site. 

This Report is structured with a section for each of the Productions, each of which sections follows a 
common format. 

The different productions involved the use of a wide range of SALERO tools, which were in varying 
stages of development: 

1. Preparation 

 Bones Dailies (including Clapper-board Detection) 

 Facial Animation (Synthetic Emotional Model and Maskle) 

 Semantic Annotation and Search 

 Audio Tagging 

 Audio Transform Authoring 

 Character Generator 

 Games Tools 

 Program Editor 

 Vowel builder 

2. Generation 

 Text-to-Speech Synthesis 

 Audio Transform Rendering 

 Audio Virtualizer and Codec 

 Character Animation 

 Distributed Asset Processing 

 Automatic Multimedia Production (Program Generator and Render Engine) 
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SALERO tools Workflow Possibilities diagram. 

The third-party media production tools used included 3DS Max,  Pro Tools, Adobe Photoshop, Adobe 
Flash, Adobe After Effects, Maya, Audacity, Switch, Smultron, AudioMulch, QuickTime 7 Pro, 
Processing, MAMP, Adobe Director, Adobe Audition, Adobe Soundbooth, Panorama 5, WAMP, MySQL, 
FLV Player, Eclipse Ganymedes, AT&T Labs TTS demo, Natural Reader, MorphVox, LiarLiar, 
MovieStorm,  

The Evaluation process was structured and driven by the Experimental Production Evaluation Sheets 
(EPES), which describe the tools, objectives and issues to be explored, the people involved, the features 
to be evaluated, and the methods and criteria to be employed in the evaluation. The Evaluations were 
conducted with groups of end users, external professionals and the team members responsible for 
making the Productions. 

The EPES, along with examples of the questionnaires and analyses of the answers, are contained in 
Annexes found at the end of the Deliverable. In addition to the specific criteria defined in the EPES, the 
teams responsible also evaluated the Experimental Productions and tools against the five high-level 
evaluation criteria established to ensure a commonalty of process and understanding. The conclusions 
are given Section 7. 

The third round of SALERO experimental productions has enabled partners to make qualitative and 
quantitative comparisons between technologies developed within the SALERO framework, technologies 
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which already exist within the broader media market as well as in emerging market niches. Over the 
period of the project the use of tools and technologies in the media market has, as might be expected, 
changed significantly and it can be seen that SALERO tools have been adjusted to keep pace with those 
changes. In several instances (such as in the use of audio transform tools, the development of 
animation tools focused on lower fidelity avatars and the use of streamed video in internet applications) 
market changes have played directly to SALERO technologies, demonstrating the shift towards creation 
and manipulation of partially user-generated content which has encroached into professional media.  

The SALERO tools have been used and tested within the scope of the four experimental productions 
and seen to provide specific benefits in the repurposing, reuse and generation of newer, more cost-
effective media assets and production methodologies. Interestingly, certain aspects of the four areas of 
production activity investigated appear to have converged over the period of the project whilst others 
have become even more separated. This is a natural reflection of the industry as a whole where 
phenomenon such as the ability to stream media routinely to mobile devices such as the iPhone simply 
did not exist when the project started. In this regard the continued and increasing significance of the 
SALERO tools serves to underline the value of the reuse of media objects within rapidly emerging 
markets for user generated and user customized content. The tools manage to address the media 
market at several production levels; from the immediate, on-demand nature of virtual web environments 
to increasingly high-fidelity console based video games, through enhanced television applications to 
high-end cinematic tools for maximum quality productions. 

The experimental productions show the mechanisms by which the integration of SALERO tools can 
benefit both quality and cost effectiveness of productions in an increasingly fragmented media 
landscape, which stretches from You Tube and even professional news media captured on mobile 
phone, through to high-definition download media, Blu-Ray and increasingly high resolution digital 
cinema  

The table summarises the experiences based on comparisons with other industry standard tools within 
the scope of the experimental productions. As can be seen (and is detailed further in this document) 
SALERO tools offer benefits in specific areas, both in terms of quality and productivity. These have to be 
presented carefully, because the market in which SALERO is operating is extraordinarily diverse ï it 
would be inappropriate to try to make a feature film with a games engine, as an extreme example of the 
caution needed when examining metrics in this regard.  

In conclusion: during the course of the Experimental Productions, SALERO tools have demonstrated 
productivity benefits (such as in the case of the Maskle), quality benefits (such as in the case of the Pitch 
Transformation tool) and extensibility into new media formats (as can be seen with automated 
animation, audio transformation and linguistic analysis for animation). However, it is still a requirement 
that these tools be placed in the hands of expert users; whilst the interfaces are such that inexpert users 
can understand them, a level of understanding and competency in the structure and manipulation of 
media is required to make best use of such technologies. Most especially, the increasing convergence of 
media and emergence of new distribution channels is a well-suited environment for SALERO tools; the 
rapid repurposing of media objects demonstrated within the experimental production supports this 
assertion. 
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EP 

Metrics 

Interactive Video 

Jockey (AM) 

My Tiny Planets 

(PGP) 

Karaoke Revolution 

(BLITZ) 

Turing Machine 

Cross Media 

Production (TAIK) 

Feedback Very positive. 
Interesting. 
Innovative 
concept. 

Positive, general 
enjoyment of the 
visual presentation 
and concept. 

Positive, character 
creator seen as 
adding value to a 
singing game 

In general positive 
considering the 
experimental nature 
of the production 
and the tools. 

Realism Male and female 
characters 
realistic. 

Stylised, as 
appropriate for the 
content 

Procedurally 
generated male and 
female characters 
offering a believable 
range of virtual 
people  with the 
ability to select from 
a range of 
characteristics, 
including ethnicity, 
age and weight as 
well as facial features 
hair and clothes ï the 
most realistic 
characters in a  
singing game in 
todayôs market 

Suitable for the style 
and content of the 
production. 

Flexibility More characters 
can be easily 
integrated. 

Good, allowed 
scope for 
experimentation 

New characters and 
venues are easily 
and rapidly 
generated through 
player choice or can 
be generated 
randomly 

Good, tools were 
successfully 
integrated as a part 
of the production. 

Automation New videos can 
be added easily. 
Presentation 
videos of the 
music clips are 
generated 
automatically. 

Good, providing 
users are already 
expert 

Characters and 
venues are 
generated 
automatically 

Automation was  
sufficient  to aid the 
designersô purposes 
when working in the 
Experimental 
Production  context 

Simplicity Simple 
application. Easy 
to use. 

Very intuitive. 

Good design. 

Good, in the 
context of well 
thought out 
workflows 

Interface is intuitive 
with  choices aided 
by sliders and on 
screen text 

Relatively simple 
and usable 
interfaces. 

Accuracy Quite good 
considering that 
the app-lication 
was meant to 
demonstrate the 
use-fulness of 
SALERO tools. 

Subjectively good, 
accepting that the 
XP was designed 
with the tools in 
mind 

System generates 
playerôs choices  of 
features for a new 
avatar or venue 
absolutely accurately 

Sufficient for the 
goals of the 
production. 
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2  Introd uction  

2.1  Purpose  of this Document  

The objectives of this Deliverable are to   

 Describe and analyze the conduct of the third series of SALERO Experimental Productions  

 Present the evaluation in relation both to the five high-level evaluation criteria and the 
procedures and criteria set out in the Experimental Production Evaluation Sheets (EPES) ï 
specific to each Production. 

It describes four Experimental Productions, in the fields of Information and Entertainment Programming 
(AM); Pre-school (PGP); Interactive Games (BLITZ) and Cross-media Experimental Production (TAIK).  

Five high-level evaluation criteria have been designed to ensure commonality of approach to the 
evaluation of intelligent media technologies in a wide range of applications and contexts, and provide 
useful formative evaluation feedback to the research and development teams. 

These are: 

 The viability of the concept of the Experimental Production, based on the use of intelligent 
content technologies.  

 The quality of the resulting media, in relation to professional and market expectations for 
programme content in the same or similar categories.  

 The usefulness of the technologies for the increasingly automatic generation, adaptation and re- 
use of programmes, characters, movement, sounds and voices.  

 The usability of the technologies, with particular reference to user interface and workflow 
(including data management and retrieval).  

 The interoperability and integration of the technologies, with each other and with industry 
standard media tools as far as expedient.  

The EPES are included as an annex to this document, and are summarized in each EP.  

2.2  Status of this D ocument  

This document has been revised, reviewed internally and subject to further revisions.  

2.3  Related Documents  

Before reading this document it is recommended to be familiar with the following documents: 

 D9.3.3 Third Phase Experimental Productions Specifications Report 
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3  Information and Enter tainment Programming (AM)  

3.1  Production Description  

3.1.1 Introduction and Objectives 

For the third phase of SALEROôs experimental production AM has further developed the production 
defined in D9.3.2: ñi-VJò; this responds to the findings of the evaluation reported in D9.6.2 and also 
makes full use of new integration of SALERO tools.  

The production is a digital television broadcast over Internet TV. We understand Internet TV to be 
multimedia services that are distributed on ñopenò internet that is using the existing structure, without any 
operator controlling the network. Internet TV is in line with two growing trends in digital content, making 
the TV experience more interactive and allowing for customization.    

The experimental i-VJ production continues to use concepts already employed in the two other phases 
and which are of great importance in the context of SALERO and the development of the industry. 
These concepts are: 

 Automation: the automatic use of control systems to generate content and minimize human 
intervention for maintenance. 

 Re-use of assets: maximizing the re-use of assets, particularly 3D models and animations, to 
reduce production costs. 

 Compatibility with different ways of generating audio: a low-cost, highly-automated audiovisual 
production must be compatible with various video sources, ranging from pre-recording to voice 
transformation and text-to-speech. The efficient use of audio sources is crucial for cost 
reduction, the re-use of assets and automation of production. 

 Automatic and semi-random script modification: to make automatic productions that meet usersô 
tastes but seem different each time round. 

New features developed at this final stage are: 

 Automatic contextual retrieval (to improve the VoD service) 

 Automatic voice transformation (to increase the character personalisation possibilities) 

 New emotional and expressive animation features  

 Open Domain TTS System  

 More realistic characters (we have created a new male character and we have added a female 
character) 

Improvements have also been made in this third stage for the usersô experience: 

 More of a television experience 

 Change of role for the virtual character (who just presents videos, and no longer guides the user 
through the application) 

 More control over the playlists   

 More control over the videos (trick-mode) 

 A less intrusive and more intuitive interface application  

 Navigation design based on arrows and O.K.  

A logical development for the experimental application would be the incorporation of a music 
recommendation engine. This would involve redesigning the data base using an ontology-based system, 
but has not been implemented for this production due to the complexity of the work.  
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3.1.2 Concept and Navigation Design 

i-VJ (interactive Video Jockey) is an Internet TV music channel presented by an interactive virtual 
character and based on a 24/7 automatic broadcast and VoD (Video-on-Demand) services. The content 
of some sections can be customized by users. 

This experimental production is an interactive service, so the structure is not linear. The main services 
are as follows: 

 Personalization: 

o My i-VJ: allows users to decide the virtual VJôs appearance. 

o My Playlists: users can create their own playlists. 

o My News: users can activate music news headlines. 

o My Account: users can set up and manage their account. 

 Control: allows users to have the control of the video with the trick mode options: 

o Play/pause 

o Go to next video 

o Go to previous video 

o Repeat video 

o Random 

o Play similar videos 

o Go to the list of songs 

 Add this video: allows users to insert the music video they are watching into a playlist. 

 Info: users can view additional information of the video. 

 Search: users can search music videos with a virtual keyboard.  

There are currently two levels of content customization: 

 First level: users can prepare their own music video playlist and see the videos they want. They 
can also choose the music headlines they wish to see. 

 Second level: users can customize the virtual Video Jockeyôs (channel presenterôs) appearance   
by choosing gender, hairstyle, clothes, accessories, etc. 

3.1.3 Character and Set Design 

3D Animation Character (i-VJ) 

The virtual Video Jockey is based on the style of presenters seen on MTV and similar channels. The 
VJôs role is to pave the way for the music videos by providing information on the song, the group or the 
singer, as well as making clever and entertaining comments. 

Users can choose between a male or a female i-VJ, and change the Video Jockeyôs look. The virtual 
character presents the viewerôs chosen video clips in a virtual video set, through audiovisual pieces 
generated by the system. The production is based on a wide range of possible actions and camera 
movements combined in a semi-random way to add expressivity and visual richness to the clips 
presented by the Video Jockey. 

The characters were modelled in 3DS Max v.2009 and textured from designs made with Adobe 
Photoshop CS3. The 3D objects were exported in two different formats; FBX standard format and a 
plug-in device developed for SALERO, which allows both the Program Editor and the Character Editor to 
interpret the objects. The different configurations from which users can customize the virtual characters 
were made with the SALERO Character Editor tool. The SALERO Template and Program Editor were 
used to create the templates that the SALERO Program Generator uses to prepare the assets to be 
rendered. The Program Renderer was also used as an extension to the UPF GTI Framework to test the 
rendering engine and create the videos that introduce the music clips. 
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Images of the creation process of the male i-VJ 

 

Images of the 3D set 
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Images of the creation process of the female i-VJ 

 

Examples of different shots 


