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2020 3D Media (www.20203DMedia.eu) is researching, developing
and demonstrating novel forms of compelling entertainment experi-
ences based on new technologies for the capture, production, net-
worked distribution and display of three-dimensional sound and Iim-

The 2020 3D Media has five Scientific and Technical Objectives

1. To research and develop practical networked technologies for the
capture, production, and display of sounds and images in three dimen-

) 2020 3D Media Spatial sound and vision

Cross-purpose knowledge base

Technical foundation
Standards and protocols required for 3D and high bandwidth applications
Framework for capture, manipulation and display of omni-directional video

User-centric and Marketing Concepts

Professional and final user requirements regarding production and exhibition in depth enhanced or stereoscopic media production

New business models and exploitation plans

System
Architecture

ages. sions.

Production Data Management
Metadata, and semantic definitions
Workflow system built around a semantic database

2. To create a heightened sense of presence, putting the spectator at
the heart of the experience.

The goal Is to explore and develop novel technologies to support the
acquisition, coding, editing, networked distribution, and display of
stereoscopic and immersive audiovisual content providing novel forms
of compelling entertainment at home or in public spaces.

3. To develop means of navigating a virtualized world based on cap-
tured data that has a complete sense of reality.

4. To develop means of changing things in this world once it has been

The users of the resulting technologies will be both media industry pro- created.

fessionals across the curseaorsprodud | m,g 1§ Makdihddssibidt6 Wpurfdsd dnd*deploy multi-dimensional con-
Ing programme material as well as the general public. tent in different contexts.

Demonstration Scenarios

Scenario 1: Depth cinematography

Multi-channel capture:

- Trifocal rig
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Post production tools
-Tools for depth-enhanced image

Scenario 2 :
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Metadata and workflow
management, Multi-view browser
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Post production tools for
interactive content (even for
realtime performance)
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Stereoscopic display

Spatial audio:
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Scenario 3 : Envisioning
Home Experiences



