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IMMERSIATYV

Immersive Experiences around TV, an integrated
toolset for the production and distribution of immersive
and interactive content across devices.

Call: H2020-ICT-19-2015-1A
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Market

m Virtual Reality, Real Money

Venture firms have bet more than $1 billion that the next big computing platform
will emerge from virtual- and augmented-reality projects. —s.k.

VC MONEY INVESTED
IN VR PROJECTS

$800M

Oculus Rift accounted for 64 percent of

$600M total WC funding for virtual reality in 2013.
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Malu 360 - video 360° de la Gala de Navidad 2015 de Mali en TVE HD
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IMMERSIATV

Immersive Experiences around TV, an integrated
toolset for the production and distribution of immersive
and interactive content across devices.
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ImmersiaTV: challenges
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OBJ1.

Create a new
cinematographic
language where the
specificities of immersive
displays are taken into
account, and which
conciliates immersive
paradigms with traditional
storytelling techniques.
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ImmersiaTV: challenges
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OBJ2.
Extend the production
pipeline to create
omnidirectional content

for a multi-platform
environment. Broadcast quality rigs
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ImmersiaTV: challenges
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OBJ2.
Extend the production

pipeline to create
omnidirectional content
for a multi-platform Stiching Edition tool
environment.
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ImmersiaTV: challenges
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OBJ2.
Extend the production

pipeline to create _ N
o . Multiplatform Edition Tool
omnidirectional content
for a multi-platform

environment.
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ImmersiaTV: challenges
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oBJ2.
Extend the production

pipeline to create Multiplatform live production tool
omnidirectional content

for a multi-platform
environment.
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ImmersiaTV: challenges
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OBJ3.
Re-design the distribution
chain to address the
specific technical
challenges that
omnidirectional content Codification. Extening JPEG XS

imposes in terms of scope to Omnidirectional video
capture, compression,
distribution, reception,
and rendering.
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ImmersiaTV: challenges

e

OBJ3.
Re-design the distribution
chain to address the

specific technical
challenges that Adaptive streaming. Reducing latencies,
omnidirectional content Py rdlcres e A
imposes in terms of
capture, compression,
distribution, reception,

BEN MPEG
== DASH

and rendering.
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ImmersiaTV: challenges
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OBJ3. |

Re-design the distribution

' A
chain to address the ‘ "
specific technical o .‘.

omnidirectional content

imposes in terms of & oculus Samsung Gear

capture, compression, : . : -
P P Multiplatorm synchronization and other interoperability problems
distribution, reception,

and rendering.
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ImmersiaTV: challenges

Y

OBJ4.
Maximize the quality of
the end-user experience,
across devices, and within

the technical limitations of
existing production
structures, distribution

facilities and reception
devices to create an

Professional users & Content creation

optimal immersive
experience.
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ImmersiaTV: challenges
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OBJ4.

Maximize the quality of
the end-user experience,
across devices, and within
the technical limitations of
existing production
structures, distribution

facilities and reception
devices to create an Professional users & Content creation

optimal immersive
experience.
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ImmersiaTV: challenges
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OBJS.
Maximize the impact of
the ImmersiaTV solutions
within the ecosystem of
content creators,
broadcasters, and
consumetrs.
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Content Creators.
Tooling companies.
Broadcasters.

Content agregators.
TV/STB Manufacturers.
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360 Omnidirectional
Camera System
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High-Resolution
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WORK PACKAGES _ YEAR 1 | YEAR 2 [ YEAR 3
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T1.1 Administrative, financial and contractual management
T1.2 Reporting and controlling '
T1.3 Quality management

D  Deliverables

T2.1 End User Requirements
T2.2 Professional User Requirements
Content Ideation, Production scenarios, requirement
~ analysis
T2.4 Content creation
D  Deliverables

T3.1 Platform design and architecture
T3.2 Capture
T3.3 Production Tools

T3.4 Encoding & Decoding

T3.5 Delivery & Reception

T3.6 Interaction & Display

T3.7 Quality of Experience

T3.8 Workflow integration & End-to-end tests
D Deliverables

T4.1 Execution & Evaluation Plan
T4.2 Pilots

T4.5 User and Technical Evaluation
D Deliverables

T5.1 Market Analysis & Strategies for successful
exploitation

T5.2 Business clinics

T5.3 Communication

T5.4 Innovation transfer

T5.5 Standarization

D  Deliverables
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Pilots
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Contact info

IMMERSIATV

Twitter: @immersiatv
E-Mail: info@immersiatv.eu
Web: www.immersiatv.eu
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