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▪ One MODALITY of access : the VIDEO
▪ video is becoming the principal component for knowledge communication and sharing 

▪ MULTIMEDIA data :  
▪ Video, Images, 

▪ Digitized Documents, 

▪ 3D Clouds, Computer Graphics  products

▪ … Sounds, Text, Speech..

▪ Goals

▪ High Quality & Low Cost Multimedia Production
▪ for re-using existing material

▪ for integrating multimedia data in cross-media storytelling

▪ To new business models in multimedia production

▪ To boost diffusion of Cultural Heritage knowledge



☺
the Youtube users watch more than 

3 billion hours in each month 

from the economical point of view , 

1 minute of video corresponds to 

1.8 million of words. 

(Insivia1 2016)


the 60% of Web users stop 

watching a video after 2 minutes 

the 20% clicks away after 10 

seconds. 

( Visible Measure, )

The CultMEDIA project aims at facilitating the 

developing of audio-visual and transmedia storytelling 

by optimizing costs and complexity of cultural media 

production. 



▪ A disruptive improvement in the processes and services related to the cultural 
heritage content production, 

▪ a) handling the creation of multimedia video (i.e. containing text, audio, images, 
clips, 3D animations) and new transmedia storytelling (i.e. exploiting different 
media platforms, form video to web, to augmented reality, to improve user 
experience), thanks to the creation of a service platform and open-source 
software tools; 

▪ b) providing large cost savings through the extended use of machine learning 
and artificial intelligence solutions for the reuse of existing multimedia material 
and its integration in new CH productions. 



▪ The project final objective is the design and development of an innovative platform of 
services for producing multimedia and transmedia storytelling on cultural heritage.

▪ software tools and services for: 
▪ a) semi-automatic harvesting of reusable visual material for new productions 

▪ b) the support for combining heterogeneous content such as 3D graphics, text, audio and 
video, to create new storytelling on CH coherent with the rights of cultural products; 

▪ c) the production and post-production of low-cost video, capable to join content and user 
experience. 

▪ The platform will be based on advanced machine learning techniques and artificial intelligence 
for the automatic extraction of knowledge from video content (semantics, component scenes, 
emotional moods, saliency). 

▪ a highly significant cross-regional use case with materials 
▪ from national public and private museums of the Italian Renaissance, 

▪ from user-generated content

▪ from the web.



▪CultMEDIA

▪CHERIE ?
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▪ Keypoints..



▪ A1.1 - Specifications of methodologies for video production endorsing the reuse by design 
approach [CNR, UNIFI, UNISOB, ETT] 

▪ A1.2 – Design of the platform component for the creation/harvesting of 3D content [CNR, UNISOB, 
ETT, PdI] 

▪ A1.3 – Design of the platform component for the semi-automatic production of video pills from 3D 
models [CNR, UNISOB, PdI] 

▪ A1.4 – Review of storytelling methodologies and guidelines for the design of an authoring system 
[UNISOB, UNIFI, UNIMORE, ETT, CNR] 

▪ A1.5 – Review of legislation and best practices concerning copyright management of visual 
media content in the CH domain [UNISOB, CNR, UNIFI] 

CNR LEADER



▪ UNISOB LEADER

▪ A2.1 - User experience evaluation methodology [UNISOB, UNIMORE, UNIFI] 

▪ A2.2 - User experience tests [UNISOB, UNIMORE, UNIFI]. 

▪ DATA COLLECTION



▪ Leader UNIMORE

▪ A3.1 – Design of solutions for automatic scene segmentation of long video and 
searching and retrieving re-usable video content [UNIMORE, UNIFI, PdI, ETT]

▪ A3.2 - Design of solutions for automatic video understanding for tagging and 
video captioning [UNIMORE] 

▪ A3.3 - Design of solutions for automatic emotion and mood understating in video 
[UNIFI] 

▪ A3.4 Design of solutions for text sentiment analysis and cross-media searching 
[CNR] 



▪ Leader ETT

▪ A.4.1 Database and Metadata Compilation Component [ETT, PdI] 

▪ A. 4.2 Transmedia Query Interface [ETT, PdI, UNIFI] 

▪ A.4.3 Transmedia Editing Component [ETT, PdI] 

▪ A.4.4 Development of the Graphical User Interface [ETT, PdI] 



▪ Leader ?

▪ A5.1 – Use-case requirements definition [CNR, UNISOB, UNIMORE, UNIFI, ETT] 

▪ A5.2 – Use-case implementation [UNIFI, UNISOB, UNIMORE, CNR, PDI, ETT] 

▪ A5.3- Use-case exploitation and transferability [CNR, PDI, ETT] 





▪ 1) PLATFORM FOR THE RE-USE OF VIDEO , DOCUEMNTS AND 3D CONTENT

▪ 2) Scientific research in  Video captioning and annotation, emotion and sentiment 
analysis, user experience, 3D modeling……. 

▪ 3) Use case for Reinassance Families

▪ Farnese Family

▪ Este Family

▪ ..

▪ What else?       (by the way the web pages..)



▪ Can we create a (Renaissance) art expert digital twin?

What we need

▪ A (new ?) list/taxonomy of artistic (Reniassance) concepts

▪ The biggest Dataset of images/video/3D elements with correspondent 
ANNOTATION

▪ New DL architectures from learning art concepts, (and art moods??)

▪ New models for captioning and connection with NLP

▪ New models for re-using this knowledge

▪ Some “ simulators”- computer graphics 



▪ Which kind of data?

▪ Architecture?

▪ Furniture?

▪ Paintings?

▪ Digitalized Documents?

▪ And the TRUE  art expert partners?

▪ Gallerie Estensi (Dr. Martina Bagnoli)

▪ Galleria Farnese di Capodimonte?



▪ And the final engagement?

▪ What can we do as experimentation?

▪ How can we measure the engagement?

▪ Where? 

▪ When?

▪ What?



▪ About 20 people 

▪ Four/five  staff people

Research in

▪ Computer vision

▪ Deep learning

▪ Multimedia

▪ HCI for Automotive

www.imagelab.ing.unimore.it

Aimage Lab UNIMORE and Ferrari spa



▪ Neuralstory

1. Browsing  and searching by 
summarization 

2. Querying by text

3. Selecting from thumbnail

And then.. INTERACTING

• Select text

• Select images

• Select video shots or 

stories

and then .. RE- USING
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Images, shots and 

scenes can be picked 

during watching

Selected clips can be used to create new 

multimodal slides

Which can be enriched with text 

and images


