IBC 2011, i.e.: Being more realistic than reality
A report from the event
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IBC 2011 (http://www.ibc.org/) was the biggest IBC ever, with more than 50,000 industry professionals attending, representing an increase of 4% from 2010! 
The huge exhibition space featured some 1,300 exhibitors and showcased the latest media developments across 13 pavilions, ranging from the ultimate integrated cameras, to streaming video services, automation systems, cloud based production….
We skimmed through the whole space and lingered a longer time in two pavilions, where some INFSO D2 projects were exhibiting and attracting a lot of attention from professionals and media broadcasters filming the event.

In the Future Zone pavilion, the main accent was put on the "immersiveness" of the user's experience: media have now the ambition to reproduce reality in such a sensorially rich way, that they enhance the experience of reality, to the point of making interesting what would otherwise be seen as anodyne.
The most striking experience for us was attending the Super Hi-Vision demo of NHK (the Japan Broadcasting Corporation). Covering the whole production chain from capturing to delivering, the Super hi-vision technology creates an enjoyable experience, without any vision strain or any other physical discomfort. The feeling is that of being really on the spot, as part of the event, due to the extremely high definition of the images and the surrounding sound. SHV provokes a very pleasant experience, emotionally and sensorially strong. It is not difficult to forecast a likely massive market take up by a large sector of the population. 
The very innovative part of SHV this year was the live broadcasting stream. The camera was filming and zooming on a street in London near BBC headquarters in real-time. The content per se was not extremely interesting (normal daily scenes of streetcars and red double-deckers, casual walkers, tree leaves blowing gently in the breeze…). But the image and the sound were so vivid that you indeed had the impression of staring at this British landscape from your window in Amsterdam! And this made it interesting, of course!
Research on SHV started in 1995 and R&D is progressing toward experimental SHV broadcasts over a 21-GHz-band satellite in 2020. NHK is also developing Hybridcast, which is much more than a simple combination of broadcasting and web content, offering programme customisation services, social TV services that allow users to share comments and contribute to build the reputation of the programmes, as well as recommendation services.
D2 projects also received a lot of attention and positive feedback from the numerous professionals visiting IBC. A big crowd was in front of the D2 project Fascinate (http://www.fascinate-project.eu), while a crew of the Iranian television was filming. The main attraction was the impressive Omnicam, which is a scalable, mirror-based, multi-camera rig that captures immersive high resolution video panoramas. The major challenge is blending and stitching these six camera views to form one single panoramic image. Other important innovative developments featured in the booth were the person tracking system, which allows the user to select one or more persons in the scene, zoom and follow them.
While visiting the Fascinate booth, we were suddenly attracted by what sounded like a live music performance. We looked around to spot the artist and there was none at the horizon. It took us a while to figure out that the incredibly vivid sound was delivered by a very sophisticated "loud speaker", with the features of one of those rotating light refracting balls once in use in the discos of the 70's. The Japan-based Universal Communication Research Institute (NICT) is researching and developing multidimensional audio systems that reproduce realistic and natural sounds intended to match with 3D images. The multichannel spherical loudspeaker and multi-dimensional audio signal processing technology makes it possible to accurately reproduce sound and radiate it in all directions – front and back, top and bottom, left and right - from a single sound object, such as a single musical instrument. The result is indeed ultra-realistic!
The same Institute showcased also multisensory interaction technologies for enhancing 3D images: not only audio, but also touch, smell and other natural and realistic sensory experiences to match the action of the user. When the female component of the D2 team actually squeezed the 3D red ball, which she was playing with, until it blew (with a realistic noise and a realistic physical resistance experienced though the stick she was handling), she emitted one scream expressing deep surprise and sudden scare – almost as in a caricature of reality;-)! 
The D2 project 2020 3D Media (http://www.20203dmedia.eu) presented its new notions of "spectatorship", presence and empathy: the spectator is at the heart of the experience, feeling a high sense of presence evoking the sensory experience of being submerged in the creative imagery. This requires a totally new approach to filming, as the director cannot have full control of what the spectator will choose to watch and from which perspective. 
In the mega booth of Fraunhofer, the D2 project Muscade (http://www.muscade.eu/index.html) occupied an important portion of the space. Muscade was featuring 3D, multi-view display without glasses, as well as a rig of four cameras for 3D capturing. Muscade raised the interest of many visitors struck by the quality of the images and the innovative approach to image capturing.
In the Connected World pavilion, the D2 project Saracen (http://www.saracen-p2p.eu/) featured the prototype of a streaming platform created for the distribution of multimedia streams supported through innovative techniques of media encoding and distribution including P2P schemes, covering the whole media value chain.
The D2 project My e-Director (http://www.myedirector2012.eu/) showcased a solution that allows the viewer to select focal actors and points of interest within real-time broadcasted scenes. The final outcome will be like an automated ambient intelligent director operating with minimal or even without human intervention. It could be particularly relevant for events in naturalistic contexts involving densely populated or high activity scenes.
