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Preface 9

Preface

Culture and Computer Science —
Cross Media

The 13" edition of the “Culture and Computer Science — Cross Media” confer-
ence series brings into focus best practice examples, challenges and future
trends in the fields of media integration, cross media technologies, modelling,
visualisation and interaction. The conference targets cultural policy makers,
employees of cultural and creative industries, communication scientists,
cultural and artistic actors as well as computer scientists and engineers who
conduct research and development on cultural topics.

The contributions collected in this volume discuss multifaceted approaches
towards the theme “culture and computer science” and analyse, demonstrate
and, in particular, discuss problems, research and developments around
“Cross Media”. The 26 different papers from authors of 12 countries offer
in-depth insight into fundamental theories as well as best practice applica-
tions of information, communication, interaction, visualisation, virtual
and augmented reality, audio technology, multimedia, streaming and data
processing within a specific cultural context.

The contributions analyse and discuss the following key topics:

¢ Cross Media technology, tools and applications,

* Best practice Cross Media examples,

¢ Interdependence between culture and computer science,

¢ Influence of art and culture on future developments,

¢ The media-compatible treatment and enhancement of information,
e Intuitive usage of media systems,

¢ Digitalisation in the cultural and creative industries,

¢ Visualisation and interaction technologies,

e Interactive systems in cultural and creative industries,

e Municipal and touristic information systems,

e Digital exhibitions, science centres, museums and galleries,
e Virtual reconstructions,

e Augmented reality,
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e Multimedia guides and
e Ethics in culture and computer science.

Based on best practice examples, developments and requirements are repre-
sented in the areas of cross media publishing, use of data sets for multiple
purposes as well as the visualisation and interaction in exhibitions, science
centres, museums and galleries. To present content only in the form of texts,
films and stories no longer matches the requirements of the audience. Instead,
there is a high demand for new technologies such as virtual and augmented
reality, digitalisation, streaming and 3D visualisation as well as a combina-
tion of visual and interactive elements. Most users will not only consume
but also participate actively in the exhibition and interact with it. A major
focus in many papers is how added value can be created through technical
innovations.

In addition to the five invited keynote papers more than 50 papers were
submitted. Each paper was reviewed by three different members of the
international programme committee. Our thanks go to the members of
the programme committee for their assistance in reviewing the numerous
submissions.

The international programme committee selected 21 papers and grouped the
contributions together with the five keynotes into the areas:

e Culture in a Digital Society,

e Visual Worlds,

e Content & Search,

e Cross Media Technology,

e Audio & Cross Media,

e Cross Media Applications and
e A Pecha Kucha Session.

The abundance of possibilities, which users have in the present multimedia
environment, virtual and real worlds, confronts both planners and computer
scientists with new challenges. In order to allow cultural institutions to create
a social environment instead of isolating themselves, new knowledge spaces
need to be established without neglecting the aims of imparting knowledge
and cultural education. The papers in this volume will present different
approaches and best practice examples to meet these challenges.
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This and the previous editions of the series “Culture and Computer Science”
are only possible with the continuous support by the “Alcatel-Lucent-Stif-
tung”. We thank in this context particularly the staff and the curators of the
foundation for their long-standing, collaborative and fruitful cooperation.
Further thanks go to the staff of the “Staatlichen Museen zu Berlin” and
particularly the Bode Museum, in whose premises we hold the conference
“Culture and Computer Science — Cross Media”. The special atmosphere
of the surroundings will certainly continue to have a lasting effect on all
speakers and participants. Representatively, we would like to thank Dr. Stefan
Weber and Bernd Rottenburg from the “Staatliche Museen zu Berlin” for their
support of and engagement with the conference.

This and all previous conferences “Culture and Computer Science”, as well
as this publication, would not have been possible without the commitment
of the staff and colleagues of our research group INKA at the University of
Applied Sciences HTW Berlin. Representatively, we would like to thank Tom
Buhrtz, Katharina Mller and Désirée Wiindisch.

However, our special thanks go to all authors. Without their creativity, ideas
and hard work it would not be possible to run a wonderful conference and to
produce these very interesting and inspiring proceedings.

Berlin, May 2015
Carsten Busch and Jiirgen Sieck



