
Project Results

The CAM4HOME project has created a 
common metadata-enabled contents 
delivery framework enabling rich, 
personalised multimedia experiences 
in the home. The project simplifies 
access to and sharing of all contents 
with any terminal through any network 
and through peer-to-peer networks. It 
exploits a novel concept of collaborative 
aggregated multimedia to create 
individualised multimedia contents 
bundles that can be delivered as 
coherent sets of content and related 
services over various communications 
channels. 

TV is no longer limited to direct broadcast 
but increasingly being provided by 
broadband and mobile network services. 
However, dedicated provisioning is still 
required for different networks and user 
devices, leading to unbalanced services 
and difficulties in sharing content between 
TVs, personal computers (PCs) and mobile 
phones. 

CAM4HOME has developed a ‘create-once, 
deliver-anywhere’ approach to enable 
ubiquitous access to any contents on any 
device through all networks. The ITEA 2 
project has simplified access to content of 
specific personal interest with any terminal 
through any network while enabling easy 
sharing and collaboration with multimedia 
contents regardless of the terminal or 
network in use. 

Enabling intEractivity bEtwEEn 
nEtworks
The ITEA 2 project focused on interactivity 
and facilitating multimedia content delivery 
between heterogeneous networks, user 
devices and users in social networks while 
easing user operation for various services. 
By enabling exchanges between video, web 
pages and mobile contents, CAM4HOME 
has enabled rich media interaction between 
all devices.

The main benefits offered by rich media 
services and multimedia deployment 
in the digital home are the possibility 
of developing personalised search and 
aggregation of contents on an overall range 
of related media according to user profile 
and user device. It also becomes possible 
to provide strong links and interaction 
with social networks that can offer friends’ 
recommendations.

building nEw commErcial offErs
Personalised search and aggregation of 
contents is crucial as the sustained growth 
of media contents including rich media 
contents, emergence of social networks and 
a trend to non-linear contents speeds up 
and impacts commercial providers’ business 
plans. Such suppliers must build new offers 
to satisfy these requirements.

For the broadcast industry, CAM4HOME 
offers an enrichment of contents thanks 
to broadband connectivity. By providing 
true convergence at the metadata level, 
CAM4HOME allows the seamlessly delivery 
and sharing of multimedia content to any 
device. 

For users, CAM4HOME enables seamless 
access and interaction to a wide range of 
media contents with a possibility to share 
and collaborate with media content.

advancEd tEchnologiEs and 
mEthodologiEs
The main technical advance in CAM4HOME 
was the concept of collaborative aggregated 
multimedia (CAM) which provided a 
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Easy access and sharing of all content and services that interest 
you…

…with any terminal through any network!
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common vision. This involves aggregation 
of contents and services into described 
collections or bundles which can be 
delivered as a semantically coherent set of 
contents and related services over various 
communications channels to a variety of 
terminals.

Technical challenges lay in describing, 
processing and exchanging the CAM 
bundles. In addition, it was necessary to 
tackle content and metadata interoperability, 
cross-media and cross-network delivery 
of CAM content, user experience, context-
aware and personalised CAM content 
provisioning, and the integration and use of 
peer-to-peer community networks.

Advanced and new technologies and 
methodologies developed in CAM4HOME 
included:
n The metadata framework which eases 

interaction between heterogeneous 
contents;

n An open service platform supporting 
interoperable description and 
processing; and

n Domain-specific devices such as 
content analysis, content adaptation 
and content delivery through 
heterogeneous networks.

ExPloitation undErway
Initial applications are already developing. 
These include: 

n Personalised online gaming with 
Facebook-like updates, games ratings 
and new-friend notifications for the 
PELIKONE games portal in Finland;

n Synchronised content aggregation 
for on-line business services already 
being exploited to improve VideoNavig 
management of live webcasts; 

n Live sports events production with 
automated media asset management 
being developed for the 2012 London 
Olympic Games;

n Enhanced TV-centric user experience 
with personalised video-on-demand 
contents, personalised electronic 
programme guide and interaction with 
social networks and web contents; 

n Sharing contents between fixed and 
mobile devices including rich media 
sharing, IP multimedia subsystem 
notification and mobile broadcasting 
with mediation.

CAM4HOME partners have also targeted 
standardisation, with contributions to the 
Digital Video Broadcasting (DVB) and Open 
Mobile Alliance (OMA) standards bodies.
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n ITEA 2 – Information Technology for 
European Advancement – is Europe’s 
premier co-operative R&D programme 
driving pre-competitive research on 
embedded and distributed software-
intensive systems and services. 
As a EUREKA strategic Cluster, we 
support co-ordinated national funding 
submissions and provide the link 
between those who provide finance, 
technology and software engineering. 
Our aim is to mobilise a total of 20,000 
person-years over the full eight-year 
period of our programme from 2006 to 
2013.

n ITEA 2-labelled projects are 
industry-driven initiatives building 
vital middleware and preparing 
standards to lay the foundations 
for the next generation of products, 
systems, appliances and services. 
Our programme results in real product 
innovation that boosts European 
competitiveness in a wide range of 
industries. Specifically, we play a key 
role in crucial application domains 
where software dominates, such as 
aerospace, automotive, consumer 
electronics, healthcare/medical systems 
and telecommunications.

n ITEA 2 projects involve 
complementary R&D from at least two 
companies in two countries. We issue 
annual Calls for Projects, evaluate 
projects and help bring research 
partners together. Our projects are 
open to partners from large industrial 
companies and small and medium-sized 
enterprises (SMEs) as well as public 
research institutes and universities.
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major project outcomes
dissEmination
n 32 scientific publications 
n 12 international conferences
n 5 joint workshops
n More than 12 appearances in trade shows and symposia
n 2 journals
n 4 news letters
n 7 Master’s theses

ExPloitation
n Partners are currently working on developing products based on CAM4Home 

results
n 3 new services in beta-test deployment
n Open CAM4HOME platform to enable development of new multimedia 

services

standardisation
n Large contributions to several standardisation bodies such as DVB-CBMS, 

DVB-CM IPTV, DVB-TM IPI, OMA BCAST and ETSI 

PatEnts
n 1 patent on Interactive TV synchronisation


