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Publishable summary

This deliverable is the D6.5 —Communication & Dissemination plan. R2 and is based on the 1% version of the
Communication & Dissemination Plan (CDP) for SCENE (D6.1), outlining the strategy that has already been
implemented the first 18 months of the project (February 2023 — July 2024). Its overarching goal is to guide
the consortium’s dissemination and communication (D&C) activities throughout the project’s life cycle,
aiming to maximize both the immediate benefits and long-lasting effects of the project, as well as the broad
dissemination of the Key Exploitable Results (KERs). It presents the key messages, the communication tools,
the utilised channels and, in general, the conducted activities for the maximisation of SCENE visibility and
impact.

Overall, the goal of this report is to deliver a comprehensive outline of the project’s entire communication
and dissemination plan by July 2024, and how those are reflected in the status of the Key Performance
Indicators (KPIs) related to the D&C activities as set by the project’s Grant Agreement. At the same time, CDP
is a tool for managing and monitoring the dissemination activities, targeting to the optimized outreach of the
project activities and results to the targeted stakeholder groups, while engaging its stakeholders to further
processing and updating the project’s activities and actions. Moreover, this report describes the outline of
the required steps to be followed, in alignment with the consortium members involved in other work
packages, aiming to support the completion of their objectives, and meeting the project’s dissemination
goals.

In particular, the present CDP outlines the following:

e A brief description of the SCENE project;

e The overview of the D&C Strategy and its objectives;

e Adiscussion of CDP R2 and its goals;

e The targeted audience and the respective key messages for the identified stakeholders;

e The tools and channels used to disseminate and communicate the project’s activities and results to
the identified targeted stakeholders (i.e., promotional material, social media, website, newsletters,
events organised by the project, external events in which partners will participate, scientific and
non-scientific publications, synergies with other similar projects and initiatives);

e The reporting templates of the communication and dissemination activities, which are utilized by
the partners throughout the project for the monitoring of the activities (e.g event reporting,
template for participation in external events/fairs/exhibitions and the overall dissemination
reporting template), along with the outcome of the conducted activities;

e The roles and responsibilities of the dissemination manager and the consortium partners for the
successful deployment of the D&C strategy;

e The importance of establishing synergies with other relevant projects and networks throughout the
duration of the project;

e The KPIs and their usage for the evaluation of the dissemination efforts, which permit us to adopt
the best practices to increase the project’s impact as well as the reporting process regarding the
dissemination activities;

e The timeline of the three different phases for the implementation of the project’s dissemination
activities.

All partners are expected to actively participate and contribute to the implementation of the dissemination
activities according to the dissemination and communication strategy, while White Research, as a leader of
SCENE communication and dissemination activities, is closely monitoring the dissemination actions described
in this document and provide all the necessary support to the project partners.
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During the first 18 months of the project, SCENE's communication and dissemination activities reached over
80,000 stakeholders. Most of these stakeholders were engaged through social media and our extensive
presence at external events in the sector. This allowed us to connect with many individuals from the
filmmaking and technological communities, end-users, producers, and policymakers. Additionally, activities
such as workshops held in October 2023 and May 2024, two rounds of questionnaires concerning the end-
users needs and requirements for the features of a new integrated filmmaking solution (more information in
D2.2), campaigns for the Network of Interest, newsletter distribution, and ongoing awareness-raising
campaigns have created a solid foundation for stakeholder engagement.

An in-depth exploration of the project's metrics suggests that social media channels have been particularly
effective for dissemination and communication, collectively reaching more than 50,000 stakeholders during
this period. Furthermore, the majority of events attended by the project team provided valuable
opportunities to discuss project objectives and share promotional materials, resulting in engagement with
over 10,000 individuals. Evaluating our progress, it is clear that SCENE's consortium has established a solid
foundation for audience engagement across Europe. The continuous deployment and monitoring of activities
are essential to sustain this engagement and achieve the goals of D6.5 over the next 18 months.
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1 Introduction

Effective dissemination and communication of the SCENE Project’s objectives and achievements is a matter
of utmost significance for its successful implementation. This deliverable provides a detailed update,
introducing the latest version of the CDP. It outlines the operational framework designed for implementing
this plan, detailing the strategies and methods used to engage key stakeholders efficiently. Furthermore, the
document offers a thorough overview of the results achieved through SCENE's dissemination and
communication efforts so far, offering insights into the effectiveness of different strategies and activities.

In particular, the main objective of SCENE’s CDP is to define the actions to be carried out and the tools to be
used to effectively promote the project's value propositions, scientific excellence, and results to a diverse
range of stakeholders. The primary goal is to develop a strategy for creating awareness about the SCENE
project's activities and outcomes by engaging the target groups that have been identified. Additionally, the
CDP will create a framework for improving the acceptance of the proposed novel solutions, thus paving the
way for broader scalability and replication while also attracting new end-users and wider audiences.
contractual obligations of the consortium under the guidelines of the European Commission.

In that context, this deliverable provides a specific plan of activities aiming to raise awareness around the
project and support SCENE’s implementation in line with the contractual obligations. Doing so will help
achieve the successful unfolding of the project, in accordance with the contractual obligations that the
consortium has with the European Commission. Furthermore, it will support the consortium’s efforts towards
the exploitation and sustainability of the assets developed during the project.

The CDP answers some fundamental questions about the communication and dissemination activities of the
project. Accordingly, this document approaches the fundamental elements of an efficient dissemination
strategy:

Table 1 Key Aspects of SCENE CDP

Key ’
tions SCENE’s CDP
ques

What? Key messages, primary information, and project assets

To whom? Identifying target audiences

Who? Defining and assigning roles and responsibilities

How? Communication tools and channels, guidelines, and templates
When? Timeline/ Setting the right time to communicate

Communication and dissemination activities are being conducted throughout the entire project lifespan (M1-
M36), aiming to increase awareness of the project's activities and performance, and acting as a supplemental
feedback mechanism. To ensure that the consortium's functions are refined, the partners should prioritize
communicating the messages and findings derived from SCENE, while using a wide variety of online and
offline tools and channels to engage stakeholders. It is important to emphasize that all partners must actively
participate in a well-developed and effective dissemination strategy, dedicating time and resources to raise
awareness about the project and interact successfully with the intended audience.

This document and the associated recommendations (see Annex |: Dissemination guidelines) are adaptable
to any potential changes and updates in accordance with the project’s development and the knowledge
gained through its numerous activities. Consequently, the dissemination, awareness-raising, and
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communication strategy presented here is dynamic and will be reviewed regularly to address any challenges
or opportunities that arise.

As outlined in D6.1, the guidelines, templates, and annexes generated in the report may undergo revisions
aligned with the project's progress. The insights and experiences gained during the project's implementation
will enable the consortium to refine and adapt the strategy as necessary to align with their objectives. The
final version of the D&C strategy will be delivered in M36 (D6.7), ensuring the sustained dissemination of
outcomes even beyond the project’s conclusion.
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2 About the SCENE Project

Even though the European filmmaking industry offers great opportunities in terms of revenue and potential
employmentinthe EU, it comes second to the US one. Among others, the main obstacles that EU film industry
faces include issues about financing new projects and the lack of an integrated strategy towards the different
stages of film production, which does not allow the immediate reinvestment of profits to new projects.
Moreover, Covid — 19 hindered the potential development of the industry, as it led to rescheduled/cancelled
productions, closing of cinemas etc. and subsequently, to further loss of profit.

In addition to these challenges, other film production related aspects such as identifying filming locations,
scouting for trends, and building an audience, which are demanding and costly, interfere to the creation of
an innovative, competitive, and sustainable business models for the film industry. Furthermore, the
possibility of future crises like COVID-19 and the digital transformation era and its demands highlight the
necessity of creating a comprehensive and strategic framework that takes into consideration all these factors
and aids the EU film industry to explore its fully potential.

SCENE Project will offer the aforementioned comprehensive decision framework by utilizing the constant
development of cutting — edge technologies and the continuous transformation of the creative economy.
The promotion of industry’s competitiveness and the production of integrated industrial systems will be this
project’s priorities, leading, in addition to a significant social development. The basic pillars that frame SCENE
are cognitive Al Technologies and the European Cultural Heritage. Al will be used as a leverage for reforming
the industry by designing and implementing an integrated strategy that includes pre — production to post —
production aspects of filmmaking. This filmmaking adapted end-to-end strategy will utilize Al tools for
preference and audience building, audio and lighting simulation tools, blockchain and IPR protection related
tools. In addition, the project will depend on the European Cultural Heritage, a major aspect of European
Identity, which implies its importance as a linking element between society and economy. The capitalizing of
the assets of the European Cultural Heritage sites in the filmmaking industry can be achieved by integrating
innovative technologies like 3D digital reconstruction and simulation of the monuments. Therefore, SCENE’s
main target is to design a successful strategy by combining Al technologies and European Cultural Heritage,
in order to support and accelerate the film-making industry. After performing the designated steps, SCENE
aims to fulfil the following objectives through SCENE’s platform:

e Developing Al — Solutions that provide access to multimedia material data lakes, filming locations
information, channels of distribution, and audience targeting.

e Promoting European Cultural Heritage through monuments’ creating high-quality and editable 3D
digital models of European cultural sites

e Enriching the existing data lakes by integrating multi-dimensional and semantic knowledge graphs
with location and cultural-aware information.

e Developing smart and privacy-preserving interaction channels between industrial stakeholders and
the audience Evaluation of the pro-production to post-production pipeline after utilizing tools like
data lakes, audiovisual quality, etc.

e Improving the accessibility and guaranteeing the preservation of the European Cultural Heritage
Monuments

e Piloting in 3 diverse locations throughout Europe, with the view of replicating those results.

e Developing significant breakthroughs in the film-making industry on scientific, commercial, business,
and policy levels.
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3 Communication and Dissemination Strategy

The SCENE CDP strategy has been designed to frame the progress and the eventual completion of the
project’s objectives and goals. Hence, it defines a clear outline, while the operational framework covers the
entire project duration. The CDP is a horizontal action that is connected to the project’s workplan and
respective activities as a whole.

3.1 Overview of the plan

The initial version of the SCENE CDP (presented in M3) aimed to establish a foundational framework for
enhancing the project's visibility and facilitating active dissemination efforts to maximize SCENE's impact.
This strategy was designed to align with the project's objectives, emphasizing the transfer of knowledge and
outcomes to selected stakeholders while presenting the concept to a broader audience. The CDP sets explicit
standards for various dissemination actions throughout the project, addressing the main features identified
in Figure 1. To ensure the effective execution of the communication and dissemination strategy, these key
elements will be periodically reviewed.

HOW MUCH? WHY? 1

Assessment Objectives

WHEN? TO WHOM?

Schedule Target audience

2
©

WHO? WHAT?

Contributors Key messages

Figure 1 SCENE CDP Strategy

The D&C strategy of the SCENE project is translated into a practical and realistic plan, to ensure successful
outcomes. It pays attention to the operational details of the elements shown in Figure 1 and will include the
appropriate tools and channels to engage the different target audiences. However, the plan remains flexible
and is subject to changes when necessary. The key elements such as what is communicated continuously
(concepts, outcomes, and assets), why, to whom (target groups), how (with what tools, channels, etc.),
when, and how they should be assessed are being reviewed at regular intervals and will be analysed
thoroughly in the next section of the CDP.

Aiming to ensure the successful dissemination and communication of results, the CDP constitutes a guideline
document that presents the tools and actions which will navigate the consortium partners to successfully
engage the targeted stakeholders. It is important to note that the CDP should not be seen as a static
document but instead as a dynamic flexible strategy that will be reviewed and updated - if this is necessary -
during the lifecycle of the project.
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3.2 Objectives of the CDP

SCENE’s CDP establishes a list of feasible and pragmatic objectives that ensure the efficient monitoring and
subsequently the successful implementation of the dissemination and communication activities. The
following objectives describe the rationale behind CDP’s necessity or in fewer words the WHY the CDP is
needed.

In general, communication and dissemination efforts aim to increase project visibility and raise awareness of
events and activities, provisions the effective promotion of the project’s objectives and outcomes among
diverse stakeholders. Thus, the CDP holds a strategic role in facilitating the success of various work packages
and the exploitation of the project’s results while enhancing its overall impact through the dissemination of
project-generated knowledge. Strategically essential, the CDP frames partner expectations regarding
dissemination involvement and outlines necessary dissemination tasks to be executed throughout the
project duration.

The objectives of SCENE’s CDP are briefly presented below:

e Present the project’s aim, vision, activities, and events to a wider audience.

e Raising awareness and interest among stakeholder groups

e Encourage involvement in the project’s activities.

e Engage stakeholders through a series of relevant activities, events, and conferences.

e Ensure communication and the acceptance of the key messages to its target audiences.

e Ensure the exploitation of the project’s outcomes by taking care of replicating and utilising project’s
outcomes and key exploitable results.

e Plan, organize, and monitor the project’s dissemination activities and events by setting the
dissemination and communication tools.

e Present the reviewed structure of the exploitation plan.

e Securing the optimum dissemination of the project’s positive outputs and outcomes.

Besides that, SCENE’s strategy includes several other operational objectives that will help the consortium to
reach its strategic goals as it is illustrated in Table 2 below:

Table 2 SCENE Operational Objectives

Operational Objectives

Knowledge exchange and cooperation

Consortium s o , o
Establish liaisons and synergies with other relevant projects and initiatives
Target Disseminate the project’s concept, activities, and events to interested targeted
audiences stakeholders and encourage their engagement and participation. Identify more
stakeholder groups or define more subcategories to the already existing ones
Public Enhance public awareness of the project’s goals and assets

Communicate the project’s actions, results, and output knowledge to the public

Policymakers Provide feedback to policy and contribute to scientific knowledge
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4 Target Audiences and key messages

4.1 Target Audiences

The utmost goal of the dissemination and communication activities is to disseminate information about the
project’s main objectives, maximising its impact. The first step towards it is to answer the question “To
whom” to engage by defining initially some target audiences and then try to expand those categories
throughout project’s lifecycle. Below are the SCENE’s initially defined target audiences:

Producers

Content Creators Media Providers

Consumers and

Audience Artists, actors

European Policy-making
Cultural Heritage and governance
Managers bodies

Figure 2 SCENE Target Audiences

Following this figure, a brief description of each target group is provided, in order to outline the
representation of each stakeholder group in the CDP:

e Content creators, producers, filmmaking industries, and content creator integrators
e Media providers, broadcasters, and distributors

e Artists, actors, and creative teams

e Scientific community, and technology providers

e Policy-making bodies, and governance

e European Cultural Heritage managers

e Public audience, and consumers

A Stakeholders’ Classification Model is used to identify and classify the main target audiences of the project.
This model is utilised also in this updated version of the strategy (M18) and is being built upon the experience

1 Emerson Wagner Mainardes, Helena Alves, Mério Raposo, (2012) "A Model For Stakeholder Classification And Stakeholder Relationships",
Management Decision, Vol. 50 Issue: 10, PP.1861-1879
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acquired by now. Based on the model the updated version of the CDP defines several parameters for each
identified stakeholder group such as:

e The extent of a stakeholder’s power/authority.

e The stakeholder’s interest regarding the outcomes of the project;

e The extent of the stakeholder’s active involvement in the project;

e The level of stakeholder’s influence over the project planning and/or outcomes.

HIGH Handle with care
Consult . ..
Relationship is paramount
High visibility method
Watch out for increased
interest

Enlist as needed Work closely with

INFLUENCE

e Need to help to participate

Inform Involve * Find them and understand
them
Stakeholder specific
methods

Positive discriminationy

Acknowledge right to
participate

Easily accessible methods
No discrimination

Keep informed Understand concerns

Low

HIGH HIGH
LOW STAKE IMPACT ON STAKEHOLDERS STAKE LOW STAKE STAKE

Figure 3 Stakeholder mapping and types of stakeholder engagement

4.1.1 Gender Issues

Gender neutrality is a key aspect of the communication and material used by SCENE during its
implementation. In line with the Gender Equality Strategy 2020-2025 of the EU?, as well as the LGBTIQ
Equality Strategy 2020-20252, SCENE embraces an approach that is open towards a more complexity-oriented
understanding of gender inequalities through intersectionality theory so to overcome the biological sex
binarism and make sure that gender is considered along with other axis of difference and discrimination
(race/ethnicity, class, age, sexual orientation and gender identity, disability). In this context, all project
activities are being promoted and communicated using inclusive language that encourages the participation
of everyone, regardless of their gender or other social characteristics.

4.2 Assets

As SCENE progresses the following assets (or modules) are generated in order to target the suitable
stakeholder groups:

Table 3 SCENE Assets

Content Management System,
and specifically, Media-Asset-
Manager (MAM)

Storage repository for the audio-visual material, which

. . Horizontal use
will be created through project

! Gender Equality Strategy 2020 -2025: https://eur-lex.europa.eu/legal-
content/EN/TXT/PDF/?uri=CELEX:52020DC0152&from=EN

2 LGBTIQ Equality Strategy 2020-2025. Available at: https://ec.europa.eu/info/files/Igbtig-equality-strategy-2020-
2025 _en
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Semantic graphs for the Representation, formal naming, definition of the
exploration of the SCENE categories, properties and relations between the
ontology, namely SCENE-O concepts, data, and entities
EU Cultural Heritage 3D
; & 3D models generator
Modelling
Blockchain for IPR Protection License control to the generated multimedia for the
other modules
User Interfaces Friendly user interface
Location Scouting Tool Knowledge base for filming locations
Audience Building Modality Leveraging sociallmedia and gamification techniques -
for targeting audience Pre - production

Al-based Audience Preferences

- . ‘ . ificati
Scouting (AAPS) Current trends and audience preferences identification

Audio Simulation Engine Testing audio set-up
Lighting Simulation Engine Testing lighting conditions )
Production
) Real-time tracking of actors’ positions during shooting
UWB Tracking - .
to enable automatic light or audio effects.
Lighting Effect Engine Enhancement of the produced video
Distribution Engine Audience definition

Post - production
Clip recommendations provider based on film category

Recommender System (e.g., genre, location, director etc.)/identification of
online broadcasting platforms

4.3 Key Messages and visions

The project-related knowledge and information, which are disseminated, includes: (i) vision, objectives,
strategic relevance and key facts. (ii) news, achievements, and results; (iii) events held by the project or in
which partners will participate to present their results; and (iv) key project results and assets.

The key messages communicated to the target groups are an essential component of an effective
dissemination and communication strategy, playing the role of WHAT needs to be disseminated. Project
messages should be consistent with the concept and vision of the project, but they must also be tailored to
the specific needs of the target audiences, so the WHY is determined. Due to this, different stakeholder
groups receive different messages, though SCENE’s key messages will be continually updated and optimised
based on our experience from the monitoring of dissemination results, serving the WHO receives those key
messages. Table 4 outlines the project’s key messages per target group and their corresponding needs:

Table 4 Target Groups, Stakeholder Needs and Key Messages

Target Group
(WHO) Needs (WHY) Messages (WHAT)

Drawing on e Trendingissues in content creation
information about
trends and audience
preferences, using Al —
and 3D-modelling
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filmmaking
industries, and

e New channels for audience engaging

e  Steps for utilizing new Al and 3D modelling technologies



content creator
integrators

Media providers,
broadcasters, and
distributors

Artists, actors, and
creative teams

Scientific
community, and
technology
providers

Policy-making
bodies, and
governance

European Cultural
Heritage managers

Public audience,
and consumers

technologies for
limiting the
production costs,
protecting the
intellectual rights of
their creations

Supporting the safe,
licensed, and targeted
distribution of the film
production

Calling for solutions
about working
conditions during
COVID-19 or other
similar type crisis and
issues about equality
matters

Enhancing the
replication and the
dissemination of the
results

Being the key actors
towards institutional
change by identifying
problematic aspects in
the filmmaking
industry

Receiving engagement
through SCENE’s
multimodal tools,
which are focused on
the modelling of
European Cultural
Heritage monuments

Informing about
breakthrough
innovations in film
industry
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Information about production costs and ways to reduce
them.

SCENE Platform integrations in different aspects of
content creation

Network of distributors throughout Europe

Legal aspects of intellectual property and how filming
transformation may affect the status quo.

News about SCENE Platform and other renown or
developing broadcasting platforms

Frameworks for better work conditions

Technological ways for making the sector a safer
workplace

Precautionary measures for a future crisis similar with
CovID -19

Addressing of gender equality

Simple solutions for enhancing their artworks through
SCENE

Research and new findings on Big Data and Al
Integration of data engineering on filmmaking industry
Best practices for ethical utilization of new technologies

Information about obstacles on the creative industries
sector

Insight about the dynamics between different filmmaking
players

Ways of mitigating the financial risks on film production
Highlight the cultural value of European monuments
beyond the educational purpose

Unlock the potential of the wider exploitation of the
European Cultural Heritage through modern 3D
simulation technologies

News about EU film industry

Guidance through new technologies and filmmaking
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5 Dissemination and Communication Tools and Channels

The SCENE project deploys a European-wide campaign to raise awareness, encourage measurable actions,
and promote the uptake of our results. Key communication methods include:

e Graphical Identity: The graphical identity (including logo, visual identity, and templates) was created
at the beginning of the project (M1) to ensure consistency in all communication and promotional
material.

e Promotional Material, Newsletters, and Video: The development of promotional materials (such as
leaflets, posters, and infographics) was completed by M3, showcasing details and pilot scenarios
from the project to communicate its tangible benefits. So far, three newsletters have been published
at M6, M12, and M15 (ad hoc publication for the promotion of the questionnaire). The 4th newsletter
is scheduled for publication by the end of July 2024 (M18) — even though for engagement purposes
is foreseen to be published one month later-, while a promotional video was also produced by the
end of M15 — May 2024. Additionally, the promotional material has been distributed at several
events and activities to relevant stakeholders.

e SCENE Events: A series of events have already been organized and will continue to be organized until
the project's end. These events aim to align SCENE’s support measures with the needs of regional
facilitators, build capacity for filmmaking technologies and systems, facilitate connections between
stakeholders, exchange knowledge, discuss policy perspectives, and disseminate final results.

e External Events: Participation in external events relevant to target stakeholders to exchange
knowledge and communicate project value propositions and results.

e Web Portal: Launched in M4 (May 2023), the web portal serves as the primary online platform for
public and consortium communication, informing about the project and offering access to SCENE’s
results.

e Social Media: The SCENE project established a presence on social media platforms (Facebook, X —
former Twitter, LinkedIn, and YouTube) in M1, while an Instagram account was established after the
2" plenary meeting in M8 (September 2023). The content of those accounts will be augmented with
digital material produced throughout the project.

e Synergies with Other Projects and Initiatives: The project will continuously identify and establish
synergies with relevant research projects and regional, national, and international initiatives.

Furthermore, the outcomes and reflections from these efforts will be included, offering stakeholders further
knowledge of the project's impact and lessons learned. SCENE remains committed to transparently sharing
its results and insights, triggering ongoing dialogue, and promoting sustainable change within the filmmaking
ecosystem.

5.1 Dissemination channels and activities

The CDP uses a wide variety of tools and channels, in order to ensure that project activities and outcomes
will reach their targeted stakeholder groups. The following figure showcases an overview of HOW the
different tools, channels and planned dissemination activities of the SCENE Project is implemented.
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Target
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Figure 4 SCENE Communication Activities

The SCENE promotional material and graphical identity include throughout the lifecycle of the project:

e Project’s logo

e Project’s visual and graphical identity
o Trifold leaflet

e Poster

e Technical Brochure - pending

e Presentation template

e Publication template

o Letterheads

e Promotional video

°

The SCENE online presence includes:

o Web portal

e Bi-annual Newsletter

e Press-releases

e Facebook account

o X (former Twitter) account
e Linkedln account

e YouTube channel

Instagram account

The SCENE engagement and promotional events include:

Hackathons
Final dissemination event

The SCENE publications include:

e Project’s deliverables (e.g., public reports)

e Scientific publications

Funded by
the European Union

Ad hoc promotional material (tailored to the project’s activities and needs — if needed)

Participation in external events and conferences as SCENE representatives

Co-organisation and participation in events with projects with which we have established synergies.

Other publications in different media (e.g., articles, press releases, newsletters, etc.)
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Specific tools and channels are being used for communicating and disseminating the project’s activities and
outcomes to the identified target groups. Below are presented shortly:

Table 5 Communication Tools

Target Group Tools and channels

. Online channels, product leaflet, poster, technical brochure, fairs &
Technology providers and

. . . conferences, webinars, direct communication, SCENE Ethics Board,
pilot domain companies

active users’ engagement in pilot trials

Content Creators and Online channels (website, social media etc.), flyers, product booklet,
artists workshop, public meetings

Audience, Broadcasters Online channels (website, social media etc.), poster, product leaflet,
and Distributors technical brochure, workshop, public meetings, SCENE Advisory Board

Website, conferences, webinars, workshops, scientific papers &
Researchers o
publications, Hackathons

. . L Public meetings, workshop, conferences, leaflets, seminars & direct
Financial Institutions o
communication

. Newsletters, public meetings, public deliverables, social networks &
Policy makers ) )
online channels, workshops, conferences, EC Policy Roundtables, etc

Other initiatives and

- Project events, external events, workshops, SMAs, leaflet, poster
projects

5.2 Promotional Material

The promotional material for SCENE was prepared on the early stages of the project. WR was in charge of
providing the graphic design and the content, while the consortium members offered feedback through
online surveys throughout the development process. The distribution of the material is free, and it is available
through the project’s website (option for downloading it online). In addition, the material is provisioned to
be distributed during physical events (including both external and project events) in order to raise awareness
and engage the stakeholders by providing more information and details about the project’s mission and
objectives. The rationale behind the material development is the unique representation of the project’s
values and strengths and it is presented in detail in this chapter.

5.2.1 Project Logo

The project logo and the project’s visual identity have been developed by M1, in order to frame visually the
aspects of the project. A project logo is the first step towards project’s visibility and is the starting point for
the design and production of the promotional material as a whole, while it is displayed in all promotional and
communicational materials (e.g., leaflet, poster, newsletter, deliverables, SMAs, website, publications,
publicity for internal and external events, etc.). The SCENE logo was inspired by the original design included
in the proposal. WR developed additional logos, which were presented for voting at the kick-off meeting in
Thessaloniki in February 2023. The overall branding strategy aimed to highlight the integration of various
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project elements. Therefore, we have chosen to incorporate a traditional filmmaking clapperboard,
combined with features that represent cultural heritage and elements that emphasize the project's
technological aspects The final logo is presented below:

Figure 5 SCENE Project Logo

The colour palette of the logo combines purple and white tones, and is presented in the following figure:

€100
M 100
Y0
K50

Figure 6 SCENE Color Palette

In all communication materials (deliverables, presentations, etc.) produced during the project, the EU flag
and funding statement must be displayed alongside the SCENE logo.

e Funded by

*

SSEN the European Union

Figure 7 EU Flag and funding statement
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5.2.2 Leaflet and Poster

Leaflet and poster are significant aspects of the promotional material, as they can disseminate and
communicate more detailed information to a wider audience. By M4, a tri-fold leaflet and a poster were
published, outlining the project’s basic challenges, objectives, and impact. The material is available both
during physical events and activities and on online versions to the project’s website!, which can be
downloaded by the website visitors. In addition, a technical brochure will be developed towards the end of
the project summarizing the tools, that produced through SCENE.

Both promotional materials include visual elements, whose main goal is to draw visibility and awareness
about the SCENE concepts, approach, objectives, expected results, and contact details. There are also the
project’s website and social media handles, in order to redirect audience towards project’s online presence.
Moreover, the Horizon Europe program funding is acknowledged. A slight modification included the change
on how the partners were displayed in both the leaflet and poster, in order to reflect the sequence they are
presented in the Grant Agreement.

1 https://thesceneproject.eu/resources/communication-toolkit/
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Figure 8 SCENE Leaflet — exterior side
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of filmaking with SCENE!

SCENE project will combine cutting-edge
technology with a commitment to social
responsibility and sustainability. From
Al-based audience scouting, distribution
mechanisms, and blockchain for IPR protection
to 3D representations of monuments, the
project is revolutionizing the industry while

respecting the values of the European
Bauhaus.

The project will aim in advancing key scientific
areas and exploring new business models, all
while supporting fair working conditions and
the needs of its stakeholders.
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Figure 9 SCENE Leaflet — interior side
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CONTENT CREATORS,
PRODUCERS

CONSUMERS, MEDIA
AUDIENCE PROVIDERS

SCIENTIFIC Wlll be
COMMUNTY 0 benefited

POLICY-MAKING BODIES EUROPEAN CULTURAL
AND GOVERNANCE  HERITAGE MANAGERS

PILOT 1 - GREECE ﬁ
City of Athens
Increase of Athens visibility and integration of tools for location

scouting, post-production, IPR management and distribution
channels.

PILOT 2 - CYPRUS

Troodos Mountain ophiolite sites A@

Discover the Troodos ophiolite sites in Cyprus through new ICT
technologies in filming, 30 models preparation, audio — visual
content, light and sound simulation engines.

PILOT 3 - ITALY g
3D Cultural Tours in Lecce
Discover the Troodos ophiolite sites in Cyprus through new ICT

technologies in filming, 3D models preparation, audio — visual
content, light and sound simulation engines.
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Figure 10 SCENE poster

5.2.3 Templates

Apart for the poster and the leaflet, project’s templates reflect SCENE’s graphical identity and aesthetic
characteristics. These templates were developed in M2, and they include a presentation template to be used
by consortium partners during events and meetings, a reports template for project deliverables and other
publications, and letterheads for official invitations to events.
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Figure 11 Presentation Template Cover
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Figure 12 Master Presentation Slide with Title and Subtitle
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Figure 13 Deliverable Template

5.2.4 Promotional video

The promotional video, produced by M15, is available on the project’s YouTube channel. We led the creation
of the video, starting with drafting the initial script. This draft was then revised in collaboration with CERTH
to ensure accuracy and coherence. All partners contributed to the development of the video by providing
input on the script, storyboard, and visuals. They also offered feedback on the technical aspects and specific
requirements of each pilot. Concerning the visual approach, we opted for a combination between realistic
images of European Cultural monuments, and locations, motion graphics and classical animation elements.
The goal of this approach was to attract viewers attention by simplifying complex ideas visually.

To enhance the video’s accessibility and reach within various communities, subtitles are available in Spanish,
Catalan, German, Italian, and Greek. The video is being widely disseminated through the project’s channels,
including the website, social media accounts, newsletters, and events. This serves as a key medium for
communicating the usefulness of the SCENE modules and tools.

1

https://www.youtube.com/watch?v=GSGdslcg5Fg&embeds referring euri=https%3A%2F%2Fthesceneproject.eu%2F
&source ve path=MjM4NTE
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Figure 14 Promotional Video Snapshot

5.3 Digital Presence

For maximising the engagement of diverse stakeholder groups, SCENE established its online presence,
utilising various channels like websites, bi-annual newsletters, and social media accounts (SMAs) in many
platforms.

5.3.1 SCENE Website

The SCENE website launched on M4 (May 2023) and has a major role for disseminating information about
the project to a wider audience through online channels. Designed to be user-friendly and engaging for
stakeholders, the website provides key information about the project's approach and objectives, as well as
details about the consortium, the developed modules and the architecture of the SCENE platform.

All public deliverables, dissemination materials, and newsletters are available for free download on the
website. Partners are expected to provide relevant content for the website's development, maintenance,
and updates, ensuring that visitors are kept up to date on the project's actions and results. The initial version
of the website's architecture is presented in Figure 15:

SCENE Homepage

| |

News & Events Contact Us
Project Events

Methodology

Project Concept Architecture

Objectives SCENE Platform

Pilots

Other news and
events

Our synergies

Figure 15 Website Preliminary Sitemap
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The website, hosted on the domain thesceneproject.eu, aligns with the project’s dedicated email address:
info@thesceneproject.eu. It is built using WordPress with the Avada theme, enhanced by custom CSS coding

to improve interactivity and user-friendliness. The site features dynamic content, ensuring compatibility
across various devices such as mobile phones and tablets, allowing stakeholders seamless access. The
content evolves throughout the project’s lifecycle, reflecting advancements in activities and goals. For
instance, the launch of the two end-user needs questionnaires was accompanied by a custom-made pop-up
window that directly informed website visitors about the application process and encouraged their
participation.

The website includes the following sections: ‘About SCENE,” ‘Methodology,” ‘Resources,” ‘News and Events,’
and ‘Networking’ (former the ‘Contact Us’ section). Visitors can also explore the SCENE Platform modules,
the architecture and interconnection between different elements, promotional materials, and related
initiatives (synergies). Additionally, the project’s Privacy and Cookies Policy is accessible via an interactive
button.

See how the website looks like:

o SCENE Homepage

-

Ll SCENE ol
] ©- 11 .|

Building a globally competitive European film industry
through Al and cultural heritage.

Figure 16 SCENE Homepage
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About SCENE

Methodology

Resources

News and Events

Networking

Figure 17 Menu Sidebar

EW SCENE > Y oo

Step into the future of filmmaking
with SCENE!

SCENE project will combine cutting: technologies with 3 commitment 1o social

responsibllity and sustainability. From audience scouting, distribution mechanisms,

and blockchain for IPR protection to presentations of monuments, the project is

revolutionizing the industry while respecting the values of the European Bauhaus.
The project will aim to advance key scientific areas and explore new business models, al

while supporting fair working conditions and the needs of its stakeholders

Figure 18 Menu Bar
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e Architecture

SCENE' s vision and implementation

DATA LAKES MEDIA ASSET MANAGER
[ ] User Interface [ J
O O O ¢

— — —
PRE-PRODUCTION PRODUCTION POST PRODUCTION DISTRIBUTION

T
European
Heritage 3D
P All Audience
Model
. prodest

>

Film Industry
Market

BLOCKCHAIN LICENCE

Figure 19 SCENE Architecture

e Modules

Modules

Home » Methodology » Modules

The SCENE platform operates as a comprehensive framework,
which integrates state-of-the-art technologies and services for
- every stage of filmmaking while enabling targeted promotion
and optimal distribution channels. This can happen through the
Media Asset Manager, which streamlines and simplifies the
management of filmmaking content.

The Location Scouting tools Al-based Audience Preferences The Audio Simulation Engine The Audio Effect Engine

help in Cultural Heritage Scouting and Audience Building aims on testing the audio setup enables the insertion of audio
Integration by supporting tools 1o gain insights into trends before actual field installation, effects such as rain, studio
producers in finding cultural and preferences. ensuring optimal sound quality. sounds, etc. The Lighting Effect
Figure 20 SCENE Modules
Funded by
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e Greece Pilot
[ Pre - production ]
, JO)
20 Location Requirements Location Scouting Engine
'.‘ q geng

Prod o Athens is a city known for its numerous o The location scouting engine will be

roducer cultural heritage sites within its employed to select the most appropriate

boundaries and it offers a variety of sites for filming by testing the scouting
locations suitable for diverse filming functionality in Athens, while short videos
requirements. will be captured in these chosen locations.

[ Production ] [Post Production] [ Distribution ]

o Light —
Effects &

> Distribution

Engine &
ol D ©° Recommender @ Film Industry
- System Market
& Audio > Data Lake
Effects —_—
Film Shooting
Figure 21 Greece Pilot Methodology
e ltaly pilot
[ Pre - production ] [ Production ]
A, Existing 3D .
Model & Light
optimisation Simulation
oo
B ©
Producer I Q 0
%2 New 30 Model & Audio
Creation Simulation Film Shooting
[ Post Production ] [ Distribution ]

© Light Effects -
& > Distribution @
ﬁ _ 0 Engine & | o
& IPRBlockchain Recommender Film Industry Market

System

& Audio Effects
> Data Lake

Figure 22 Italy Pilot Methodology
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e Cyprus Pilot

[ Pre - production ]

= O

aav Trend Analysis Location Scouting Engine
Producer The Al-powered Audience Preferences The location scouting engine will be
Scouting tool will conduct trend analysis employed to select the most appropriate
to assist the filmmaker in determining the sites for filming by testing the scouting
content of the film. functionality.

[ Production ] [ Post Production ]

& Light
Si?nulatinn © Light Effects

© Cultural
Heritage 3D
r\.-10delg 0 ¢ o ¢

& é#ghtl’ation Film Shooting & Audio Effects

[ Distribution ]

3 =
> Distribution Engine & -
& PR Blockchain 0 Recommender System 0 @Fllm Industry Market
> DataLake

Figure 23 Cyprus Pilot Methodology

e Synergies

Synergies

Home » Networking » Smergies

P R PREMIERE Project
The PREMIERE project opens the stage for the performing arts of the new era. Leveraging cutting-edge Al and XR

M A | technologies, it will support the whale life cycle of performances, from their production to their distribution and

preservation. Research centres and artistic partners are leading the development of digital ouls designed to enrich

art and technology. Altogether, PREMIERE stands for inclusive access, competitive CCls, c

R r archives, extend venues as virtual stages for live performances end co-creation, and produce in the intersection of
engagement, and cultural heritage preservation

Learn more here

‘The REBOOT European Film Competitiveness project

The Reviving, Boosting, Optimising, and Transforming Europesn Film Competitiveness - REBOOT project is a

REB ‘l‘ collaborative initiative led by the University of Vienna in partnership with 11 universities. Supported by 11 members
I

strong advisory board consisting of six industr and This project has
a primary focus on exploiting existing strengths, addressing weaknesses, and planning strategically for the future
competitiveness of the Eurapean film industry in all policy, practizal, and experiential dimensions. The project aims
to explore audience preferences and generational dynamics to shape a comprehensive understanding and to foster
young peaple’s engagement with European films. Furthermore, the project seeks to reinforce the Eurapean Union's
position in the global audiovisual economy and to pramotz cultural diversity within the European film industry.

CresCine Project

CresCines averall objective s to enhance the compet tiveness and cultural div

ity of the European film industry.
This will be achieved by understanding, engaging with, empovering, and ultimately transforming Europeen small

M .
aeescne markets through original research and piloting the resuts in Estonia, Lithuania, Denmerk, Ireland, Belgium

(Flanders), Groatia, and Portugal

Learn more here

Figure 24 SCENE Synergies

Funded by
the European Union Page | 36



D6.5

e Network of Interest

Network of Interest

Home = Metworking » Network of Intenest

The SCENE Network of Interest is a dynamic catalyst for positive change, striving to foster a vibrant community
that spans across Europe and beyond. Our mission is to connect like-minded individuals, inform them about

P filmmaki

ideas into reality using cutting-edge technological features.

shaping the E industry, and empower filmmakers to wrn their

At its core, the SCENE Network of Interest is a hub for enthusiastic individuals who desire to track project
progress, stay abreast of related topics and trends, and actively contribute to discussions on Al's impact on film
making and creative industries. This includes exploring the challenges and opportunities of maintaining a

harmenious balance between and ivity, ly sheping the industry’s future transformation.

Join the SCENE Network of Interest to:

Receive a biannual newsletter packed with fascinating news about SCENE and maore.
Connect with a diverse of individual
Engage in thought-provoking discussions on Al's role in film making and creative industries, delving into
the potential shifts and the art of innovation.

and

who share your passions.

Don't miss out on this exciting opportunity to be part of a collaborative force driving positive change in the world
of filmmaking and beyond. Sign up today and be part of the SCENE revolution!
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Your name *

Your email *

Your company *

Your expertise *

Tell us something about yourselft

Figure 25 SCENE Network of Interest submission form

e Contact form

Contact Us

Home » Networking » Contact Us

Want to get in touch?

For more informati

Your name

ts results and ong

Vour email *
Subject *

Your message

BB Scientific & Technical
Manager

BB Project Coordination

General Info

Contact

info@thesceneproject.eu

E

EB Dissemination Manager

Name: Artemis Pssftaglou - Project
Menager

Figure 26 SCENE Contact form
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Get to know us! Follow us
Funded by

the European Union Subscribe to our newsletter f XD in

Email address:

Funded by the European Union under GA number Your email address

101095303. Views and opinions expressed are Privacy policy
those of the author(s) only and do not necessa: W | give the SCENE PROJI the consent ect and

those of the European Union or the European‘Researc process my data according to the Privacy and Cookies

Executive Agency. Neither the European Uniopnor the Policy*
granting authority can be held responsible for them
Sign up

Figure 27 Website Footer

5.3.1.1 Website Analytics

To monitor website analytics, including visits, events, average session duration, and other relevant metrics,
we utilise the Google Analytics service. This traffic monitoring helps us assess website performance, identify
successful content, and adapt our dissemination strategy accordingly.

The website analytics are connected to the key performance indicator (KPI) 'visits to the website," where
visitors are counted once based on their IP address. The number of visits and interactions with the website
stands at 11,000 for this year, indicating significant engagement with our stakeholders. Total users exceed
1200, with an average engagement rate of 45.5%, suggesting that visitors interact with various elements and
spend an average of 2.50 minutes per visit from April 2023 to July 2024. This regular activity aligns with our
efforts to disseminate and communicate project-related information and redirect traffic from our social
media platforms.

Factors Contributing to Website Visibility:

e Continuous Updates: Regular updates with project news, internal events, presence at external
events, and general updates on filmmaking regulatory frameworks, as well as citizens' and experts'
perceptions.

e Social Media Integration: Regularly posting website articles on the project's social media accounts.

e Engagement and Research Activities: Including the website QR code in project presentations and
promotional materials.

e End-User Questionnaires: Launching two rounds of end-user questionnaires, which attracted
significant interest from stakeholders.

e Synergies: Initiating partnerships and collaborations with related projects and initiatives.
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1K 1.2K 2m 58s 45.5%
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Figure 28 Website Analytics Overview

Users by Country:

The website receives visitors from various parts of the world, with a significant portion originating from
Europe, as anticipated. Additionally, there are visitors from the USA, likely due to the prominence of the
filmmaking industry there or the exhibitions MOG attended, attracting international stakeholders.

Users by Country over time Maonth -

100

Jan Apr Jul Ot Jan dar Jul

@ Greecz @ United States ¥ Spain @ Germany @ Netherands

Figure 29 Users per country

Top Campaigns:

Based on traffic acquisition data, which assesses where new sessions originate, it is apparent that most new
and returning users access the website directly by typing its name. Organic search follows closely, indicating
that users find the website through search engines. To drive more traffic to the website, it is crucial to
enhance organic search and organic social media entrance. This can be achieved by increasing the visibility
of the website's name in social media campaigns. The generic nature of the name "SCENE" makes it
challenging for users to find via web search, especially those without active cookies redirecting them to our
website.
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Sessions by Session primary channel group (Default Channel Group) over time Day - Sesslons by Session primary channel group (Default Channel Group)

|
0

Unassigned

600

@ Direct @ Organc Search @ CroaricSocial @ Referrsl @ Urassigned

Figure 30 Traffic Acquisition

5.3.2 Newsletter

As part of the project, a bi-annual newsletter is produced and distributed to the project's community. This
newsletter offers stakeholders updates on the project's progress, an overview of its concept, and details
about past and upcoming activities. It also engages stakeholders who may not be familiar with social media
or other digital channels, providing insight into our progress for those not actively involved in the project's
development.

Developed and distributed using Mailchimp and the LinkedIn newsletter feature, the newsletter is drafted,
revised, and released by White Research, while all partners are requested to provide input and content for
their work and activities. Although the content of each issue is agreed upon with the partners, it generally
includes the following topics:

e A brief overview of the SCENE project;

e An update on the project's progress, including meetings and important milestones;
e Recent results and ongoing activities related to the project;

e Plans and events for the project's future development;

e A section highlighting relevant projects and initiatives in our field (e.g. synergies);
e News and updates from the industry.

SCENE has published three issues of its newsletter to date. Two of these were produced according to the
overall dissemination and communication plan, while the third was created ad hoc to promote the launch of
the 2" round of the end-user’s questionnaire to multiple stakeholders who were already engaged via our
Mailchimp and LinkedIn newsletter subscriber lists. The fourth issue will be published concurrently with the
submission of this report at the end of August 2024. Up to the end of July 2024, 117 people subscribed to the
Mailchimp version, while 155 subscribed to the LinkedIn one, leading to a total of 272 subscribers.

SCENE Project @-: The SCENE Project
) ) “" Newsletter
117 total contacts. 117 email subscribers.
ﬁ By SRR BU Ponpess

Figure 31 Mailchimp and LinkedIn Newsletter Subscribers

Regarding newsletter subscriptions and data management, all GDPR provisions are strictly followed.
Subscribers must consent to the project's Privacy Policy, and they have the option to unsubscribe from the
newsletter at any time.

Funded by
the European Union Page | 40



View this email in your browser

e

SCENE Project Newsletter #1

Step into the future of
filmmaking with
SCENE!

SCENE is a Horizon Europe project, that combines cutting-edge technologies
with a commitment to social responsibility and sustainability. From Al-based
audience scouting, distribution mechanisms, and blockchain for IPR protection
to 3D representations of monuments, the project is revolutionizing the industry
while respecting the values of the European Bauhaus.

Visit our website for more...
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Newsletter #2, February 2024

Step into the future of
filmmaking with

SCENE!

SCENE is a Horizon Europe project that combines cutting-edge technologies
with a commitment to social responsibility and sustainability. From Al-based
audience scouting, distribution mechanisms, and blockchain for IPR
protection to 3D representations of monuments, the project is revolutionizing
the industry while respecting the values of the New European Bauhaus.

Learn more here

Figure 32 1°t and 2" Newsletters
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Ready to contribute to the functionalities of the SCENE Platform? Take our end-user
requirements survey!

Figure 33 Ad-hoc Newsletter
5.3.3 Social Media Accounts

During the initial stages of the project, particularly in March 2023 (M2), social media accounts were
established on Facebook, X (former Twitter), LinkedIn, and YouTube to promote the project and engage
stakeholders. An Instagram account was added in September 2023, as an additional channel to reach
especially content creators, artists and creative communities. These accounts are used to disseminate project
outcomes and share information with diverse stakeholders. Each social media channel is tailored to target
specific audiences and objectives, aiming to maximise the impact and effectively utilise the research results.

The project's social media platforms have demonstrated extensive stakeholder reach. Through our primary
social media accounts (LinkedIn, Facebook, X, and Instagram), we have reached over 40,000 stakeholders, as
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indicated by the impression’s metric. Social media serves a dual purpose, acting not only as an attraction
point but also as a platform through which the website gains visibility and visits.

The target audiences addressed by each social media channel and the specific objectives are presented in
the following table:

Table 6 Social Networks and Target Audiences

Social

Network

SCENE Target Audience

Content creators

Artists, Actors, Directors, Videographers
Producers

Tech providers and advisors

Objectives

Build a network of

- . followers
° e  Policymakers
9 . ) Update them on the
2 e  Broadcasting companies o,
o . o project’s progress and
S e Community organisations .
) o o project events
e Universities and research institutions .
o Publish relevant posts
e Non-governmental Organisations (NGOs)
e Consumers interested in European Film Industry
e  General public
e Content creators
e Artists, Actors, Directors, Videographers Communicate key
messages and the
e  Producers
. . roject’s outcomes.
e Tech providers and advisors Proj
. Announce the project
e Policymakers )
= . . and upcoming events.
iy e  Broadcasting companies
s ) o Retweet relevant
H e Community organisations
= . . S content between
e Universities and research institutions .
5 1o NEE relevant Horizon
° on-governmental Organisations S .
2 ) g ( ) ) Europe/H2020 projects
e Consumers interested in European Film Industry .
and associating
e  Other initiatives and projects R
initiatives
e Broadcasting platforms
e Content creators Present the project and
e  Artists, Actors, Directors, Videographers boost professional and
e Producers expert discussions
e Tech providers and advisors Share updates and
e Developers knowledge about the
e Al and Blockchain Professionals project and its
£ e  Policymakers developments.
-
2 e  European Cultural Heritage Managers Foster collaborations
(= . .
pr e  Broadcasting companies and partnerships with

Funded by

Community organisations

Universities and research institutions
Non-governmental Organisations (NGOs)
Broadcasting platforms

Consumers interested in European Film Industry
General public

the European Union

other organisations
Promote the project's
events and activities.
Establish the project as a
thought leader in the
filmmaking industry
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Content creators

Artists, Actors, Directors, Videographers
Producers

Tech providers and advisors

24.07.2024

Upload and promote the

= Policymakers project’s promotional
lg Broadcasting companies video
2 Community organisations Increase the visibility of
Universities and research institutions the project
Non-governmental Organisations (NGOs)
Consumers interested in European Film Industry
General public
Build a network of
followers
Share visually engaging
content
followers on th
Content creators Update followers o L €
. ) . roject’s progress an
Artists, Actors, Directors, Videographers proj prog
events
Producers £ di th
. . ngage and interact wit
g Tech providers and advisors g8 ) o
e . . the audience with likes,
%0 Broadcasting companies
2 ) o comments, and shares
£ Community organisations

Non-governmental Oganisations (NGOs)
Consumers interested in European Film Industry
General public

Promote events and
activities

Showcase behind the
scenes content

e  Utilise influencers’ and
collaborators’ reach

e  Utilise Instagram Stories
and Reels

White Research is responsible for the management of SCENE’s SMAs, while all partners contribute by:

e BECOMING A FOLLOWER (LIKE OR FOLLOW THE PAGE/PROFILE);

e PROMOTING THE ACCOUNTS IN THEIR NETWORKS.

® SUGGESTING RELEVANT PROFILES THAT SCENE SHOULD CONNECT WITH;

® SHARING INTERESTING ARTICLES AND NEWS.

e PROMOTING POSTS AND NEWS THROUGH THE SMAS OF THEIR OWN ORGANIZATIONS.

To increase consortium participation in SCENE's communication and dissemination efforts, the dissemination
team plans social media posts on a monthly basis. This approach allows for discussions, waiting periods, and
iteration of partner input based on feedback. Additionally, we dedicate mailing communications for social
media postings and monitor these activities.

A significant aspect of a successful social media campaign is the visual content that accompanies the text.
White Research provides SCENE partners access to its Canva Pro Account, enabling them to translate content
into their language and engage local stakeholders more effectively
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FACEBOOK

The SCENE Facebook page, established in M2, is used to promote the project's progress and share news about
relevant topics within the filmmaking and technology industries. Posts include text, static images, GIFs, and
video content. The Events feature of Facebook allows followers to be directly invited to events organized by
the project.

To monitor the performance of the SCENE page, Facebook Analytics is accessed via the Meta Business Suite.
Overall, the page serves as:

e A hub for news and discussion of issues related to filmmaking and technology.

e A platform for sharing updates on the project's developments and achievements (e.g., published
reports, scientific publications, key events, activities, important achievements).

e A connection to other relevant groups and pages.

Facebook has proven to be a successful medium for us. The page has gained 127 followers, and 70 likes over
its lifespan since March 2023. The effectiveness of our dissemination strategy is evaluated based on the total
engagement of these posts, which has reached over 9,000 different accounts. Given that the SCENE Project
targets various stakeholders, including filmmakers, Facebook serves as a valuable medium to reach this
specific audience. Filmmakers primarily use it to receive news and updates on improving their operations, in
addition to its general usage for connecting with their social circle and entertainment. Furthermore, our
presence in various groups underscores the significance of this platform in the sector.

Join . e
OUR COMMUNITY! 5 °

Visit: https://thesceneprojeet.eu/networking/network-of-interest/

8 _ @ Edit cover photo

SCENE EU Project

S

Figure 34 SCENE Facebook Page
The partners are expected to contribute to creating a bigger Facebook community by uploading relevant
posts, inviting members to like SCENE Project, and updating their social media about SCENE on a regular
basis. The monitoring of Facebook posts takes place through Meta Business Suite, which provides all the
suitable tools for monitoring engagement and actions in each post.

X (FORMER TWITTER):

Similarly, the Twitter account was launched in M2 aiming to build another social community for conveying
short messages to followers, while it gathered 76 followers since its launch. X (former Twitter) is an important
dissemination tool for SCENE as it enables us to stay updated on the news from the sector and the outcomes
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of relevant projects. The X (former Twitter) platform permits us to establish new synergies with similar
initiatives and gain attention toward our project. The use of hashtags allows the project’s messages to reach
wider audiences and the short and precise posts can actively engage a large pool of stakeholders. In addition,
the account is excellent for the effective dissemination of events.

In this context, the X (former Twitter) account acts as a:

e General dissemination and “heads up” device distributing links that will direct users to other project-
related platforms/tools (e.g., SCENE’s website, newsletters, videos) and communicating information
on the project’s progress (upcoming events, participation in external events, project results, etc.);

e Newsfeed platform collecting and updating news from other relevant projects and organisations;

e Feedback platform, a fast and easy contact point through which partners could receive queries and
feedback from people.

e Similarly, to Facebook, the project partners are expected to contribute to X (former Twitter) on a
regular basis. For monitoring the performance of SCENE X’s account, the metrics and insights
provided by X analytics were used.

Project partners who have a digital presence on the platform are expected to engage with the X account
regularly by sharing its content through their business accounts and suggesting relevant content. The
account's performance was tracked using X analytics, but this is not an option anymore since only the
premium X accounts have access to the page analytics. A snapshot of the account is included below.

A snapshot of the X (former Twitter) account is provided below:

Edit profile

SCENE Project

Building a globally competitive European film industry through Al and cultural
heritage.

Figure 35 SCENE X (former Twitter) Page

LINKEDIN

The LinkedIn platform was selected to promote the project to a more professional audience. The LinkedIn
profile of the project was set in M2, as well, in order to present the project and offer updates on its progress
at an early stage of the project. SCENE consortium partners are expected to support the project’s LinkedIn
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profile and invite followers. The LinkedIn page will be dedicated to showcasing the project and its objectives.
Besides that, it aims to have a more institutional and professional approach in order to boost professional
and expert discussions on issues of common interest. Given the professional nature of this social network,
the SCENE LinkedIn page will be more project-focused, hosting content that is either directly related to the
project (project’s latest news, progress, upcoming events, etc.) or involving wider developments that are
expected to have a direct impact on the project (e.g., important results and reports, etc.).

Follower Growth and Reach:

Within 18 months, the SCENE project’s LinkedIn account has attracted 341 followers, which constitutes
more than 50% of the total followers across all social media platforms combined. This indicates that
LinkedlIn is the primary platform for engaging stakeholders, reflecting the platform's effectiveness in
reaching and retaining a professional audience interested in the project's focus areas.

Impressions and Page Views:

e Impressions: The SCENE LinkedIn account has achieved over 33,000 impressions in the last year.
Impressions measure the number of times the content has been seen by users, indicating a high
level of visibility and outreach.

— N\ / \
J N4

<]
I
(]
[}
G

33,107

Figure 36 LinkedIn Impressions
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e Unique Views: The account has recorded over 1,000 unique views in the past year. This suggests
that a significant number of users are not only seeing the content but are also visiting the page for
more information, indicating active interest and engagement.

Figure 37 Unique views

Follower Demographics:
Industry Breakdown:

e Program and Project Management (22.4%): This is the largest group, indicating a strong interest
from professionals involved in managing and coordinating projects, likely due to the relevance of
SCENE project to automation of standard processes.

e Engineering (11.8%) and Research (9.6%): These groups reflect a substantial interest from technical
and research communities, essential for the development and implementation of filmmaking and Al-
related technology.

e Media and Communication (9.5%): Engagement from this sector highlights the importance of
effective communication and dissemination strategies.

e Other notable sectors include Business Development, Arts and Design, Information Technology,
Education, Administrative, and Marketing, indicating a diverse range of stakeholders.
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Figure 38 Visitor demographics - Professional Background

Geographical Breakdown:

e Thessaloniki and Athens Metropolitan Areas, Greece (16.9% and 16%): The high engagement from
these areas suggests strong local interest and support for the project within Greece, given that one
of the project’s pilot is in Athens, Greece.

e Brussels Metropolitan Area, Belgium (3.8%): As a central hub for EU-related activities, engagement
from Brussels indicates alignment with European policy and regulatory interests.

e Other significant areas include the Randstad in the Netherlands, Cologne Bonn Region in Germany,
and several metropolitan areas in Italy and Spain, reflecting widespread European interest, which
are either associated with the project pilots (e.g. Lecce, Italy) or they have a strong cultural identity
(e.g. Cologne, Germany).
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Figure 39 Visitor Demographics — Location based

The project's partners have played a crucial role in achieving these numbers by actively inviting their
networks to follow the Linkedln account and sharing its content. This collaborative effort has significantly
boosted the account's visibility and engagement.

The SCENE project’s Linkedln account demonstrates strong performance in reaching and engaging a
professional audience. The high number of followers, impressions, and page views, combined with diverse
industry and geographical representation, indicates successful dissemination and communication efforts.
The active involvement of project partners further enhances the project's outreach, ensuring continuous
growth and engagement across the platform.

D MMUNITY

S8 SCENE &3
@ M BN

SCENE EU Project

Building a globally competitive European film industry through Al and cultural heritage.

Figure 40 SCENE LinkedIn Page
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YOUTUBE

The SCENE YouTube channel was created in April 2023 - M2 to gather all videos produced in the frame of the
project in a single and easily accessible location, aiming to increase its visibility and bring it closer to the
audience by giving faces and voices to the actual participants. However, the aim is not only to have a simple
video archive but also to enhance the creation of a strong online community, especially due to the project’s
nature and its multimodality thanks to the connection with other similar channels, and to leverage the
features of videos to effectively promote the project’s activities in an appealing and effective way.

The SCENE promotional video was promoted through the channel to raise awareness and enhance the
project’s visibility. Besides the video, the channel’s aim is to build a strong online community through the
connection with other channels of EU-funded projects. Especially for a project like SCENE, which targets in a
great degree to filmographers, artists and broadcasters, YouTube plays a key role in raising awareness and
promoting project’s actions and especially the results. By the end of M18, the YouTube channel has gathered
32 subscribers.

In terms of metrics, the SCENE YouTube channel has seen varied performance across different videos:
e The promotional video has 237 views with total watch duration of 4.4 hours;
e The "Data Lakes in SCENE" video has achieved 23 views, an average watch percentage of 88.7%;
e Interviews with the AUTH team in Cyprus during the acoustic modeling on the field.

These metrics provide valuable insights into viewer behavior and engagement patterns, guiding future
strategies to optimize content delivery and maximize the impact of the SCENE project's YouTube channel in
reaching and resonating with its target audience.

-  SCENE EU Project

Q SCENE O @SCENEEUProject - 32 subscribers - 3 videos
O @e i o More about this channel ...more
o Q Subscribed

Home  Videos

Videos p Playall

Sata Lakes n the fhes mabing industry

Data Lakes in SCENE :  Interviews with the AUTH ¢ The SCENE Project
23 views - 1 month ago team in Cyprus during the... Promotional video
7 views + 1 month ago 237 views + 2 months ago
ce
Figure 41 SCENE YouTube Channel
INSTAGRAM

The Instagram account, launched ad-hoc in M9 even though it was not originally planned in the Grant
Agreement, has proven to be a useful platform for engaging with an artistic and creative audience. Its ability
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to share short videos (reels) and various multimedia formats has significantly enhanced the project's
dissemination efforts. By M18, the account has attracted 80 followers, contributing to the project's outreach
and visibility. Additionally, the account has reached more than 1,096 accounts, with followers accounting for
80 and non-followers for 1,046.

scene.eupro]ect Edit profile View archive Ad tools O

22 posts 81 followers 97 following

The Scene Project
Building a globally competitive European film industry through Al and cultural heritage.
& www.thesceneproject.eu

334 accounts reached in the last 30 days. View insights

Figure 42 Instagram Page

Reach ®

1 096 By content type
1)

Accounts reached
Followers Non-followers

Followers 52
Non-followers 1,044 Regls IS 520
Posts  CEED 451
Stories @ 57
e Followers ® Non-followers

Top content based on reach

PEEK

INTO OUR
PROMOTIONA
ViDEiae

Apr 19

Figure 43 Instagram Reach

5.4 Events

The SCENE partners have organized and participated in various events to promote the project's outcomes
and broaden its impact on the sector. These events, part of the SCENE project, aim to raise awareness about
the project's concept, highlight its results, and engage key stakeholders who can support the project and
provide feedback on its outcomes.
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5.4.1 Project Internal Events

The events organized in the framework of SCENE aim to raise awareness of European Filmmaking Industry,
Al and Blockchain technologies, Data Intelligence and European Cultural Heritage, promote the project’s
results and facilitate the engagements of key stakeholders which will support the project’s activities. Personal
networks of partners, social media followers, and the key assets of the SCENE project will be leveraged to
attract participants to the organized events.

In the frame of SCENE, several events will be organized to serve the project’s objectives and promote the
project and its outcomes. In more detail, the following types of events are scheduled as part of the project’s
plan:

e SCENE Workshops: Throughout the lifecycle of the projects several workshops and roundtables will
be organized, in which SCENE’s activities and results can be extensively discussed, while they can be
promoted to existing and potential stakeholders. In addition, Hackathons are expected to be
organised due to the technological nature of the project.

e SCENE Scientific Conferences: The target of the scientific events is to depict the developed methods
and tools advantages, while there is a real — life demonstration of industrial case studies and vertical
markets, as they are identified on the project.

e Other events: SCENE will organize at least one event in Brussels in order to make the EU experts and
advisors aware of the project’s results. Moreover, the final event will be also organised in Brussels
for dissemination the final project results.

Among other activities, SCENE has conducted 2 workshops, essential for the project’s development and
progress:

Workshop on Understanding End-User Needs & Requirements for Filmmaking Platforms by
CERTH

The Centre for Research & Technology Hellas (CERTH), the coordinator of the SCENE Project, hosted its first
online workshop in November 2023 focusing on understanding end-user needs and requirements for
filmmaking platforms. The event aimed to inform stakeholders about how the SCENE Project plans to
leverage Al technology to impact film production. This includes developing tools such as audience-building
tools, location-scouting tools, audio and lighting simulation modules, and 3D-modeled locations.
Additionally, the produced items will be tokenized using blockchain technology to ensure protection under
intellectual property rights. The workshop was attended by over 50 individuals, highlighting the project's
potential impact on the sector.
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Rationale

Main Challenge:
* Toincrease the potential of the international of the European industry

Industry Dynamics:
« While European film industry is quite dynamic it is still secondary to the U.S.
* U.S.companies benefit from vertical integration, unlike EU counterparts.

Major Weaknesses:

* Fragmented production and financing issues.

*  Limited focus on distribution and pi ion, hindering

+  COVID-19's impact causing an extremely challenging period.

Recommended Approaches:
* Develop vertically integrated procedures covering production to distribution.
* Leverage Europe’s Cultural and Creative Industries (CCls) for economic growth and cohesive society.

% - X

Camera Screen Leave

Figure 44 Workshop on Understanding End-User Needs & Requirements for Filmmaking Platforms

Workshop on Understanding End-User Needs & Requirements for Filmmaking Platforms by
ADDMA

On November 15 and 16, 2023, ADDMA organized a workshop at Megaron Athens Concert Hall and Stratos
Vassilikos Athens Hotel as part of the Athens International Children’s Film Festival (ATHICFF). This event
brought together around 50 professionals from Greece, Europe, and Canada, including scriptwriters,
directors, producers, and sales agents active in the audiovisual, creative, and film industries, along with
representatives from the Greek Film Center and the National Centre of Audiovisual Media and
Communication (EKOME), The workshop aimed to co-create, communicate, and map key requirements
from a broad range of potential end-users. Their involvement facilitated open dialogue, allowing for the
identification and mapping of requirements at all stages of film production

Figure 45 Workshop on Understanding End-User Needs & Requirements by ADDMA
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Joint Workshop: ‘Exploring the Creative Frontier: Generative Al in Film and the Ethical
Landscape’

Following the SCENE’s 4™ plenary meeting, a collaborative workshop titled “Exploring the Creative Frontier:
Generative Al in Film and the Ethical Landscape” (Figure 46, Figure 47) was conducted in May 2024, in Cannes,
France. This event brought together the SCENE, REBOOT, and CRESCINE projects to discuss their roles in
revolutionizing the filmmaking industry. Guest speakers, including Jean-Francois Trubert and Caterina
Sganga, provided insights into the challenges and opportunities that Al presents in creative processes and
copyright issues.

The workshop was successful, highlighting the collaborative efforts and progress of the SCENE Project and its
partners. It underscored the future potential of these initiatives and their impact on the filmmaking industry.
The event has enhanced communication efforts, increased engagement with key stakeholders, and
broadened awareness of the projects, paving the way for continued advancements and collaborations.

Figure 46 Flyer for the co-organised workshop among SCENE, REBOOT and CRESCINE
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Figure 47 Joint workshop with SCENE, REBOOT and CRESCINE

Upcoming Project Events

For the remaining 18 months of the project, a series of project events will be scheduled; the dissemination
managers will continue to assist partners with dissemination and engagement requirements for these events,
as in the initial phase of the project. Following each event, organizers are required to fill out the Event
Reporting Template, documenting key communication and dissemination activities. The project’s
dissemination manager utilizes this data, along with accompanying materials such as photos, to promote the
event across SCENE’s social media channels.

5.4.2 External Events and Conferences

Apart from organizing and participating only in internal events, the consortium partners are already
attending, and they will attend external events and conferences, in order to engage furtherly key actors of
the filmmaking sector. During these events the partners (wil):

e Present the project (concept, approach, etc.).

e Promote the project’s results.

e Promote SCENE actions and events.

e Establish synergies and contacts with relevant projects and initiatives.
e Engage relevant stakeholders in the project’s activities.

e Promote the project’s dissemination channels (website, SMAs, etc.).
e Stay up to date on the SCENE actions and results.
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The partners participating in external events should always follow the visual identity of the project and use

the official promotional material (leaflet, poster, templates, etc.). In addition, the partners should always

inform WR in advance regarding their participation in an external event in order to be appropriately

disseminated through the project’s dissemination channels. Finally, after the implementation of the event,

the partners should fill in the reporting templates and send it back to WR.

A list of the conferences and events already attended is provided below:

Table 7 SCENE Participation to events

Descriptio Partners
Venue
n Involved

Participation in the
International Broadcasting
Convention (IBC) 2023
Participation in the NAB
SHOW 2024

Participation in the Emerald
Project Meeting
Participation in the
Networking Event by Film
Office of Central Macedonia
and Greek Film Centre
Participation in the
RCRarchitechs workshop AIR
S+T+ARTS project
Participation of the 1st and
2nd Cluster meeting
Organisation of the
Declaration des Cineastes
Participation in 154th Audio
Engineering Society
Convention

Participation in AES Europe
2024

Participation in International
Conference for Immersive
and 3D audio - I3DA 2023

Participation in Athens
International Children’s Film
Festival 2023

Participation in Berlinale
2024

Participation in Thessaloniki
Documentary Festival 2024
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Conferences

Conferences

Clustering
activities

Meetings

Other
scientific
collaboration
Clustering
activities

Workshop

Conference

Conference

Conference

Workshop

Exhibition/Fe
stival

Exhibition/Fe
stival

RAI Amsterdam, Netherlands

Las Vegas Convention
Center, South Hall, USA
Universitat Pompeu Fabra
Barcelona

Warehouse C’, Thessaloniki
Port, Greece

La Vila, Spain

Online

Serafeio, Municipality of
Athens, Athens, Greece
Aalto University, Espoo,
Helsinki, Finland

Convention Chair: Ville Pulkki
Universidad Politécnica de
Madrid (Polytechnic
University of Madrid),
Madrid, Spain

Bologna, Italy
Athens Megaro
Athinon/Stratos Vassilikos

Athens Hotel, Athens,
Greece

Berlin, Germany

Thessaloniki, Greece

Sep 15, 2023 —
Sep 17, 2023

Apr 13, 2024 —
Apr 17, 2024

Dec 2023

Nov 11, 2023

Apr 8, 2024 — Apr
10, 2024

Jul 5, 2023, and
Jan 10, 2024

Dec 15, 2023

May 13-5, 2023

June 15-17, 2024

Sep 5-7, 2023

Nov 15-16, 2023

Feb 15-25, 2024

Mar 7-17, 2024

MOG

MOG

MOG

WR

EPICA

CERTH, all
partners

AFO

AUTH

AUTH

AUTH

ADDMA

ADDMA

ADDMA
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Table 8 Upcoming events

. Partners
Event Description Venue When

Involved

Participation in the

International
RAI Amsterdam,

Broadcasting Conference Sep 13-16, 2024 MOG
. Netherlands
Convention (IBC),
2024
Participation in the o
o . Helsinki, Sweden —

World of Digital Built Conference . . Oct 3-4, 2024 DTT

. Tallinn, Esthonia
Environment 2024

T Las Vegas
Participation in the .

Conference Convention Center, Apr 6-9, 2025 MOG

NAB SHOW 2025
South Hall, USA

5.5 Publications

5.5.1 Scientific Publications

Scientific publications are important significant channels for presenting the SCENE’s outcomes to academic,
research, and industrial target audiences. Thus, creating knowledge impact and enabling other researchers
and stakeholders to use the project’s results in their own work contributes to disseminating the project
further. It is expected that academic partners will take up the leading role in drafting scientific articles,
assisted by all relevant consortium members. These publications can be important channels for presenting
SCENE's outcomes to academic, research, and industrial target audiences, creating knowledge impact and
enabling other researchers and stakeholders to use the project's results in their own work, thus contributing
to further dissemination of the project.

At least 4 scientific publications are foreseen, while the optimum number is more than 8, and we aim to
that one. In particular, the project’s module and platform are the breeding ground for publishing relevant
research papers based on the technological breakthrough that is provided by SCENE. The publications will be
useful to attract an upscaled level of awareness and constructive feedback from the scientific community
and other relevant project stakeholders. To this end, the first submissions to conferences and papers will
take place when substantial scientific results emerge from the project, but the project needs to produce at
minimum one scientific paper and to attend one external conference per year.

Lastly, SCENE will employ a Gold open-access approach to its peer-reviewed scientific publications. That
means publications will be accessible online for free providing also the right to copy, distribute, search, link,
crawl, and mine under the Creative Commons Attribution International Public License (CC BY) or a license
with equivalent rights; for monographs and other long-text formats, the license may exclude commercial
uses and derivative works (e.g. CC BY-NC, CC BY-ND). Thus, the SCENE consortium will adopt the open-access
publishing strategy wherever possible and/or the Open Research Europe platform?.

For the aforementioned reasons, we created the “ Searchable multi-dimensional Data Lakes supporting

Cognitive Film Production & Distribution for the Promotion of the EuropeaN Cultural HeritagE” community

in Zenodo to centralise and enhance the dissemination and preservation of SCENE's research outputs,
ensuring they are accessible to the academic, research, and industrial communities. Zenodo provides

L https://open-research-europe.ec.europa.eu/
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features like open access, long-term preservation, and DOI assignment, making it a suitable platform for
hosting various outputs such as datasets, publications, software, and multimedia. This community helps us
comply with open access mandates by participating in the wider community “EU Open Research Repository”
increasing the visibility and accessibility of our research. By collecting SCENE's outputs in one place, we
facilitate easier discovery and reuse of our work, promoting collaboration and knowledge sharing among
researchers and stakeholders. Utilising Zenodo also helps us engage with the broader scientific community
and receive feedback, contributing to the project's goal of creating knowledge impact and advancing research
in the field.

During the last 18 months three scientific papers were published, and an internal planis in place for additional
publications by all research and technical partners throughout the project duration. Our initial expectation,
as outlined in D6.1, was to achieve a minimum of four publications, with an ambitious target of surpassing
eight. These publications are strategically aimed at contributing to specific scientific fields relevant to the
SCENE project. They also serve to raise awareness and solicit constructive feedback from the scientific
community and other stakeholders on SCENE modules and tools.

Table 9 Scientific Publications

Title of the

Related SCENE .
Journal/Proceedings

Title of paper / topic | deliverable or result

] /Books series/Book
(if any)

(for book chapters)
The effect of

Vryzas, N., Vrysis, L., geometry Proceedings of the
Stamatiadou, M. E., information in blind 154th Audio
. AUTH o D4.4 . .
Kotsakis, R., & estimation of room Engineering
Dimoulas, C. acoustic parameters. Society Convention
/Audio Simulation
Multichannel mobile IEEE, Proceedings
Vryzas, N., audio recordings for of the 2023
Stamatiadou, M. E., spatial Immersive and 3D
. AUTH D4.4 )
Vrysis, L., & enhancements and Audio: from
Dimoulas, C. ambisonics Architecture to
rendering. Automotive (13DA)
Vryzas, N., Vrysis, L., An acoustic Proceedings of the
Stamatiadou, simulation interface 154th Audio
. AUTH . D4.4 N
Dimoulas, C. & for cultural heritage Engineering

Kalliris, G.
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Planned publications

Digitisation, Risk

Prevention and

. Monitoring
Molina, B. et al. UPV, CERTH SCENE ontology T3.1
Methods of
tangible Cultural
Heritage assets
. UWB Tracking .
Sottile, F. et al. LINKS ER12, ER13 Production phase

Solution
3D Reconstruction

Tomar, R. et al. DTT techniques for T3.4 TBD
cultural heritage
TBD CERTH Lighting simulation T4.4 TBD

5.5.2 Non-Scientific Publications

All partners in the SCENE project will be invited to produce press releases, articles in mass media, and
presentations on TV or radio, or other media in an effort to increase the project's visibility and reach potential
stakeholders outside of the consortium. It is also the responsibility of all partners to identify publishing
opportunities and take necessary actions to promote the project's assets and results. While this strategy does
not set a minimum number of non-scientific publications, progress will be tracked through the Dissemination
Reporting Template (Annex Il) on a monthly basis.

Generally, press releases are being created, as necessary, to target EU-level stakeholders, conveying
information about the project's overall actions and outcomes, and featuring individual accounts of project
implementation. Furthermore, prior to each project meeting or event, press releases may be produced to
capture the attention of local media. More specifically, ad-hoc press releases and news updates will be
generated whenever noteworthy accomplishments, advancements, or significant events are realized or
anticipated (e.g., an upcoming function), with the intention of proactively communicating this information
to the broader public.

A newsletter will be released every 6 months and will be available to download from the project’s website.
Besides that, communication, and dissemination material (e.g., leaflets, posters, and the SCENE video) will
be developed to support these actions. Their focus will be on providing general information about the SCENE
project and its main objectives (see above both for newsletters and the communication, and dissemination
material).

Press Releases

Partners in the SCENE project are actively engaging in communication activities to enhance project visibility
and attract stakeholders beyond the consortium. These efforts include producing press releases, articles for
mass media, and appearances on TV or radio. Partners are tasked with identifying and utilizing publishing
opportunities to promote the project's assets and achievements.

Press releases are specifically targeted at EU-level stakeholders to communicate project actions and
outcomes effectively. Ahead of project meetings or events, localized press releases are issued to capture
local media interest. Ad-hoc press releases are also generated for significant milestones or events to
proactively engage the broader public.
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To date, the project has published four press releases, complemented by one from EPICA, and one from UPV
each shared on our website and through our project's and partners' social media channels:

e The first press release introduced the project and covered the kick-off meeting.

e The second press release highlighted outcomes from the second plenary meeting in Porto, Portugal.
e The third press release provided insights from the third plenary meeting in Berlin, Germany.

e The fourth press release celebrated the project's first-year anniversary.

Additionally, the Audiovisual Cluster of Catalonia featured the first SCENE workshop in their 21/11/2023
newsletter, which included a project-related press release to inform its members.

All partners are responsible for identifying any publishing opportunities and for carrying out all necessary
actions to ensure the promotion of the project’s assets and results. As this will be an ongoing effort and will
depend on occasions that are hardly predictable at this stage of the project, this D&C strategy does not
foresee a minimum number of non-scientific publications. However, track of published material will be kept
through the Dissemination Reporting Template on a 6-month basis.

Press Releases

Home » News and Events » Press Releases

Press Release #1: The SCENE Project Kicks Off in Press Release #2: The SCENE Project 2nd
Thessaloniki Plenary Meeting in Porto

Press Release #3: The SCENE Project 3rd Plenary Press Release #4: The SCENE Project Cellrates
Meeting in Berlin its 1st year anniversary

Figure 48 Press Releases

5.6 Roles and responsibilities

The partners in the SCENE consortium are playing a key role in helping to achieve the aims and objectives of
this dissemination plan, by defining WHO will perform the CDP. Their contribution naturally occurs because
of the project's development, as most activities, outcomes, and milestones will involve the engagement of
stakeholders from the biogas supply chain or produce communication assets. In order to consistently
disseminate content from the project's activities, partners are expected to enhance the project's online
presence by providing content for the website, newsletters, and social media accounts, and by promoting
the posts and other material resulting from this content.
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To achieve the greatest possible exposure for the project, partners are committed to participate in relevant
events/conferences and publish in online/offline sources of information external to the SCENE’s
communication channels (e.g., websites, newspapers, journals, magazines, conferences, etc.). Partners may
also contribute to these goals through the organization of a project event. The specific responsibilities of
each partner are outlined in Table 8.

Table 10 Partners’ responsibilities per type of dissemination activity

Type of
ol Dissemination

dissemination Partners’ Responsibilities
channels

activity

e Follow project’s SMAs and invite people from their network to
follow, as well

SMAs
o Like, repost and promote posts published through the project’s
SMAs
onli e  Occasionally provide content for the newsletter
nline
SCENE's e Promote the newsletter through their network
newsletter e Reach potential subscribers (e.g., participants of other project
activities)
. . e Provide content for the website’s news section
Project’s website ) )
e Promote the website throughout their network
e Organise events and raise awareness about the project
. e Distribute the promotional material of the project (leaflet, poster,
Offline Events

etc.)

e Participate in external events and conferences

5.7 Synergies with other projects and initiatives

It is a matter of great significance the communication with other project and initiatives on similar topics at
local, national, and EU levels, as the consortium can shape cooperation conditions and benefit from the
experience and knowledge of these initiatives. This leads to the strengthening of the project's impact
activities through additional networking and awareness of potential joint activities and ways for mutual
benefit collaborations, ultimately enhancing the common wider objectives of SCENE and similar initiatives.

Joint dissemination activities, particularly with EU-funded projects, will also be sought. These collaborations
could take various forms:

e Reference of mutual projects on their respective websites.

e Support each other through social media accounts.

e Sharing news, invitations to external events, press releases, and other dissemination actions through
social media communication channels.

e Attending events hosted by similar projects.

e Exploration of the possibility of co-organising an event.

e Inviting participation in events organised by the SCENE consortium.

This approach amplifies the impact of SCENE’s communication and dissemination activities by establishing
synergies with existing innovative projects and networks with similar thematic focuses. Over the course of
the project, WR and the project partners are establishing communication pathways with relevant
stakeholders to facilitate knowledge exchange, cooperation, and synergy collaborations. This collaborative
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effort aims to maximize the efficiency and effectiveness of resources and enhance the visibility of Horizon
Europe collaborative projects and related initiatives, thereby cultivating innovation across thematic areas.

The identification process follows a structured 3-step approach:

1. Mapping: WR collaborates with SCENE partners to draft an initial list of potential initiatives, including
sister projects and those from the same innovation call, identifying thematic areas and synergy
formats.

2. Consolidation: The list was refined to include details on relevant initiatives, synergy types, and
contact organizations, expanding to nearly 25 potential synergies across prioritized thematic areas.

3. Expansion: Ongoing efforts focus on finalizing current synergies and establishing pending and new
ones to further enhance collaboration and mutual benefit.

The below table displays the already identified EU — funded projects for synergies and interaction:

Table 11 Synergies with EU — funded projects

The PREMIERE project opens the stage for the performing
arts of the new era. Leveraging cutting-edge Al and XR
technologies, it will support the whole life cycle of
performances, from their production until their
distribution and preservation. Research centres and

PREMIERE https://premiere-  01/2023 - artistic partners are leading the development of digital
project.eu/ 12/2027 tools designed to enrich archives, extend venues as virtual
stages for live performances and co-creation, and
produce in the intersection of art and technology.
Altogether, PREMIERE stands for inclusive access,
competitive CCls, critical digital engagement and cultural
heritage preservation.
The film and audiovisual sector is important to ensure
Europe’s cultural diversity. This is why supporting the
development, distribution and promotion of European
films, particularly in small EU countries, is essential.
CRESCINE - Currently, most of Europe’s innovative and creative
Increasing The independent production and distribution companies
International cannot compete on a global level. With this in mind, the
Competitiveness  https://www.cres  03/2023 - EU-funded CresCine project will enhance the
Of The Film cine.eu/ 02/2026 competitiveness and cultural diversity of the European
Industry In Small film industry. The aim is to engage and empower
European European small markets. Specifically, CresCine will set up
Markets pilots across seven markets to demonstrate challenges

and drivers. The project will address the whole film

production, distribution and consumption ecosystem in

order to develop new tools, methods and strategic

approaches.

The European film industry is the third largest in the
https://thereboot = 01/2023 - . . .

REBOOT . world and worth more than EUR 120 billion. With this in

-project.eu/ 01/2026 . ) )

mind, the EU-funded REBOOT project will study the

Funded by
the European Union Page | 62



D6.5 — Communication and Dissemination Plan R2
24.07.2024

European film industry, identify weaknesses and ways to
overcome them, connect existing strengths and plan for
future competitiveness. Looking to the future, it will
explore audience preferences and their generation, as
well as modes of film content production. Overall, the
project will study how to increase young people’s
engagement with European film, boost the EU’s position
in the global film industry and support cultural diversity in
the EU film industry.
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6 Monitoring, Evaluation and reporting framework

Continuous monitoring is set to ensure the successful implementation of the D&C strategy of the SCENE
project. The frequent evaluation of communication and dissemination actions contributes to assessing their
effectiveness and, if necessary, adapting them differently to increase the project’s visibility and outreach. WR
is responsible for the monitoring and evaluation of SCENE’s communication and dissemination activities,
even though project partners are also expected to contribute by continuously monitoring/evaluating
communication actions they might carry out.

To assess the impact of SCENE's Dissemination and Communication Plan (CDP), a set of Key Performance
Indicators (KPIs) has been selected. These metrics are continuously adjusted based on project outcomes and
will be detailed in the updated deliverable by M36. As of M18, SCENE has already exceeded most
dissemination metrics, with ongoing adaptation efforts focusing on areas showing weaker performance as
will be shown in Section 7.

The Dissemination Manager, supported by consortium partners, oversees the monitoring of quantitative
metrics during reporting periods. Additionally, qualitative feedback from partners is solicited after events to
assess strategy effectiveness and implement necessary adjustments.

Table 12 Project’s KPls

. . Total visits to the project’s web
Website analytics al 11,000 5.000 - 10.000 (per year)
porta

Total number of followers on

SMA analytics A 657 60 - 900
Participation on Events 11 -

Event Analytics Conference Presentation 5 4-8
Events Organisation 2 4

Number of newsletters/
Newsletters . 452 50-100
downloads (per issue)

Publications/Articles Number of scientific publications 3 4-8

SCENE Technical Brochure

downloads i 2573

Press Releases 4 10-25
Promotional material Leaflet Distribution 1329 500 - 1000

Poster Reach 1044 2.000 - 4.000
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6.1 Reporting

Dissemination reporting is essential to keep track of all the dissemination and communication activities that
are being carried out. Therefore, partners are expected to continuously report all their actions on a six-month
periodic report (M6, M12, M18, M24, M30, M36) and to contribute to the continuous monitoring of
dissemination and communication activities. These actions include organising events, participating in events,
informal meetings, communication campaigns (such as sharing newsletters or promotional materials, social
media posts, articles, etc.), and publications.

In order to facilitate the reporting activities on each dissemination and exploitation action undertaken, three
documents have been designed and shared with all partners. These include:

Table 13 Reporting templates for SCENE Partners

Dissemination All dissemination activities where partners were
Every 6 months
reporting template involved in during the previous 6 months
i Event reporting Every single event organized or in which partners =~ Within 15 days after any
template participate completed event
External Conferences Any external conference/event that is relevant to .
v . . . Throughout the project
and Events template SCENE with potential benefit to attend
o All scientific papers that will be prepared or are
Publications plan .
\Y under preparation or have been already Every 6 months
template

submitted

During each project semester, all partners are expected to fill in the “Dissemination Reporting template”

(Annex Il) and report all dissemination actions carried out during the previous six months.

In addition, for each completed event (workshop, conference, meetings, etc.), partners are asked to fill in the
“Event Reporting template” (Annex Ill) providing information regarding the event they were involved in. This
template should be sent to WR and CERTH within 15 days after the end of the event. Besides that, the event
should also be communicated to WR in advance for promotional purposes.

The “External Conferences and Events” is an excel file (Annex 1V), that partners can fill in each time they

identify an event (e.g., conferences, workshops, seminars, etc.) relevant to SCENE and in which other
consortium members may be interested in participating to promote or present the project. The partners
should share this document with WR, as soon as they identify an event.

The “Publications plan template” (Annex V) should be filled in regularly and at least every 6 months by all

relevant partners. Academic partners will take a lead concerning the scientific and research publications, but
all relevant consortium members are invited to contribute.

Each project partner should immediately contact WR in case any risks are identified concerning
communication and dissemination activities or in case problems arise during the implementation of publicity
actions. The quantified targets and monitoring may be modified based on project’s results and needs and
will be included on the interim Dissemination and Communication Plan (M18). The partners will also request
qualitative feedback after the implementation of events to evaluate the strategy and make any necessary
modifications more effectively.
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6.2 Risk Mitigation

To effectively plan ahead and mitigate any potential risk that may arise regarding D&C activities, the following
table summarizes some indicative risks identified and the respective mitigation measures as mentioned to
the D1.2 — Project Risk Management Plan.

Table 14 Risks and mitigation measures for D&C activities

Mitigation Measure

e  Regular identification of stakeholders and update of key messages (WHO and
Poor dissemination WHAT) and most appropriate tools and channels (HOW).
to the stakeholders e Several tasks have been set in order to ensure proper stakeholder identification
and alignment.

e Wide dissemination of the URL will be planned and updated to avoid this risk. All
partners will use different channels to draw visitors to the website: social media,
newsletter, etc.

e In addition, the website will be promoted at all the events partners in the
consortium attend, while the URL will be included in the brochures, the poster, and

A lower number of
visits to the website

than expected
the banner.

e Social media posts will be used to redirect attention to the website via sharing
news items first on the website.

e Partners supporting open workshops will early be communicated to the target

A low number of . . . . . . .

ticipant audience, including national authorities, representatives from the marine sectors

articipants
P p and related industries and services, and other projects focusing on the project’s
attending workshops .
. topics.

organized along the ) ) o ) .

ect e Partners will communicate their intention to organize an event to WR and CERTH
projec .

seven weeks in advance.

Funded by
the European Union Page | 66



T

=% SCENE N~ . -
] Do T B Y D6.5 — Communication and Dissemination Plan R2

24.07.2024

7 Discussion on results

The SCENE project has reached its 18-month milestone, demonstrating remarkable achievements in
communication and dissemination through key performance indicators (KPlIs) that provide insights into its
outreach and engagement efforts.

SCENE's KPI assessment reveals both successes and areas for potential improvement. By M18, the project
has exceeded expectations in some areas while indicating ongoing opportunities for optimization in others.

Website Analytics

The project's web portal visits increased significantly over the assessment periods. Initially, the visits were
4600 at M12, while this improved to 9100 visits by the end of the first reporting period, falling into the "Good
Impact" category. By M18, visits exceeded 11,000, achieving "Excellent Impact." The trend indicates effective
strategies in enhancing the website's visibility and outreach.

Digital Outreach and Social Media Engagement

The project's social media presence showed gradual improvement. Starting with 390 followers at M12, it
grew to 510 followers by M15. By M18, the followers increased to 657. Despite these numbers, LinkedIn
followers alone reached 341, indicating a strong presence on this platform. This reflects a successful strategy
in engaging professional audiences but highlights the need for broader social media engagement across other
platforms.

SCENE effectively utilises social media platforms including LinkedIn, X (former Twitter), Facebook, and
Instagram to disseminate project updates and engage stakeholders. The project has cultivated a combined
social media following of 657 by M18, underscoring its efforts to enhance visibility and cultivate dialogue
within the Al-driven filmmaking and cultural heritage sectors.

Project Events

The project organized one event by M12 and another by M15. Even though the target was to hold more than
four events cumulatively by the end of the project, with a total of two events conducted by M18, the project
shows steady progress in event organization.

Newsletters

Newsletter downloads per issue showed strong performance throughout the previous 18 months. At M12,
there were 180 downloads, surpassing the "Excellent Impact" threshold of 100. This trend continued with
239 downloads by the M15 and 452 by M18, consistently exceeding expectations and indicating high
stakeholder engagement with the newsletter content.

Publications/Articles

The number of scientific publications was 2 at M12 and 3 by M18, both below the threshold of 4 publications.
This suggests that the project needs to increase its focus on generating and disseminating scientific research
outputs.

Conference Presentations

The project had 7 conference presentations by M15, nearing the "Excellent Impact" threshold of 8
presentations. This demonstrates strong performance in disseminating project results through academic and
professional channels.
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9
Press Releases

The project released 4 press releases by M12 and 5 by RP1 - M15. This metric indicates the need for increased
efforts in public relations activities to enhance project visibility in the media.

Promotional Material Distribution

Leaflet distribution started strong with 789 leaflets at M12, reaching the "Good Impact" range. By M15, it
improved to 1048, achieving "Excellent Impact.” This momentum continued with 1329 leaflets distributed by
M18, indicating effective promotional strategies.

Poster reach was 496 at M12, and improved to 1044 by RP1 - M15, achieving the "Good Impact" range. The
consistency at 1044 by M18 suggests stable performance in using posters as a promotional tool.

SCENE has distributed over 2,452 pieces of promotional material, such as posters and leaflets, through
various channels including physical events and online platforms. This multi-channel approach has effectively
raised awareness and interest in SCENE's innovative applications of Al in filmmaking and cultural
preservation.

Synergies

The project had 3 synergies by M18. This indicates the need for greater collaboration and networking with
other relevant projects and initiatives.

The project has established synergistic relationships with other EU-funded initiatives like PREMIERE, REBOOT
and CRESCINE, enhancing knowledge exchange and collective impact within the Horizon Europe framework.
SCENE's participation in 16 external events by M18 further underscores its role in advancing Al-driven
innovations in cultural heritage preservation and filmmaking.

Stakeholder Engagement and Collaboration

Stakeholder reach was substantial, with 49,885 at M12 and, increasing to 82,892 by M18. Although there are
no specific thresholds for this metric, the significant increase demonstrates effective engagement and
outreach efforts.

SCENE employs a comprehensive communication strategy to engage diverse stakeholder groups, totalling
3,796 actively involved stakeholders by M18. This inclusive engagement spans research communities,
industry stakeholders, policymakers, and the civil society, emphasizing SCENE's commitment to fostering
collaboration and dialogue.

Future Directions and Optimization Strategies

Moving forward, SCENE aims to refine its communication strategies based on ongoing KPI evaluations.
Insights gathered will guide targeted efforts to optimize online engagement, expand stakeholder networks,
and leverage collaborative opportunities with EU initiatives and industry partners. This approach aims to
maximize visibility and impact across thematic areas of technological innovation and cultural preservation.
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8 Exploitation roadmap

In this chapter, we are delving into the heart of SCENE's Exploitation roadmap, which sets the strategy and
plan towards identifying and maximizing the project's impact and value generated by the project. Part of this
plan is analysing SCENE's digital tools and concepts, categorizing them based on functionality, identifying
rising technologies, and assessing market forces. Business model strategies are also identified, and the
developed business models, which are supporting the sustainable market uptake of key exploitable results.
Future trends and potential innovations in the EU filmmaking industry will also be identified.

Connecting Communication and Dissemination with Exploitation Activities

The SCENE project’s exploitation roadmap is designed to ensure the successful identification, protection, and
market uptake of its KERs. To achieve this, the project integrates its communication and dissemination
activities with its exploitation strategy, leveraging these efforts to maximize impact and foster widespread
adoption. This chapter details how the communication and dissemination efforts are aligned with the
project’s exploitation strategy, following the five key steps outlined in the first release of this deliverable
(D6.1).

e Step 1: Identification of KERs and Legal Analysis

The first step in the SCENE exploitation roadmap involves identifying the project’s KERs (D6.2) and analyzing
the legal and regulatory aspects for their exploitation (D6.4 and D6.6). Communication and dissemination
efforts play a critical role here by promoting awareness of the SCENE project and its innovative solutions to
relevant stakeholders.

The identified KERs so far are summarized in the following table:

Table 15 Project KERs

KER1 - Semantic enriched data lake UPV
KER2 - Media-Asset-Manager (MAM) MOG
KER3 - EU Cultural Heritage 3D Modelling DTT
KER4 - Blockchain-based IPR preservation platform CERTH
KERS - The Location Scouting Tool CERTH
KERG6 - The Audience Building tool HYP
KER7 - The Al-based Audience Preferences Scouting tool FOKUS
KER8 - Distribution Engine and Recommender system MOG +CERTH
KER9 - UWB tracking system LINKS
KER10 — Audio Simulation Tool AUTH
KER11 — Lighting Simulation Tool CERTH
KER12 - SCENE complete platform All

The target groups for SCENE’s innovations were initially identified in D6.1 along with a preliminary
identification of their needs and the tailored messages for each group. In this chapter we will attempt to
enhance those messages by combining our exploitation strategy with our communication and dissemination
plan. In D6.2 we identified and evaluated the needs of the different filmmaking chain actors, with regards to
the identified KERs (Chapter 4.4), by reviewing related literature, market t