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ABSTRACT 

The primary goal of this workshop is to gather researchers and 
practitioners from different fields, e.g., multimedia retrieval, user 
interaction, arts and heritage curation, interface design and user 
modeling, in order to showcase novel applications and discuss 
opportunities that grow from the connections between users and 
multimedia systems in the cultural heritage domain. 

Categories and Subject Descriptors 
H.5.1 [Information Interfaces and Presentation: Multimedia 
Information Systems]: Artificial, augmented, and virtual realities; 
J.5 [Computer Applications: Arts and Humanities]: Architecture 

General Terms 
Documentation, Design, Experimentation, Human Factors, 
Standardization. 

Keywords 
Multimedia, museums, visualization, mobile, personalistion, 
interactive television, 3D. 

 

1. INTRODUCTION 
The rapid development of information technologies and the 
Internet has enabled memory organizations, such as museums, 
archives and libraries, to provide access to their collections online 
and ubiquitously, and thus attract wider audiences than those that 
visit the physical museums. Various trends on the social web 
allow for users not only to be passive consumers, but also active 
participants. Additionally, personalization capitalizes on a user-
centred intelligent interactive information exchange between 
websites or mobile guide systems and visitors. In this way the 
museum monologue turns into a dialogue, and personalization 
provides opportunities for a new communication strategy based on 
a continuous process of interaction, collaboration, learning and 
adaptation between the museum and its visitors. 

Given these developments and trends, it is critical for  memory 
institutions to know their visitors (users), and provide 
personalized interactive methods and systems for accessing their 
collections and services, both online and in physical space. 
Multimedia information systems (such as search engines, 

interactive tours and visualizations) are now positioned centrally 
in a shared information space consisting of (1) digitized artefacts 
(2) the social web (3) and links between them. Personalization in 
multimedia information systems can improve the experience of 
visitors by assisting them in finding appropriate starting points, 
and in discovering new relevant information. 

Critically, these systems must become intelligent, so that they are 
able to adaptively act, react, respond and learn intelligently from 
user interactions.  

In order to improve access to and interaction with multimedia 
systems for a broad range of users, this workshop investigates 
three timely and interrelated issues relevant to the domains of both 
multimedia and cultural heritage: 

• Grow existing knowledge with new knowledge - Explore 
methods and tools to capture knowledge resulting from 
interactions between users (collective intelligence), 
professionals and collection artifacts 

• Extend contexts of use - Appropriation of digitized artifacts 
from memory organizations outside the traditional museum 
and research context for both visitors and professionals 

• Expand modes of interaction - Develop meaningful services 
for end-users through new alliances, notably with the 
creative industry 

 

2. TOPICS OF INTEREST 
The workshop aims at identifying a set of requirements for 
personalized multimedia interaction and interfaces in the cultural 
heritage domain, and provide practical guidelines for deploying 
such personalization techniques in this domain. As basis of this 
exploration three important discussion aspects are identified: (1) 
collaboration in the process of multimedia annotation and 
consumption of cultural heritage; (2) exploration of multimedia 
collections, information needs, information access and search 
patterns; and (3) interaction aspects for single and group users. In 
this context a number of topics were proposed and subsequently a 
large selection of them were covered by the papers in the 
workshop. In Section 3 we present a detailed overview of the 
accepted papers and their distribution among the workshop topics.  



 

• Leveraging human computation, social computing, and 
crowd-sourcing to improve multimedia retrieval and 
exploration systems in the cultural heritage domain 

• User interaction and interface concepts for personalized 
access of online and on-site cultural heritage, e.g., museum 
collections, digital multimedia archives, and integrated 
tourist information services  

• Personalized analytics for single users and (small) groups of 
users, e.g., group user profile presentation, interactive user 
profiles, contextualized user profiles, cross-context user data 
presentation, use of avatars 

• Contextualized and context-aware navigation/browsing 
interfaces, e.g., for interactive museum guides, and for public 
displays of visitors in a museum 

• Presentation of and interaction with personalized multimedia 
narratives in digital collections, e.g., historical timelines, 
collection perspectives 

• Intelligent interfaces for semantically enriched multimedia 
collections, e.g., multimedia annotation, interaction with 
large conceptual knowledge, interaction with structured 
knowledge 

• New technologies for making groups smarter, e.g. supporting 
interactive group memory and problem-solving 

• Evaluation or real life use-cases of cultural heritage 
multimedia applications, e.g., web-based, mobile, other 
interactive applications. 

 

3. WORKSHOP CONTRIBUTIONS 
The workshop featured one invited lecture and seven research 
papers covering various of the topics listed above and presenting 
evaluation of their technology prototypes with end-users. We 
clustered the workshop papers in three groups: (1) Semantically 
enriched digital collections; (2) Interface concepts for accessing 
online and on-site cultural heritage; and (3) Contextualized and 
context-aware navigation and browsing interfaces. 

3.1 Semantically enriched digital collections  
The first paper in this group, ‘Linked Television Heritage’ by 
Vassilis Tzouvaras et. al., reflects on the work executed by the 
EUscreen, connecting over 20 European television archives and 
makes them accessible through one portal. It describes a 
methodology for publishing the EUscreen dataset as Linked Open 
Data. The paper ‘Significance of Visual Interfaces in Institutional 
and User-Generated Databases with Category Structures’ by 
Alkim Almila Akdag Salah et. al., on the other hand, demonstrates 

how the data structure of two different visual platforms can de 
explored in novel ways. It discusses how text-based search 
combined with different type of visual enhanced browsing 
enhances data access, navigation, and reuse in these two radically 
different contexts. 

3.2 Interface concepts for accessing online 
and on-site cultural heritage 
The four papers featured in this group form a versatile collection 
of innovative interface concepts to engage users in digital cultural 
heritage. ‘Mobile Augmented Reality for Interpretation of 
Archaeological Sites’ by Rozhen Mohammed-Amin discuses 
novel ways to support interpretation by visitors to historic sites by 
using augmented reality (AR). The paper describes the design of 
Arbela Layers Uncovered (ALU), a mobile Augmented Reality 
system for the ancient site of Arbela, Iraq. ‘Augmented Reality for 
Virtual Renovation’ by Liraz Mor et. al. presents guidelines for 
creating augmented reality content for an historic museum. The 
case study in the Banff Park Museum is especially interesting due 
to the fact its mandate dictates that neither physical space nor its 
exhibit can be changed. Here too, augmented reality is used to 
enrich the visitor experience. An interesting context and 
perspective is presented in ‘New Media Heritage Place for the 
Unification of South and North Korea’ by Gi Sook Oh et. al. 
where the authors discuss the design concept behind ‘Space-38’ - 
a media heritage place for unification of South and North Korea. 
To enable personalized experience, ‘Space-38’ provides personal 
contents to each individual visiting the place. Finally, in 
‘Attracting Individuals and Crowds with Multimedia and Virtual 
Artifact During Museum at Night’, Ewa Lukasik describes a 
project, where a historical clavichord is presented together with its 
fully operational virtual replica demonstrated on a multi-touch 
screen. 

3.3 Contextualized and context-aware 
navigation and browsing interfaces 
Lotte Baltussen et. al. in ‘Antiques Interactive’ describe a 
demonstrator that automatically links archive content from 
television broadcasts in the context of enriching the experience of 
users watching the broadcast.  
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