
Networks and Media: 
Trends and Prospects in 

EU Research
Luis Rodr íguez - Rosell ó

Head of Unit ñNetworked Media Systemsò DG- INFSO

Session on ñMedia & Content issues in the new 
Convergent Environmentò

Global Forum
Bucharest, October 2008



BROADBAND 

CONNECTIVITY

VIRTUALðPHYSICAL WORLDS 3D GRAPHICS ON LINE

STORAGE

DISTRIBUTION

SEAMLESS ACCESS

INTERNET DELIVERY

MOBILITY

USER GENERATED 

CONTENT

SEARCH

APPLICATIONS 

GAMES

The multiple dimensions of Media
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The Networked Media trends (1/3): 
Massive Collaborative Usage

User generated content fueled by mass 

collaborative usage, for an ever larger range 

of applications
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�ÂAn Open 3D Immersive Web is 
emerging (combining the virtual 
digital world with the physical world)

�ÂUltra - realistic media

�ÂMassively distributed content

�ÂDistributed creation and access to           
applications (also mobile)

The Networked Media trends (2/3): 3D & 

Global Media Processing


