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The IABM and the Engineering Student awards 
Earlier this year in May, three students of the RheinMain University of Applied Sciences, 

including me, have been chosen for paid visits to the International Broadcast Convention 

(IBC) in Amsterdam. Prior to that, every student had to hold a presentation about 

emerging technologies, which they would like to investigate at the IBC. 

The main topics of my presentation were 

IP Live Production and Volumetric Video 

Production and Workflows. Therefore, 

my initial goals were to visit Sony and 

the Fraunhofer Heinrich-Hertz-Institute 

to learn more about those technologies. 

My expectations were at first overall 

mediocre, but I did not expect it to be 

that overwhelming. 

At the first day of the convention, we were welcomed by the IABM, where we also met 

the students from Valenciennes, Southampton and Saint Petersburg. After our initial 

meeting we had the freedom of exploring the exhibition and visiting all the different 

conference sessions. 

In the evening of Saturday 14th the BaM 

awards took place. It was a great 

opportunity to see some of the 

companies and great technologies, that 

you may had not heard of yet. 

Personally, one of the nominees, that 

interested me the most, was the 

Polymotion Stage, which was 

nominated for the category “Create”. It 

is a mobile studio for volumetric video, developed by Mark Roberts Motion Control 

(MRMC) together with dimension, but more on that later. 

On the last day of the convention, we had a great talk with John Ive about developing a 

successful career in the broadcast technology industry. Not only did we discuss the 

status quo of the media technology industry, we also talked about each of our personal 

goals and what our impression of the convention was.  

Conferences: My Highlights 
From more than twenty conference sessions I have attended, the following are my 

personal highlights: 
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At IMF 101 I got an overview of the use cases of the IMF standards. First the conference 

started with an introduction of the IMF 

standards, especially why and how they 

are being used. 

After that there were 5 examples of 

different use cases, e.g. Marquise 

Technologies showed a mastering 

software. Although I already knew IMF 

through the lectures at my university, I 

learned many things I had not known 

beforehand. 

Another great event was the keynote with Andy Serkis, where some of the highlights of 

his career were shown. He also talked about The Imaginarium, a performance capturing 

studio he co-founded. 

Pixar’s keynote about Toy Story’s re-imagining was a nostalgic experience, seeing 

excerpts of the older movies in a remastered version, e.g. the first Toy Story movie with 

Dolby Atmos or the second movie with HDR. The timeline of the movies, Pixar Animation 

Studios has produced over the last two decades, shows, that with each movie, they 

always had to deal with new technology, e.g. The Incredibles 2 was their first 4k theatrical 

release. 

The Content Everywhere Hub provided interesting conferences as well. My two personal 

highlights were Camera Automation on Entertainment Shows by Cuepilot and Volumetric 

Video by Inter Digital. 

Cuepilot is an app, where a director can set up the arrangement of all shots, which will be 

made in a live show. This can be very useful, because nowadays most of the big 

broadcasters still rely on printed sheets with the directions for the operators. With the 

app, changes, the director has made, will be automatically updated, and every operator 

will see the exact moment, when he will be on screen, and can also make some extra 

notes for his shots. 

Through Inter Digital’s presentation I 

have gained key information about 

Volumetric Video. The first one is how 

immersive Six Degrees of Freedom 

Volumetric Streaming works, and the 

second one is how Video Point Cloud 

Compression can reduce the bitrates 

of AR/VR streams. 

In “The future of media technology” Hiroshi Kawano, Senior Vice President of the Sony 

Corporation, spoke about Sony’s currently newest products, but also about AI-driven 

technology like Pattern Matching and Motion Detection Technology. Mr. Kawano has also 

explained IP Live Production, which was one of my interests. 
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My greatest highlight from this convention was the conference about Hollywoods vision 

for the future production in 2030. The panel first talked about the development of the 

production technology and how the consumer has changed his consuming behavior 

(“Binge watching”) up to this date and later on discussed about upcoming challenges due 

to the growth of content production. One of the topics was also cloud-based workflow, 

how data can be secured and what the advantages are. The panel also debated about on 

how real time engines can effect the VFX industry and how an immidient feedback for the 

creator can open up more options. MovieLabs, jointly run by Hollywoods biggest 

corporations, has also published a white paper about envisioning production in 2030, 

where all discussed topics and many more are mentioned.

 

Exhibitors: My Highlights 
With over 1700 exhibitors at 87.000 m², there is a lot to explore. The following were my 

personal highlights of the convention: 

Nikon’s booth had, besides their usual product lines, a special area for Polymotion, a 

project of MRMC and dimension. They provided a look on the Polymotion Player, Chat 

and Stage. My focus was on the Polymotion Stage, a mobile studio for volumetric video, 

images and avatars. The Stage can create 3D models or volumetric videos, which can be 
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used e.g. for AR/VR applications, with 106 video cameras capturing at 30fps in 2k/4k or at 

60fps in 2k, multi-directional microphones also provide the capture of spatial audio. 

The german research organization Fraunhofer Society was also represented on the 

convention by the Institute for Integrated Circuits (IIS) or the Heinrich-Hertz-Institute 

(HHI) for Telecommunications. The IIS presented JPEG XS, an image codec for Video over 

IP, which allows streaming up to 8k with low latency, xHE-AAC, an audio codec designed 

for adaptive streaming with a flexible bit rate and easyDCP, a tool for movie content 

mastering and packaging, whereas the HHI showed Versatile Video Coding, the successor 

to HEVC, which will approximately have a 50%-bit rate reduction over its predecessor by 

the time it is finalized, and Volumetric video production and workflows. Like the 

Polymotion Stage, Volucap is also a volumetric video capturing studio with 32 cameras 

recording in 5k. Each pair of cameras, 16 altogether, can measure the depth of the image, 

leading to a 3D model. 

 

ARRI has presented a new LED fixture called the Orbiter. A feature of the Orbiter is the 

Quick Lighting Mount, allowing the user to change and use custom optics. I had the 

opportunity to put my hands on the Orbiter as well as on the Alexa Mini LF. 
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Sony presented, besides of asset management tools and studio camcorders, the Edge 

Analytics Appliance (EAA). It provides Chroma key-less CG Overlay, PTZ Auto Tracking and 

Focus Area Cropping, which were demonstrated live at the booth. The EAA is simplifying 

live production. making it more efficient. It can be used e.g. for Lecture Capture, Event 

Productions or smaller productions in general.   

 

The Future Zone offers a variety of the latest and most innovative technology, and one of 

them was Holopedia, developed by Animorph. It is a real-time object recognition 

application for an augmented reality headset. Through eye-tracking it follows at what the 

user is looking at, by blinking it will recognize the object and provide information to the 

user. 

Esports Showcase 
The special event of this year at IBC was the Esports Showcase on the last day of the 

convention. There were a couple of keynotes all about Esports production in the 

morning, concluding with a live Esports match at noon, which took place at the Big 

Screen Hall. 

The initial conference was an 

introduction to esports production 

and esports in general. After the 

half an hour chat, IHSE made a 

presentation about seamless 

technical delivery of esports 

broadcast, where they talked about 

on how KVM solutions can be used 

in esports productions. 
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There was also the panel for 

understanding esports 

production, which discussed on 

how traditional sports 

production can be compared to 

esports production and why 

remote and cloud production are 

gaining popularity. 

 

The final event, the Counter Strike: Global Offensive match between Alternate Attax and 

OFFSET Esports, was a great conclusion for the showcase. There were also three 

commentators, who were trying to explain the gameplay for those, who are not familiar 

with the game or esports in general. 

Conclusion 
My first visit of the IBC was an amazing experience. I had the opportunity to see state of 

the art broadcast technology, get in touch with people of the industry and I also look 

forward to visit the IBC in the future. 

Not only is the technology changing rapidly, the consumer behavior has changed as well. 

Instead of linear broadcasters, the consumer prefer Video on Demand. It is also 

interesting to see how much popularity the esports scene has gained over time and how 

the broadcaster’s point of view is: How is it different to traditional sports productions and 

which kind of challenges occur? 

I would like to thank the IABM for this opportunity, especially Dr. Martin Salter, Lucinda 

Meek and Dominic Louks for the organization. I would also like to thank Prof. Dr. 

Wolfgang Ruppel for hosting the event in Germany. 


