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Crumbs, Places and Augmented reality in

Social Networks

The CRUMBS project aims to create a
platform to organize information in a social
network based on users interacting with
their physical environments while wander-
ing around. This idea means that users
will consume rich multimedia social con-
tent “stuck” in different places by using
their mobile phones as a mixer between
the real world captured by the mobile
camera and the (crumbs) social content
provided by CRUMBS users.

Main focus

The idea of the CRUMBS project is based
on the fact that everyday people leave
traces of their activities everywhere they
go. CRUMBS Mobile Social Platform pro-
poses a new way of organizing users’
generated content by applying not only the
traditional information time-sorting-based
approach but also providing a geo-spatial
logic and a social-perspective in the way
that community information is presented.

Users will see their surrounding environ-
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ment overlapped by enriched social media
content through the use of their mobile
phones, in which they have the new devel-
oped Mobile Application. It incorporates
both the Augmented Reality Engine, which
will mix this enriched social media content
with the real world images captured by the

camera, and the Social CRUMBS services.

Approach

CRUMBS will provide mobile users with a
technology that is a major breakthrough in
a way social content (e.g. photos, videos,
notes, reminders, songs, recommenda-
tions, etc.) is displayed on their mobile
devices as they wander around. Augment-
ed Reality cutting-edge technology will be
used so that the virtual community content
is overlapped with the real world image
that users see through their mobile cam-
era.

The CRUMBS project will overcome cur-
rent Mobile Social Network drawbacks
such as:
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+The excess of non-classified
social content. This means that it
is quite difficult to retrieve infor-
mation in an accurate way to
feed high value added services.
The CRUMBS platform will con-
textualize users’ content in a
spatial, time and social-
perspective to make easy que-
ries and retrieve the right content
for enhancing powerful presenta-
tions.

¢ The limited information time-
sorting approach. A new geo-
spatial information paradigm will
allow mobile users to consume
multimedia social content
(CRUMBS) while roaming.

+ The unattractive mobile presen-
tation. Using Augmented Reality,
very rich multimedia content will
be mixed with the real world im-
ages captured by the mobile
camera. Multimedia objects
shown will be personalized for
every user according to the so-
cial-perspective and user profile.

+ The lack of connection between
traditional Telco and IT services.
In order to boost Mobile Social
Services, the CRUMBS platform
will use both traditional
Telcos'services like SMS, calls,
video-calls, and interactive Inter-
net services.

Main results

The main expected outcomes of
this project will be to deliver a set
of innovative services that will be
spatial, social and time (context)
aware as well as personalized.

About Celtic

Celtic is a European research and
development programme, designed to
strengthen Europe’s competitiveness
in telecommunications through short
and medium.term collaborative R&D
projects. Celtic is currently the only
European R&D programme fully
dedicated to

telecommunication solutions.
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Those services, eventually, will
demonstrate the CRUMBS con-
cept.

An Augmented Reality Engine will
be developed and it will mix rich
multimedia social content (objects)
with the real world images cap-
tured by the mobile camera. This
engine will be added to a new de-
veloped Mobile Application that
will also incorporate the Social
CRUMBS services.

All these results will be tested in a
real world scenario in which both
touristic and cultural information
will be provided by a tourist bureau
or a city council. Users will be able
to access this content and gener-

certain area. Feedback will be
collected in order to improve the
platform and evaluate users reac-
tion towards it with the aim of as-
sessing its feasibility.

Impact

The CRUMBS platform will have a
big impact on eBusiness, eTour-
ism and eGovernment scenarios
where new and innovative mobile
services might occur, thus leading
to different relationships either
between users or between users
and entities.

The number of people using their
mobile phones to access social
networking sites such as Face-

Worldwide Mohile Social Network Users, 2007-2012

{millions)

2007 2008 2009 2010 2091 2012

Mabile phone subscribers®

3008 3417 3697 3874 4,150 4275

Mabile Internet wsers

406 400 G9& JEF DAZ

1,228

Mobile social network users**

147 243 349 554 BO3

Mobile social nebwork wsers %
of mabile phone subsoribers

2.7%

43% &56% 5% 133% 1BE%

feate: *data for 2007-2000 frorm ELropean infofmation Tachnology
Dbsarvatory (ETCE March 2007 "*reglsterad users (iderified by theg
rmabile numberl who create, adit and view personal content using thair

phana
Source; eldargetar Apnl 2008

[R4335

whiw. eMarketar.com

Figure 1: Social Network Estimated Evolution between 2007 and 2012

ate geopositioned multimedia in-
formation while they wander
through the city. User experience
will improve with the amount of
information crumbs scattered in
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book, MySpace or Bebo has in-
creased this year, according to
new research. eMarketer forecasts
that over 800 million people world-
wide will be participating in a so-
cial network via their mobile
phones by 2012, up from 82 mil-
lion in 2007 (See Figure 1). Loca-
tion-based mobile social network-
ing revenues will reach $3.3 billion
by 2013. By 2012, it is expected
roughly 18 percent of mobile users
worldwide, the equivalent to 950
million users, to be accessing at
least one social networking site via
their mobile device.

Along with the growing audience,
marketers are drawn to mobile
social networking because it cre-
ates a unique context in which to
promote their goods and services.
It goes beyond simply linking peo-
ple with digital content by adding
the immediacy of sharing with
friends.



