Bringing Amateur Creative Digital Content to the Semantic Web
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, How can we use this data?
But platforms are not cross—cornpatible

Much of this content, and the data about it, is in silos controlled by the DlSCOV@I'ablllty Communlty BUIldlng

private companies or community-run ventures which provide the

distribution platforms or creation tools. In many cases it is accessible only

through the websites of these organisations; in some cases via proprietary Intelligent agents can aggregate and deliver content
APIs. based on an individual's preferences, needs and past

experiences, to allow consumers to find the most to and around amateur creative digital content on the

..and personahsation Intelligent connections between individuals can be

orchestrated based around the cultures that arise due

In the Semantic Web world, where intelligent agents consume, manipulate relevant content. Web.

and reason over Linked Data about every aspect of peoples' lives, amateur
creative digital content, which forms such an important part of the global

culture of the Web, should not be left locked away. Knowledge Sharing Provenance Tracking

Creators can port their content across different
applications whilst retaining ownership of their
creations, data and metadata. Provenance of digital
content can be tracked as it is shared around the
Web, protecting creators from copyright infringement
and exploitation.

...and collaborative opportunities.

Intelligent connections can be formed between
content creators seeking to expand their creative
output, develop or harness new experiences, skills
and tools.

Semantic Web tools can help creators and consumers How do we get there?

- Who annotates all this content, and how? A combination of manual methods using social computation, and ever-
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ﬂ Freeing creative content and its metadata by describing it in Linked Data improving techniques for automatic annotation seems likely:

formats forms the building blocks for Web-based tools and platforms that
can use this data - querying with SPARQL for example - to emerge to
solve a variety of problems faced by both consumers and creators of
amateur creative digital content. - How do we get significant uptake of this technology?

- Where is this data hosted? How do creators retain control of their data? Perhaps we look to distributed social
networks or peer-to-peer technologies.

- How will creative communities react to having more control over their work? New social dynamics may arise from
such a change.
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