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Introduction

We are now accepting applications for the LAMP: Story of the Future Residential Lab. We welcome project submissions from writers and collaborative project teams and all areas of the media industry. 

Presented by LAMP, the Literature Board of the Australia Council for the Arts and AFTRS, The LAMP: Story of the Future Residential Lab is a unique opportunity to evolve your project for broadband, mobile devices, advanced television, games consoles, multi-user virtual environments and beyond. 

It is an intensive lab where teams and mentors work together for 5 days to produce a new media service and present it to industry VIP visitors on the final day. We hope you will find the process illuminating and informative and that the real-world focus for your ideas will be transformed. 

Please carefully review the selection criteria, which will help you understand the types of projects that are important to us. The application form must be returned no later than Thursday April 5, 2007. Eight project teams will be selected by late-April.

Costs, dates and location

The lab will take place from 20-26 May 2007. The location will be confirmed in the coming weeks and will most likely be the beautiful resort of Freycinet in Tasmania. Participating teams are required to pay for transport to and from the residential venue and $100 admin fee per member. Accommodation, meals, mentoring (10 mentors/presenters), technical equipment, build developers, invited speakers and special events are all included as part of your attendance. 

A number of travel scholarships will be available to assist successful teams with significant travel costs (ie from non-eastern states or regional areas).

Application process

Please submit your application both via email and via post (signed version) by Thursday April 5, 2007 to:

*Attention: Project Officer 

*LAMP

*AFTRS

*PO Box 126, North Ryde NSW 2113 

and Email to: lamp@aftrs.edu.au

All submissions will be reviewed by the LAMP team and a panel of external mentors . 8 projects will be selected and successful applicants will be advised around mid-April. Please note that depending on the number and calibre of submissions received during this application process, a second LAMP: Story of the Futue Residential Lab may take place later in 2007. If selected you may be carried over and must commit to a carry over date if you accept.

Requirements
Teams should consist of a maximum of 3 people, in the following categories:

*1 - Writer - also doubling as exec prod, producer, director etc

*2 - Designer - broadcast, brand, visual identity (It is obligatory to come with a visual designer for the build phase)

*3 - Other craft - editor, writer, talent, sound, DOP etc:

A range of Industry VIPs will be invited to the final day presentations of prototypes and proof of concepts. Teams can also designate stakeholders they wish to invite to the presentation day. Visiting stakeholders will be cover their own expenses.

Technology

Each team will have access to an Apple iMac computer complete with full Adobe, Macromedia & Apple production suites. Wireless internet access will be provided. PC laptops and a range of mobile devices, gaming and presentation equipment will also be available.

Projects will be assessed on:

*
Level of innovation of project

*
Narrative depth & strength of storyworld

*
Suitability of project for cross-platform deployment: particularly its TV 2.0 (participatory TV formats), new global broadband cross-media services, virtual worlds, 3G mobile and multi-user games.

*
Appropriate audience interaction and level of involvement

*
Potential for social networking and user-generated content / user contribution

*
Market focus & audience reach

Applicants must satisfy the following eligibility criteria:

*
You have a demonstrated ability in narrative, performance or poetics or demonstrated some element of linear or interactive writing in the past

*
You can write passionately about an interactive or cross-platform service that you have worked on or enjoyed as a user

*
You have demonstrated a willingness to assemble a creative team for the project. (NB: those who can not get a team together will not be discriminated against in the selection process and if the project submission is strong and warrants inclusion in the lab we will endeavour to match-make writers with team members such as designers)

*
Your team members are allocated specific roles and have some history of working together

*
You demonstrate potential to benefit from the LAMP process, i.e. that your project submission is open, expansive and shows room for growth and evolution

*
You agree to commit to carrying over your submission to a later residential lab date in the event that your project is accepted

*
After the workshop and before potential selection you are able to dedicate your own time to writing and development of the project.

Don't forget the submission deadline is 5 APRIL 2007
Application Overview

All applications should include the following info about your project. We recommend you look at the examples on the application form to help you deliver a strong application

*Title - self explanatory

*Tagline - a one line pitch statement about the interactive service 
*Status - enhancement to existing property or totally new service

*Genre - the traditional genre that the service falls in

*Target audience - describe who this service is aimed at

*Linear element - if this is an existing property a few short lines about the linear component. For a new property, what will be core linear element/s if any?

*Treatment, why interactive? - This is obviously the most important part of the application. Describe the service from a user experience perspective and what the core interactive element/s are. Detail the how, why, when and where as well as the key calls to action. Also include any business models that are enabled by the service along with the main components of participation and reward.

*Target platforms - list on which old and new platforms the service will exist

*Timescale - detail when you believe the service can be delivered

*Team - who will be on the team that comes to LAMP? List their name, company and title. NB: Also provide a short 100 word max. biog of each member as an addendum to the application

*LAB goals - Describe what you would like to explore at the LAMP residential.

*Stakeholders & distribution - who will the prototype be demonstrated to on completion and what are likely real world deployment possibilities?

*Supporting digital material - we welcome segments of video, stills, branding graphics or interactive flow diagrams to illustrate your application

*Travel assistance - please include details of your request. A number of travel scholarships will be available to assist successful teams with significant travel costs (ie from non-eastern states or regional areas).  

Signature of interest and legal status

The undersigned do hereby agree that if selected onto the LAMP:Story of the Future Lab that:

* We will commit the designated full team to participating for the full duration of the residential at the dates set-out on this application

* Understand that we own full rights to the prototype unless co-production agreements with AFTRS or the Literature Board of the Australia Council for the Arts take place as a result of LAMP: Story of the Future participation

* We have the rights to use any assets we bring to prototype the service

* We acknowledge and agree that the LAMP: Story of the Future residential will be a collaborative exercise and the participants will all benefit from a free flow and exchange of ideas and information and whether we make a contribution to another prototype or receive the benefit of a contribution to our prototype the original owner of the contribution shall be entitled to use that contribution exclusively as originator unless a written agreement is otherwise entered into between the contributor and the recipient.

* AFTRS, LAMP and The Literature Board of the Australia Council are allowed to demonstrate the prototype internally and, on a case-by-case basis, at industry events and within other organisations and to refer to and present the prototype for the purpose of the promotion and publicity of AFTRS, LAMP and The Literature Board of the Australia Council on all media throughout the world including the Internet.

* We will agree in principle to sign the CDA at least 2 weeks prior to entering the residential Lab

* We acknowledge and agree that the LAMP together with all material comprised therein including without limitation the LAMP Format is an AFTRS initiative and that all right, title and interest including copyright, designs, ideas and information pertaining to the Workshop and the Format are exclusive and confidential to AFTRS and may not be used or disclosed by us.

* We release and indemnify and hold harmless AFTRS and The Literature Board of the Australia Council from all or any liability or claim in respect to the prototype and or the LAMP: Story of the Future residential.

* We will pay for our own flights, except in the case where we are awarded a travel scholarship, and will pay an administration fee of $100 per team member. All meals and accommodation will be provided.

* AFTRS, LAMP and The Literature Board of the Australia Council are allowed to show the finished prototype at public events and to publicise it in association with AFTRS, the LAMP Project and the Story of the Future Project on all media throughout the world including the Internet.
Where for reasons of commercial confidentiality the public disclosure of the prototype will be prejudicial to

its exploitation you must notify AFTRS and The Literature Board of the Australia Council no less than 7 days after the end of the residential to hold back on any public disclosure of the prototype. Upon receipt of such notice AFTRS and The Literature Board of the Australia Council will not publicly disclose the confidentially prejudicial information about the prototype until you notify AFTRS in writing that the prejudice by public disclosure has ceased or 12 months has elapsed since the end of the residential whichever is the sooner.

SIGNED  ________________________________________ PRINT __________________________

COMPANY   ______________________________________  DATE  _________________________

POSTAL ADDRESS ________________________________________________________________

_________________________________________________________________________________

MOBILE PHONE NUMBER __________________________________________________________

PAYMENT OPTIONS for $100 admin fee for each team member (payable on offer of acceptance)

Cheque: payable to Australian Film Television Radio School or

Credit Card: Bankcard / Mastercard / Visa

Card Number: _ /_ /_ /_ / _ /_ /_ /_ / _ /_ /_ /_ / _ /_ /_ /_ / Expiry Date: _ /_ / _ /_ /

Cardholder……………………………………………….…………….….…..

Signature…………………………………………………………………..…..

Legal notice:

AFTRS and The Literature Board of the Australia Council reserve the right to change at any time without notice any information purporting to application procedure.

AFTRS and The Literature Board of the Australia Council accept no liability for any loss or damage a person suffers because that person directly or indirectly relied on any information contained on the LAMP web site or application form.

EXAMPLE APPLICATION FORM:

	TITLE
	LIFE AT THE EDGE

	TAGLINE
	“Live the life you have only ever dreamed of”

	STATUS
	This will be a rich media enhancement or completely new form of documentary to an existing two series 4 part, 45 minute documentary

	GENRE
	Documentary, lifestyle

	TARGET AUDIENCE
	Our young 18-30 audience is perceived to be technologically sophisticated and web-aware. Our recent success with online Live Chat following each show in the current series is a clear indication of this. (We were inundated!) and would also like to add elements of product linking and sponsorship to parts of the service for e and tCommerce

	LINEAR ELEMENT
	Life at the Edge is a XYZ Australia network television series, produced by Peter Radcliffe. It follows some of the world’s most extreme sportsmen and women as they roam the Earth in search of adventure. From the mountain wilderness of Alaska to the flooded caves of Spain, this series of films captures the most awesome extreme sports footage ever seen on Australian television.

More than just heart-stopping action, each story examines the human cost of adventure and questions the drive and dedication of the explorers who risk everything for adrenaline-fuelled achievement. From the team that made the multi award-winning Man Who Jumped To Earth, this series combines extreme sports with gripping narrative and rich human stories. The first series is currently in transmission on XYZ 1, with series two well into production.

	TREATMENT – WHY INTERACTIVE?
	We would like to develop a punchy interface, with graphics, pace and style in keeping with the adrenaline-rush tone of the series. Personalisation of content is one of the key areas where interactive TV outshines linear. We would like to create an interface that allows individuals to control their own journey into the world of thrills and spills, in addition to feeling part of a larger, like-minded community. Using a handset or keyboard for navigation, there will be the opportunity to tailor the content to suit the individual:

“Let me see the bit where the hanglider flies with the vultures.” 

“Tell me where I can find out how to snowboard.”

“Listen to my views on the camera angles.” Etc. 

There will be the facility to stop the programme at relevant points, to vote, chat or e-mail.

1  Club Ex

 A virtual, interactive community, this will be a “must - join” club, for anyone with a passion for the thrills and spills of living life close to the edge. Whether you’re an armchair enthusiast or a proficient practitioner – this is the place to be. Via chat rooms, games, competitions, message boards etc. you can swap ideas, views and reports with like-minded Club Ex members.
1  How can I?

Life at the Edge is aspirational television. The most frequently asked question in our online live chat is 'how can I do what you do?' One interactive element could give viewers information about where they can learn to do the sports featured, how much it will cost, how dangerous it is and so on.

2  Your Extreme Guide

At one level, Life at the Edge is a wilderness adventure guide. The interactive element will show inside information on where the film was made and how to get there. For example, in our surfing film we would give details about how to access the perfect waves of Indonesia, what kit you will need, how dangerous the area is, information on the food, local people and their customs, and so on. We could be a trusted guide to shopping and instruction, with reviews of online sites and suggestions as to “where next”.

We invite you to tell us what you found out about goods and services and we feed it back to other Club Ex members. We also incorporate any stills/footage/copy you may have from your extreme experiences, and this is built into a guide – made also by you, not just us.

3  How do you do that?

There is already a strong appetite amongst today's media-literate viewers to know how various shots were achieved. The viewer could click on shots and sequences to access specially shot, behind the scenes, footage of the crew preparing to film. (e.g. how we achieved images of paraglider pilots flying with vultures 20,000 feet up in the Himalayas.) This section can also give access to unedited rushes, to allow people to see how whole sequences were edited together. Viewers could also choose to explore a shot from different camera angles; access maps to show geographic locations and pause the footage to find out the story behind the scene. (How were you feeling when you were about to jump out of the plane? E-mail and find out.)

4  Who are you ?

 Extended biographies of the protagonists and possibly the film-makers will be available. There will be a chat application in the corner of the screen, allowing direct access for questions, at specifically scheduled times.

5  Virtual spectator 

WE have access to graphics software that allows the viewer to virtually recreate the journey of the film. Currently available online, we would like to develop it for an interactive TV platform.The software is in place for The Lonely Sea, our film about a single-handed round the world sailing race, but could easily be adapted for Ballooning over Everest and The Great Dog Race. Taken one step further, this allows people to not only recreate the journey, but customise it for themselves. “How would I do that differently?” Be the director for a change. Compile the shots and make it happen your way!

6  My View

A chance to review what you’ve seen and talk about what you’d like to see next. There could be a competition around this. The best idea for some “extreme” footage, wins the chance to go on the trip they’ve suggested, film it with a DVC and feed it back into the service.

7  Music 

We are constantly asked what music is used over sequences in the current series. One interactive function would allow instant access to tracks and direct users to online sites where they can be downloaded as MP3s.

8  Games

Bases around an Xbox/Playstation concept, there could be an exciting games element. Drive the huskies through the snow from the comfort of your own armchair…..risk frost-bite and predatory beasts. Penalty points for husky toilet stops! Then check your score against the Club Ex league table to see how you did.

9  Sales 

Perhaps a commercial aspect to the site, where people can actually buy the products used, book lessons with experts or arrange their own wilderness adventure.

	TARGET PLATFORMS
	Broadband to PC and TV alongside current Interactive TV .

	TIMESCALE
	We want to be able to deliver this on all interactive TV platforms but focus more on new forms of documentary that we can deliver on existing broadband to PC and TV. Games platforms may be a little too ambitious for us at the moment – but we welcome advice.

	TEAM
	Peter Radcliffe, Series Producer, Life at the Edge

Peter studied English Literature in Melbourne University before working as a newspaper journalist for five years. He moved into TV as a researcher and joined XYZ three years ago as an assistant producer. His first XYZ documentary, The Man Who Jumped to Earth, won ten international prizes, including a LOGIE Award. 

Susan Aspden, Live Chat Producer, XYZ Online

Susan has worked with XYZ for almost eleven and a half years. In this time she's jumped from TV to radio before the leap over to online communities a year ago.  She got hit with the vicious Live Chat bug at the beginning of the year and is constantly looking at ways to develop the format in order to give the users the "best experience ever!"  She has produced a variety of chats from the Super Furry Animals to Life at the Edge and spends her free-time within comic chat-rooms and avaterra worlds .. Sad, but true!

Fred Griffith
Graphic Designer / Television Director

Fred Griffith studied Typography and Graphic Communication in Reading University before setting off on a world tour, travelling and filming four 'rough guides' for S4D. He then set up an independent TV company Trip, specialising in youth TV and travel guides. He has since worked variously as a freelance director, graphic designer and cycle courier and is currently a multi-award winning promos director for XYZ. He still travels extensively and has recently returned from mountain bike expeditions to Tibet, Nepal and Cuba.

	LAB GOALS
	· We believe that this series has the potential to be developed into an exciting interactive experience, and would welcome the opportunity to explore how this might be achieved. 

· How best to build our community for Club Ex.

· The technology available to realise some of the ideas outlined in this submission.

· The most appropriate place for the interactivity to take place (we were thinking during and after broadcast, but this may not be the best option.)

· The links between the interactive TV experience and existing online provision.

· How best to achieve a tight, coherent visual style.

· What level of interactivity is suitable for our audience

	STAKEHOLDERS & DISTRIBUTION
	We are sponsored by the Head of Factual commissioning at XYZ, Australia and if the prototype is compelling enough we can distribute through our commercial broadband arm as well as existing deployment relationships with Foxstar

	SUPPORTING MATERIAL
	A sample DVD of “Life at the Edge” has been dispatched to you, in support of this application.
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Cnr. Epping  and Balaclava Roads, North Ryde NSW 2113 

PO Box 126 North Ryde NSW 2113



Tel: (61) 2 9805 6688 • Fax: (61) 2 9887 1030
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