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Evolution of the web from 1.0 to 3.0



Digital Media value chain

Copyright management



Scaling of originality/authorship in copyright
Source: Tong King (2020:253)



What are author’s rights? 

All authors, by definition, have their works protected by a series of rights which give 
them the complete and exclusive capacity to exploit these same works. 

These rights are known as 'copyright’. There are two different types of copyright: moral 
rights and economic rights.

• Moral rights are personal, indisputable and inalienable. 
• Economic rights and rights of exploitation are transferable rights



Copyright claim



MediaVerse project

A universe of media assets and co-creation opportunities at your fingertips.
European founded project (2020-2023) 

MediaVerse aims to enable all sorts of content creators to create and share their media 
while keeping control of their intellectual property rights.

• Decentralised Media Asset Management 
• Based on interactive and immersive experiences
• 3 Use Cases (citizen journalism, co-creation of immersive and inclusive media, 

artistic experiments)



Proposed blockchain based solutions



Mediaverse platform



Moral rights recognition



License attribution



Methodology

Focus groups related to the use cases: 5 focus groups between January – April 2023

• 2 Use cases: journalism and audiovisual translation

• Audiovisual translation: subtitling, media accessibility and videogames/localisation. 
• Recruitment process: ATRAE and professional contacts.

• Specific protocol approved by the UAB ethical committee was followed

Aim:
• Gather and analyse data from users to understand the existing workflow for production, 

distribution, and monetisation of digital assets in their fields. 

• Gain information about professionals needs and expectations of the MediaVerse platform 
in relation to copyrights management.



Focus group questions
(General)

1. [Do you think that the MediaVerse platform could be used in the professional world of translation 
and/or audiovisual translation? Does it have any advantage over the current way of managing the 
different modalities of AVT and accessibility in the media?]

2. [Within the frame of accessibility and audiovisual translation files (i.e, media accessibility assets) 
rights management, authors have the moral right over the assets they create. This can never be 
sold. Thus, assets should be somehow “watermarked” for moral ownership. Do you agree?]

3. [Should authors be able to establish the economic rights and rights of exploitation]



Focus group demographics

1. Audiovisual translation: 6 professionals (subtitling).

2. Media Accessibility: 5 professionals working in different modalities (AD, SDH, Live 
subtitling, subtitling for the scenic arts).

3. Videogame/localisation: 4 professionals.

All participants were:
• Active professionals in their corresponding field.
• Based in Spain with Spanish/Catalan as their main target languages.
• Technological skills: Level advanced.
• Level of knowledge about copyright management and IP: Level medium.
• Level of knowledge about blockchain: Level low. 



Validated extracted conclusions
Q1: Use of MediaVerse platform

Audiovisual translation:
• MediaVerse platform would be specially relevant for film festivals. Most times, they do not know the origin of the 

works they receive (i.e. subtitling templates), and once they deliver their work they do not know where it will be 
used (i.e. country/context). 

• Most participants manage their rights through the Spanish ,organisation “DAMA”. • Participants reported not to know how their work is used outside Spain, which is the country they are based.

Media Accessibility:
• The use of the MediaVerse platform might depend on the type of content in terms of copyright management.
• Live subtitling works in the abstract (various people are part of the subtitling process = difficult to assign copyrights).
• Semi-direct subtitling (i.e. performing arts) presents the same problematic.• Audio description: copyrights are in a grey area and monopolised by specific agents/organisations.

Videogame localisation:• It might be difficult to use this platform in the environment of large video game developers (Triple A) mainly due to 
the existence of NDAs (Non-disclosure agreements). • Platform could perhaps be used in the context of "indie" games that have smaller budgets



Validated extracted conclusions
Q2: Moral rights

Audiovisual translation:

• Authors should have the moral right over the asset they create, specially relevant for participants working on 
accessibility services such as (SDH, AD) as these are not considered literary creations, and they do not have the 
right to claim the authorship of such assets.

Media Accessibility:

• In recent years improvement on the recognition of moral rights, mainly thanks to the work conducted by 
associations in the AVT sector.

• Many times users don't even consider that there is a person generating accessibility services.

Videogames localisation:

• Moral rights of the professionals working in localization should always be recognized, and that this has been a 
claim in the sector for many years.

• Some agencies do not allow professionals to mention the video games they work on. This is a problem in the 
video game localization sector.

• Lack of recognition of other agents involved in the localization process (such as reviewers and "testers").



Validated extracted conclusions
Q3: Economic/exploitation rights
Audiovisual translation:

• Participants are sceptic. Monetising the assets seems to be unattainable for participants, in view of the 
contracts they have to sign with the agencies/clients in relation to the economical exploitation of the assets 
they create. 

• Participants agree that authors should be involved in the negotiations to establish the exploitation rights of 
their works, also depending on the foreseen reuse.

Media Accessibility:

• In the case of audio descriptions (AD) and subtitling for the performing arts, this recognition may have a short 
term, since the productions are limited and subject to modifications, live subtitling is very ephemeral

Videogame localisation:

• Copyright should be agreed at a joint level (among all agents involved in the localization process).

• The localization of video games is considered a work derived from the "computer industry" and does not 
generate exploitation rights.

• Creativity in the localization of video games is often greater than in the subtitling/dubbing of audiovisual 
products, so it should be protected and recognized.



Satisfaction questionnaire results

Evaluate the level of relevance of the following blockchain based solutions:

1. Decentralised digital content ecosystem: power and ownership return to creators.
2. New pricing options: new options for creators to earn by selling content.
3. Monetization of content: content creators can establish direct relationships with customers.
4. Distribution of royalty payments: near real time payments based on smart contracts.
5. From DRM (Digital Rights Management) to smart contract: Transparent and "self-execute" right 

management underlying smart contracts.
6. Attribution: Blockchain increases the visibility and availability of the information regarding 

copyright ownership.
7. Copyright management: Blockchain enables content owners to directly manage their works.



Conclusions and further steps
Focus on AVT/MA

The following conclusions are centered on the results gathered from the focus groups conducted with 
professionals in the AVT/MA/Videogame localisation field: 
• Copyright management is considered a common problem accross the different modalities.
• Fragmentation on copyright management remains a major challenge.  
• Creativity and reuse of works are not protected with copyrights (in the Spanish context).
• Recognition of moral rights might have a direct impact on the reputation of professionals. 
• The role of associations to promote the recognition of moral rights (specially in the case of MA and 

localisation) is considered crucial.
• The potential of the blockchain technology remains unknown to most professionals.
• The MediaVerse platform is considered specially relevant for the copyright management of SMEs 

and freelancers.   
• Further research is needed in diferent countries for all diferent modalities in the AVT/MA fields, as 

copyright management differs across countries.



Project members



Disclaimer

TransMedia Catalonia is a research group funded by Secretaria d’Universitats i Recerca del Departament
d’Empresa i Coneixement de la Generalitat de Catalunya, under the SGR funding scheme (ref. code 
2021SGR0077) and XarxaAccessCat (2021XARDI00007). 
The project MEDIAVERSE is funded by European Union’s Horizon 2020 2.1.1 programme under grant 
agreement No 957252. Texts, marks, logos, names, graphics, images, photographs, illustrations, artwork, 
audio clips, video clips, and software copyrighted by their respective owners are used on these slides for 
personal, educational and non-commercial purposes only. 
Use of any copyrighted material is not authorized without the written consent of the copyright holder. 
Every effort has been made to respect the copyrights of other parties. If you believe that your copyright 
has been misused, please direct your correspondence to estella.oncins@uab.cat stating your position 
and we shall endeavour to correct any misuse as early as possible. 
This document and its contents reflect the views only of the authors. TransMedia Catalonia and the 
funding organisms referred to in this presentation cannot be held responsible for any use which may be 
made of the information contained therein. This work is licensed under a Creative Commons Attribution-
NonCommercial-NoDerivatives 4.0 International License


