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NG| ENRICHERS: THE TRANSATLANT

FELLOWSHIP PROGRAM

The NGI Enrichers program supports European NGI
researchers and innovators to spend 3-6 months in the
US or Canada to work and collaborate with US and
Canadian hosts, to promote knowledge -sharing and
establish long -term collaborations on NGI technologies,
services, and standards . The program provides travel
funding, living aIIowance and visa for visiting fellows

from Europe, and supports both fellows and their hosts,

with bootcamps, mentors, visibility, community building
and more . Running from September 1, 2022, to August
31, 2025, the program is funded by the European
Commission and contributions  from the Implementing

consortium partners .
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NG| ENRICHERS: THE TRANSATLANTIC

FELLOWSHIP PROGRAM

NG| Enrichers aims to:

Reinforce EU-US-Canada cooperation in the area of
Next Generation Internet, and to establish a
continuous dialogue among US, Canada and
European innovators .

Increase inclusiveness, by supporting a human -
centered approach to technology development that
Is aligned with European social and ethical values, as
well as sustainability

Sustain high -quality jobs by targeting skills
mismatches, the need to empower workers, and
ethical  considerations relating to technological
progress

3 . . ENRICHERS
Visit our Website: TRANSATLANTIC

https://enrichers.ngi.eu/



https://enrichers.ngi.eu/

OBJECTIVES OF THE SUCCESS STORY BOOK

The primary objective of the Story Book is to celebrate
and illustrate the journeys and accomplishments  of the
NGI Enrichers fellows . By highlighting their innovative
projects and the significant impacts they have made, this
Story Book aims to inspire, inform, and engage Yyou,
readers, showcasing the transformative power  of
dedicated efforts and visionary initiatives . This first part
covers the cohorts who traveled to Canada and to the
United -States between May and December 2023.
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2023 NG| ENRICHERS

>Kd 0t A At N RNAAKenyr AABN aAe kN DI c

Chiara Masiero Sgrinzatto Vltaly - Speculative Design and Participatory Al for Human -Centric
Futures

Emilio Paolini Vltaly - Adaptive Edge -Al Deployment in NextG Wireless Networks
Guillem Lopez -Paradis VSpain - Data Center Hyperloop (DHL)

Matt Murtagh  Vlireland - End -to-End FAIR Al for Global Development: Human -Centered
Interfaces, Multilingual Datasets, and Policy -Aligned Models

Nuria Pastor Hernandez V Spain - Vitalera VAl-Powered Remote Health Monitoring for Chronic
Care

TRANSATLANTIC




2023 NG| ENRICHERS

>Kd 0t A At N RNAAKenyr AABN aAe kN DI c

René Krikke V Netherlands - PRIDE VPrivacy, Resilience & Integrations for Decentralized
Ecosystems

Zoran Nasteski VNorth Macedonia - Decentralized Identity & Digital Trust for Human -Centric
Internet for Decentralized Ecosystems

Gabriele Sacco Vltaly - EXCEPTIONAL Al VReasoning with Exceptions

Maurizio Ferrari Dacrema Vltaly - MLOCG VMachine Learning for Quantum Circuit Generation

Robert Heinecke - Data -driven environmental resilience

Mustafa Ergen - LImIT VTelco LLM in Edge Networks

7 ENRICHERS
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Speculative Design and

Participatory Al for
Human -Centric Futures

Chiara Masiero  Sgrinzatto
Italy

Track

. . . PhD Student in Design
Design Futures / Responsible Al / Society
L Sciences

Host Organization

Georgia Institute of Technology, Atlanta,

Georgia, USA NG| B




THE PROBLEM (1.1)

yeDAr R nAAecABAry Acadrar AcEN NinNEdBNAAGAT Sdat FNANEAAGHE N | u A esting8gi Kmérde BNA € Q AA
representations of spaces. yeDA™ R Ace? ADZNRnnn nAAecABAry Aacadrar Aa&cN Ni nN&dBNAMgevver,thee A? AdeAr Rec
International Panorama Council (IPC) counts around 400 researchers and scholars who are also investigating and supporting the ad vancement in the

sector.

Therefore, the project  See the Invisible uses specific content to train and improve the performance of the Al in complementing humans when drawing

panoramas. It is designed and implemented by Chiara Masiero Sgrinzatto _and the M-Cube Foundation and in collaboration with the New York Institute of

Technology School of architecture and Design to tackle this need through a concrete application in the real world.

In our world and throughout history, certain cities have acquired a powerful mythological allure that has transformed them in to XNANEAAA idsofg Nr %

At N nAraR na&dbDN R At N na&aNr NAAR AADZ r dB? AAQacA ©R At NBr NAWNr ¢ cantinbe tik@kashap®s uA At Nr N
though invisible to the naked eye, yet with the potential to reveal these places in a different light V beyond the perception of the physical senses.

X917 At dOA K agigheigchmpititive advantage ¥ can be better understood by putting on a new pair of glasses, capable of r NWNAKGAFT At N XBAF gOX

things, events, and stories tied to those places: intangible elements that surpass the boundaries of time.

The photographic portrait of New York VAt N X=df ! nnANRX k?2A AAre Xgeat ABRx Xyt N >d M dqynFA ree NN X =ik NANDE rAF
>AndrAK eR At N e cADRX wa AQAR Ddbre AONENANOA REVEANKA At N X! BNaEd QAN E «thdutinaterdesfnation Ar t NAnNC
Reac AterN r NNt dgA? Ae R?PIARGAA At Ndae DZENABrs ua dr rNNA Ar A XKARDEtR @MMNeNGE ?AR AL RN WG

also the cradle of musical genres like Jazz, Hip Hop, and Rap V a city of music and energy, home to names ranging from Maria Cal las to Lady Gaga, from
Tupac Shakur to Jay -Z. Home to countless fictional characters and superheroes, New York embodies the entire street style imagina tion ¥ from hoodies
and sneakers to leather jackets vV symbols of specific subcultures and historical moments. It is the stage for career -driven men and women in tailored suits
stepping out of offices and the Stock Exchange, as well as for everyone wearing the iconic outfits from Sex and the City

TRANSATLANTIC
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THE PROBLEM (1.2)
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THE PROBLEM (2.1)

The project operates across two dimensions: a cultural/sociological one and a technological one.

Research conducted in archives, libraries, and live contexts has allowed an exploration of the origins, characteristics, and pub lic
perception of the iconic nature of places, starting from New York, with the aim of creating a model to be subsequently applie d t o other
cities such as London, Paris, Rome, Tokyo, and Venice. This has laid the groundwork for the exploration and assessment that t he M-
Cube Foundation is conducting on the impact that Modern Mythology has on places, content, and narratives, generating a powerf ul

and complex circular relationship among these elements.

See the Invisible is analyzing two alternative hypotheses:

1Eternal cities are such because they are formed by multiple mythological layers that influence the perception of both residen ts and
visitors. In other words, myth is intrinsic to these places due to their richness of meaning.

2 €andrAar R DNr df ANerR AADZ QeBB?AdOAAeaEr R AAAGEGAQANDZ k' At N AAA? &N ,ednicat Nr N Ot
theater, literature, music, and video games. These works have added new narrative layers to the cities, elevating them to the status of
myth. In this second case, myth becomes a narrative superstructure through which we recognize and interpret the city (Eberhar d 2021).

The project combines the 360  ° panoramas hand -drawn by Chiara Masiero Sgrinzatto with the generative and immersive Al algorithms
developed by NYIT to explore the collaboration between humans and machines in addressing, understanding, and representing
complex subjects such as the interaction between places and myth.

TRANSATLANTIC



THE PROBLEM (2.2)
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THE PROBLEM (3.1)

See the Invisible represents a multi  -perspective and multidisciplinary opportunity, and has enabled:

Mt N &ENr NAcEOt Nery nNaEernNOAGWN A OdadNr At ce?ft tdraecdQAAR AAccAAdgW NR AADZ

At N Acadrayr DFHENOQA WdrdeA R t N' Od adrawkmalamage A thusmlbowing eonscious incNisi) @ N Ara e A e Rt
exclusion of elements from the scene

Aistening to the voices of communities spanning six generations (Silent Generation [1928 -1945], Baby Boomers [1946 -1964], Genera tion X
[1965-1980], Millennials [1981 -1996], Generation Z [1997 -2012], Generation Alpha [2013 onward]) to understand V through their eyes ¥V what
XBr At X BNAAr

Ahe discovery of a machine  -mediated vision, developed through training and fine -tuning with selected keywords, visual and textua |
content, and a set of positive and negative prompts used to define a baseline framework

/a further phase of community engagement and feedback, this time bringing people into the immersive narrative generated by the
artist and researchers through exhibitions.

Between November 2024 and June 2025, New York was the first target city.
Seethelnvisible yr AA&Gf NAr JgAQA?DNT ! &aadrAar R ENr df ANEer AADZ mceRNrrdeAAAr R ! QADABJO

Creative and Cultural Industries, Urban planners and Architects, Public administrations and local stakeholders.
m FRANSATLANTIC
TRANSATLANTIC



THE PROBLEM (3.2)

ARTISTS AND RESEARCHERS:

/Creators and XR professionals

The project proposes a hybrid workflow to enhance spatial representation through panorama drawing and generative Al. This wor kfl ow
opens up new ways to create engaging content and allows for the development of dynamic, explorable environments for use in cultural

projects, educational experiences, and branded content.

/Designers and Innovators
Integrating different immersive imagery technologies could create new opportunities and transform how professionals work in v arious

industrie s, including entertainment, gaming, architecture, and design. They leverage immersive visuals to rapidly prototype ideas,
communicate spatial concepts, and craft narratives.

/Researchers and Educators

The combination of human drawing and generative Al offers valuable tools for researchers and software developers working in

immersive fields by improving spherical geometry and style optimization. Educators and analysts could also benefit by using i ntu itive
spatial data visualization to enhance communication of complex ideas and support more immersive and interactive forms of

knowledge dissemination.

ENRICHERS
15 m TRANSATLANTIC



THE PROBLEM (3.3)

STAKEHOLDERS:

/Development of new models for strategic storytelling

The project explores the intersection of culture, technology, and narrative, offering companies across various sectors
an innovative model to tell their identity, history, and business model in a fresh and engaging way.

This kind of communication is well -suited for use in events, conferences, and presentations.

Multigenerational engagement
By analyzing the perceptions of iconic/mythical elements across six generations, companies can develop more
effective marketing and communication strategies capable of reaching a diverse audience.

ATrechnological innovation

The integration of hand  -drawn cityscapes with generative and immersive artificial intelligence algorithms
showcases how art and technology can work together to create engaging experiences. This opens up new
possibilities for the design of content, products, and services.

ENRICHERS
16 m TRANSATLANTIC



THE PROBLEM (3.4)

PUBLIC BODIES & INSTITUTIONS:

/Jrban planning, regeneration, and territorial enhancement

See the Invisible helps uncover the mythological layers that influence how cities are perceived V including key
points of interest and their potential for transformation. In the long term, it could support public administrations in

planning urban interventions that are more attuned to intangible cultural heritage, thereby enhancing the identity

and appeal of places.

/Civic participation and inclusion

The project serves as an example and offers a strategy to promote the involvement of local communities in the
narration and reinterpretation of urban spaces, encouraging participatory and inclusive processes in the
management of territory.

/Cultural and educational policies
The outputs of See the Invisible can help inform cultural and educational policies that recognize and value

Qe AANBneacAaer XBrateAef JOAAX AAccEAAdW Nr Ar Aeeihr Ae r AENAT AL NA

~

cohesion V including among those who were not born there.
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THE PROBLEM (3.5)

COMMUNITIES:

See the Invisible is a human centered project and it includes individuals and communities since the very beginning.

/Data harvest - bottom -up approach

People from the different generations have been engaged to know more about their perception of NYC as a mythic city and of th eir interests in the
Modern Mythology field. The questionnaire and interview already provided useful data for the research and the Al training and th ey are now ready and
improved on the field to be applied in the new cities in PHASE 2.

/Discovery and Learning

The outputs of See the Invisible , especially the exhibition + edutainment sessions, the book and the catalogue will allow people to interact more and more
with the public, including children and elderly people.

/Professional training

The project will address professionals from the panoramic sector but also from the Creative Industries and other sectors to b ett er understand how to

approach technologies and content production in a new way, in the age of the Al. In -presence professional training could be prop osed during the

Ni t dkdandeAyr nN&deDZ dA ,h>R =NE&AdAR >ecD2kA u! e NAAGQAAU AADZ! 20t KAADZ u, N5 | NAKAADUs

Ampaired people
ANnNOdAKX AanANAAdeA 2dAA kN nAdDZae BA: N ANN AtN uA%Wdrdk ANy r n ctreabsfecedin Bréilk B dudio A AKXAAANde A
for blind people, videos will be subtitled for deaf users.

ENRICHERS
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YOUR SOLUTION (1.1)

In See the Invisible , the concept of myth is syncretic, encompassing both visions distant in time and others
extremely contemporary; the perspectives of great philosophers and thinkers throughout history as well as those of
e DAY ANAE" JADZW D2 AAr dA AeDAryr reQdNAdNrs

Concerning the technology, the project adopted:

Immersive panoramas - hand -made equirectangular drawing for places : this phase has included:
Adentification of n.12 specific places in the city (still visible today) + n.4 special elements

Jon site drawing

farchive investigation to collect historical materials related to places (not visible anymore today)
/keconstruction drawing

/post -production process

MNeEr nNOAdQW Nry WAcedAandeA naEeONrr u

ENRICHERS
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YOUR SOLUTION (1.2)

Immersive panoramas - Al-generated drawing for Modern Mythology : the Al has been responsible for
DIZEAT AT At N XdAWdr dk ANX KAr N eR fratehef R Rt NaeN At N BAFP 4O Aevet rtAnN dgA At N BdgADZe
At was trained with:

A Avalilable datasets  : these included photos from the physical places in the city, the historical materials from archives and libraries, content

concerning Modern Mythology from specialistic databases and hand -drawn panoramas. A deep analysis will be done in collaboration with
Fondazione M -Cube professionals.

A Knowledge about objects from Scientists, Artists, Curators, Experts, Professionals : individuals regularly handling content related to cities
and to Modern Mythology are naturally the most interesting ones to put together scientific and cultural content and data. To do that, a custom
designed and implemented architecture will enable additional information coming from the experts.

A Knowledge about objects from thematic Communities . in parallel, fan and passionate communities can bring in interesting popular stories
and content about Myth cities which are interesting to respond to different audiences or to mix more technical content with a mus ing ones and
make the conversation more interesting and warm. To do that, a collaboration with different communities will be established. Collected

content will be first verified by experts and curators before the first machine learning session.

A further investigation was conducted through questionnaires administered to over 100 people belonging to the six living gene rations in 2025,
spanning Italy and the United States with a specific focus on New York and its places, provided further insights into the per cep tion of myth.
Interviewees were asked whether they considered NYC a Mythical City / Eternal City, what characteristics made it so or v if not ¥ wh ich other cities
they perceived in this way; when these myths originated; which places, elements, people, events, or specific situations contr ibu ted to creating this
vision. Additionally, they were asked to identify a character, work, or figure from the realms of Modern Mythology (comics, g ame s, music, cinema,
fashion, sports) that was inspired by the city and found a place within it; whether the city itself could generate myths and how .

TRANSATLANTIC



YOUR SOLUTION (1.3)
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YOUR SOLUTION (1.4)

Places and Myths
éNF AeDHA? At N nAAONr &ENRN&E&aEeNDZae Ar XBratrR% nn 2c&kAA QeAANi aAr AADWckefeler Bke K QO NANBNAA

Center - Empire State Building - Macy's - Chrysler Building - Grand Central Terminal - Flushing Meadows -Corona Park - Statue of Liberty - World
Trade Center - Plaza Hotel - Central Park - Times Square - Flatiron Building - Metropolitan Museum of Art - Frick Collection
Additional Iconic elements: Yellow taxi Vsubway - billboards Vsirens

Through research and collected feedback, approximately 30 elements from Modern Mythology have been identified.

Brooklyn Bridge : The Death of Gwen Stacy (Spider  -Man), Brooklyn Chewing Statue of Liberty: Planet of the Apes

Gums
World Trade Center: 9/11

Rockefeller Center  : Christmas Tree and Ice Skating Rink )
Plaza Hotel: Home Alone 2: Lost in New York

Empire State Building : King Kong, Independence Day, Percy Jackson & the

Olympians: The Lightning Thief Central Park : Marathon Man

1 A Qr :YAndy Warhol's Shopping Mall, Macy's Thanksgiving Parade Times Square : New Year's Eve, Broadway's Musicals
Chrysler Building  : Thierry Mugler's Fashion Shooting Flatiron Building  : Daily Bugle in Spider -Man Movie
Grand Central Terminal  : North by Northwest Metropolitan Museum of Art: The MET Gala
Flushing Meadows  -Corona Park : Men in Black Frick Collection  : Avengers Mansion

The project has the potential to empower artists, educators, urban planners, designers, and cultural curators to

engage with spatial storytelling in more intuitive, narrative -driven ways. The project's advantage lies in its
methodological flexibility, which governs its ability to create enhanced content that is technically precise and

22 emotionally engaging. As immersive technologies become key to industries such as education, entertainment, m ENRICHERS
architecture, and cultural heritage, See the Invisible is positioned at the intersection of creativity and innovation. el

It offers a replicable model with broad relevance and impact across diverse sectors.



YOUR SOLUTION (2.1)

USERS (GENERAL
AND BLIND
USERS)

360° hand-made immersive
panoramas (Urban layer)

e 2

Little planets (Urban view)

N THEORETICAL AND
APPLIED RESEARCH

3607 Al-generated immersive

panoramas (Myth layer) ——slp

Modern
Mythology

Dynamic data visualization =
communities trends, hot topics
about Eternal cities and Modern
Mythology issues (PHASE 2)

machine learning
(PHASE 1)

Data visualization =
connection between
cities and Modern
Mythology (PHASE 1)

learning (back) from users'
interaction (PHASE 2)

23

Paper catalog - Artistic content +
Scientific apparatus

\
o]
Modern Mythology Virtual Worlds

<

CITIES

Phase 1 - main prototype
New York

Phase 2 - application
London, Paris, Tokyo, Rome, Venice

ENRICHERS
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YOUR SOLUTION (2.2)
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YOUR SOLUTION (2.3)
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CHIARA MASIERO SGRINZATTO ,

PHD STUDENT, RESEARCH COLLABORATOR
CIAC / FONDAZIONE MCUBE

Chiara Masiero Sgrinzatto

Fondazione M -Cube
Universidade Aberta and Universidade do Algarve (PT) - CIAC

Venice (IT)

cms@fondazionemcube.it

Chiara is a visual designer based in Venice, Italy.

Architect specializing in Visual Arts, her work is focused on the representation of environments through
immersive hand -made drawing. She has been working in the VR industry for over a decade, creating photo,
video, illustrated 360° content for many clients and institutions worldwide including the European Union, La
Biennale di Venezia, the Italian Ministry of Culture,Venice World Expo Committee, the Guggenheim
Collection, Ricoh Japan and USA, The World War Il Foundation.

She has planned and coordinated the Media Design course at IED Venezia and taught in the same school.

She also collaborates with panoramic photography manufacturers on equipment beta -testing and
specialized software houses on the design of immersive interfaces. She is a PhD student in Digital Media -Art
at the University of Algarve and Aberta University and a research collaborator of CIAC V Research Center of

Arts and Communication (PT)

ENRICHERS
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FONDAZIONE MCUBE

M-Cube Foundation

The M -Cube Foundation was established in Turin in May 2022 with the aim of preserving the vast
heritage of objects related to Modern Mythology, starting with the enhancement and public sharing of
the Modina Collection. At the same time, it positions itself as a new model of cultural enterprise

for the creation of new professional roles and innovative businesses capable of recognizing, with vision,
the power of Culture and of new languages, including technological ones.

The Foundation works with content drawn from the imagination of six generations, with the goal of
rekindling curiosity for knowledge, promoting identification with the positive values embodied by
contemporary myths and icons, and harnessing the energy and potential for grassroots change and the
growth that can be triggered by the large communities that move within these worlds with passion and
spontaneity.

The Foundation includes among its members professionals from across Italy and from a variety of
sectors: education and culture, European project design, technology and innovation, events and
entertainment, management services, entrepreneurship, and business management. To date, the M
Cube Foundation collaborates +100 public and private partners, both nationally and internationally.

27
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RELEVANT PUBLICATIONS/PRODUCTS/PROJECTS/RESULTS
RELATED TO NGI

KUI 2025 Remixing analog and digital -_https://kui2025.htw __-berlin.de
Berlin VSeptember 25 -26, 2025

/DEMO (prototype exhibition) - Masiero Sgrinzatto C., Zilio Ms R X>&ARAdAF uBBN&Er g¥N AtefQAr Nr or ka&dDZ yeek
for Phygital Storytelling MultipliCity and See the Invisible &

/SHORT PAPER - Zilio Ms R TAr dgNace Af &g A’ AAAe -CognRiveXongimasNPanomic vidB e A d e A A A
Ae AOONrr f"AtR YNBea&r R AADZ TNAAGAT %

SiGraDi 2025 META RESPONSIVE APPROACHES - hitps://sigradi.org/sigradi2025
Cordoba (Argentina) VNovember 21 -23, 2025

/PAPER - Zilio E., Masiero Sgrinzatto > s R XtifieNhhisible: Using Generative Al to Represent Mythical 5
-Ar N&r dA uBBNaerdgW N &=AAecABArR St dAN ?2ADNEr AAADIH AT BeaceN Ake?A XMANEAAA Odna

/DEMO (advanced prototype exhibition) - Masiero Sgrinzatto C., Ziio Ms R XA NN A& N uAWdr dk AN

GDI 2025 Green + Digital + Intelligent Built Environments -_https://www.gdi2025.com

Auckland (New Zealand) VDecember 1 -3, 2025

PAPER - Ziio Ms R TAr dNace #Af €dgA' Aane >s R X NAcan supporupanbrgmag, Kk ANs oen 7 NANEAAQW N §

Aendrar aAe &Nna&eNr NAA rnAONr dgA A DANnNaE RA"R At dAN ? ADh AvA DI AT BeacN Ake?,
S ENRICHERS

/DEMO (advanced prototype exhibition) - Masiero Sgrinzatto C., Zilio Ms R XA NN A& N uAWdr d TRANSATLANTIC
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RELEVANT PUBLICATIONS/PRODUCTS/PROJECTS/RESULTS
RELATED TO NGI

NYC V February 2026

/PUBLIC EXHIBITION
Masiero Sgrinzatto C., Zilio E.- M-Cube Foundation, in collaboration with the Istituto Italiano di Cultura of NY

+ NYIT
Berlin VMarch 2026

/PUBLIC EXHIBITION
Masiero Sgrinzatto C., Zilio E. - M-Cube Foundation, in collaboration with the Istituto Italiano di Cultura of

Berlin + HTW -Berlin

The pop -up exhibition lasts 3 -5 days, coinciding with a conference or other event.
The exhibition can be set up in a large hall or in a venue with multiple rooms and corridors. Estimated setup
and teardown time: 1 day before the event + 1 day after the event.

ENRICHERS
29 m TRANSATLANTIC



THE TEAM / EXPERTISE (1)

Emanuela Zilio
Fondazione M -Cube
HTW Berlin - Hochschule fur Technik und
Berlin (DE)

ez@fondazionemcube.it
MBAA? NAASr ND2 QAndeANAX kAQt P de? ADZrnAAr AtN t?2BAAGAGNr u=A0Ot NAexsr mpefaccNN ¢ A
Politics, Policies and Societies) and technical -scientific disciplines (PhD in Visual and Interactive Languages of New Media).

Wirtschaft Berlin

In 2024 she teaches and coordinates project development for the M-Cube Foundation (of which she is vice-president) in the field of Modern
Mythology at HTW Berlin - Hochschule fir Technik und Wirtschaft Berlin, the Politecnico of Milan and the University of Turin . She also collaborates
with Dreiform and DNXT GmbH on the development of new softwares dedicated to addressing the mis-match in the Culture and Creative
u A D2 r Aalsat Mhariget, in particular concerning the definition of the new professions of today and tomorrow

From 2016 to 2018 she held the role of additional representative of EUSALP Action Group 1- to develop an effective research and innovation
ecosystem .

She has been Researcher for the University of Milan (2014-2018), External Researcher for Princeton University (USA) (2005 -2006 ), Lecturer for the

courses in Applied Informatics and History of Italian Political Parties and Media at the University of Siena (2003 -2007 ), Coordinator and Lecturer for

the Masters of ARSNOVA - Academy of Multimedia Arts of Siena (2001-2007 ).

In 2020, together with nine partners, she is among the creators of the VISO A VISO Community Cooperative in Ostana (Cuneo, Italy), a reality that
takes over the revival of the entire Alpine village . In 2020, as well as in 2019, her research projects were selected by the Organisation for Economic
Cooperation and Development (OECD) as case studies for the Summer Academy on Cultural and Creative Industries and Local Development

TRANSATLANTIC
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THE TEAM | EXPERTISE (2)

Fabrizio Modina

Fondazione M -Cube
Universita degli Studi di Torino, Fondazione M -Cube

Turin (IT)

fm@fondazionemcube.it

Fabrizio Modina is an artist working at the same time as teacher of fashion design and historian of Modern Mythology, a subje ct he
teaches at the Politecnico of Milan and at the University of Turin. As collector and expert on Sci -fiand japanese animation, has
participated in the creation of the exhibitions Watch Me Move! at the Barbican Art Gallery in London and Things from Another World at
the National Cinema Museum in Turin for which he also co -curated Manga Impact, the world of Japanese Animation

He was among the scientific committees of the exhibitions Kyoto -Tokyo, from Samurais to Manga at Grimaldi Forum in the Principality
of Monaco and Japan: from Samurai to Mazinger at Casa dei Carraresi in Treviso, Italy. He also worked on ~ Female Warriors from the
Rising Sun for the Museum of Oriental Art in Turin, Lady Diana, a free spirit  at Venaria Royal Palace and  Guerre Stellari Play , event -
exhibition on the history of Star Wars, at Vittoriano Complex, Rome. Some of his most recent works are the exhibitions Manga Heroes
for the National Archaeological Museum of Naples and Robot - The Human Projectat  MUDEC , Milan , The Myth of Superheroes for
Comic -Con Museum of San Diego, U.S.A. and Superheroes for NRW Forum, Dusseldorf, Germany.

His first book, Super Robot Files 1963/1978 , which brings together the encyclopedic information about the world of the steel giants of

japanese animation, has become sold out in the first five months of sales and was shortly followed by the chapters two and three. From

NpNN t Nyr At N naeeBea Ne AQubZFemddtiodiDXNina e R At N
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THE TEAM / EXPERTISE (3)

Alessandro Melis

New York Institute of Technology
amelis@nyit .edu

Alessandro Melis is the inaugural IDC Foundation Endowed Chair and Professor at the School of
Architecture and Design. In 2021, he served as curator of the Italian Pavilion at the Venice Biennale.
Alessandro was appointed Italian Design Ambassador (ADI - Ministry of Foreign Affairs) in 2021 (Paris)
and in 2022 (New York and Washington). Previously, he was Director of the International Cluster for
Sustainable Cities at the University of Portsmouth, Director of Postgraduate Engagement at the

University of Auckland, co  -director of the TPAI program at the University of Applied Arts Vienna,
visiting professor at Anhalt University in Dessau, Politecnico di Torino, University of Perugia, and
honorary fellow at the University of Edinburgh. The significance of his research contributions is

evidenced by over 200 publications, numerous citations in popular publications, and lectures at
institutions such as the University of Cambridge, MoMA, China Academy of Art, and TEDx. Among his
recent monographs are Alessandro Melis. Utopic Real World, Invention Drawings, published by D

Editore , and Heliopolis 21, published by Skira  Editore .

He is principal investigator and transnational coordinator in international research projects,

including the interdisciplinary CRUNCH project: Climate Resilient Urban Nexus Choices:

Operationalizing the Food  -Water -Energy Nexus, which involves urban laboratories in Gdansk, Miami,
Taiwan, Eindhoven, Uppsala, and Southend -on -Sea.

The development of the Al model proposed by See the Invisible was carried out in collaboration with N ' ENRICHERS
Omar Aljabery and Tova Gold, research assistants in the MS in Architecture, Computational " TRANSATLANTIC
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YOUR HOST ORGANIZATION

New York Institute of Technology. School of Architecture and Design
Throughout history, New York Tech implemented emerging technologies in classrooms and research labs. This approach graduates

professionals who solve problems using the latest tools and sets apart the instruction we provide within the New York metropo litan
region and the world. A multidisciplinary culture of innovation and entrepreneurship thrives at New York Tech. From a diverse student
body to a faculty expert, meet the individuals uncovering new knowledge that makes society a better place for all.

The six schools and colleges of NYIT offer undergraduate, graduate, and professional degree programs in disciplines such as c omp uter
science, data science and cybersecurity, biology, health professions and medicine, architecture and design, engineering, info rma tion
technology and digital technologies, management, energy, and sustainability. NYIT is a nonprofit, independent higher educatio n

institution, founded in 1955, with nearly 8,000 students from around the world.

ENRICHERS

TRANSATLANTIC
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See the Invisible has begun producing a series of tangible and intangible outputs over recent months and has planned a progressive
development schedule for the coming months.

Research and analysis: ~ Research work through archives, libraries, and questionnaires/interviews has gathered valuable data on the
Qe ArAcE?0AadeA R XBr at d Ovaidemity rethtiomskip bAtveBE theseNities ahe the actors moving within them:

individuals and communities, companies, and public institutions. Whether New York is the city of cinema or cinema tells and c reates
the New York we seek and visit appears to be a positive -sum dynamic. The collected data formed the foundation for analytical act ivities
by researchers, machine learning processes for the Al used, and paved the way for a series of publications in international s cie ntific
journals.

Research is an ongoing process in this project, supporting the creation of new datasets for Al and further analytical steps.

Immersive panoramas: The analog component is a particularly significant output of this project. In NYC, Chiara Masiero Sgrinzatto
hand -drew XX immersive 360 °nAAe cABAr &Nn&aNr NAAgAF NnAAONr nN&EQNdWNDZ Ar ¢dQeAdOQ AADZ NBk ANB.
The panoramas are available in paper format and, via QR codes/links, open a connected virtual dimension that contains details and can

integrate interactive points to explore specific content in depth.

Myths: The work mapping and analyzing myths present in NYC has brought to light an important set of assets linked not only to the
territory but also to the companies and institutions operating there. Approximately 30 main myths related to the city have be en

identified, including primary myths from Modern Mythology (cinema and television, comics, music, theater, literature, fashionm , Sports)

and complementary myths (horizontal, e.g., yellow cabs, or from other sectors, e.g., food & drinks). ENRICHERS
TRANSATLANTIC
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Generative Al model: Work at NYIT enabled the creation and training of an Al model designed to generate additional content beyond the hand -
drawn panoramas and to make such content available in a mathematically correct equirectangular format, overlayable with other panoramas and
with possible connection points among different content. The model is ready to be applied not only to various locations in NY bu t also to other cities
in future project phases and new themes.

The model comes with a user manual for future applications.

Prototype city:  The first chapter of this project (Nov 2024 VJun 2025) implemented the See the Invisible application for the city of NY, serving as a
visible and functioning prototype to be applied to subsequent cities. The prototype includes: 16 hand -drawn panoramic boards on paper created
live by Chiara Masiero Sgrinzatto; 16 derived immersive spherical digital environments; 30 Al -generated digital equirectangular images and
corresponding 360 ° environments; a catalog and a book, both in paper and digital formats; a selection of scientific articles and conference

presentations; and this exhibition.

Catalog: Designed for outreach and artistic purposes, the catalog accompanies the exhibition, telling the story of the city, its myths , and the
connected actors from a different, phygital perspective.
Book & Papers:  Scientific in nature, the book collects multidisciplinary content closely connected to the various fields addressed by this p roj ect,

including architectural and urban impact, communication and strategic communication, and social impact.

Exhibition:  Designed to be itinerant and available for setup at public or private events where companies or institutions wish to present the mselves
in a new way, starting from their close relationship and influence with the city. The exhibition can be accompanied by edutai nme nt and

professional training activities.
m FRANSATCARTIC
TRANSATLANTIC
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See the Invisible has already allowed to establish interesting collaborations with:

MTW -Berlin (Germany)

MUniversidade Aberta de Lisboa / Algarve (Portugal)
Astituto  Italiano di Cultura NY (USA)

Astituto Italiano di Cultura  Berlino (Germany)
/Cameradi Commercio Italiana a NY (USA)

JAuckland University of Technology (New Zealand)

Abero -American Society of Digital Graphics ( SIGraDi)

The accelerated contact and engagement with R&D partners and business partners opened the possibility for:

1Presenting of Seethelnvisible y r @&Nr NAEQt ©?2AQeBNr Aconisfemcee®DI 2025 n (M3 Dea 2026), sharing the work on generative and

computational design, Al -assisted generative tools workflows and XR technologies for immersive spatial experiences; meet other a cademics,
industry leaders, and practitioners to explore and transfer cutting -edge research and transformative practices shaping the futur e of built
environments.
Organize one in  -presence intensive workshop for researchers and students about M-Cube and See the Invisible to present the two projects and
to create the opportunity for co -design sessions about sustainable construction and advanced structural systems to smart cities and digital
transformation; and technological tools and workflows for urban design and spatial representation.
m ENRICHERS
TRANSATLANTIC
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1Start a collaboration in the direction to submit a project proposal for a Horizon grant  which could include researchers from the NYIT,

the AUT and the FMC.

Researchers from the USA, Canada or New Zealand who do not reside and work in institutions in the EU/AC are also eligible for fu nding.
The Horizon grant will create the opportunity to meet and connect a number of partners which are already collaborating with F MC, such
as GLOWEE (Australia, France), Studio Schwitalla _(Germany), Ricehouse (IT) and Matters of Activity _ (Germany), with the researchers and
professionals at NYIT and AUT concerning advanced innovation in design, construction, and sustainable development.

2.Start the brainstorming for a new Camps
The preliminary phase includes the combined work of all partners in order to learn from their knowledge, experience and forma ts. This
will allow co -design and implement a shared solid functioning model for workshops to be opened to participants in 2026.

1. Winter - New Zealand / Australia (2 months)
2. Spring - United States (2 months)

3. Summer - Berlin (2 months)

4. Autumn - Turin (2 months)

The Camp will address professionals from different sectors (e.g., Architecture, Design, Art,
Biology, Engineering, Anthropology, Modern Mythology) and Communities (e.g., Youth)

At least one researcher from NYIT, AUT and FMC joins all research steps.
ENRICHERS
TRANSATLANTIC


https://enspire.science/horizon-europe-grants-for-researchers-from-the-usa-canada-or-new-zealand/?utm_source=chatgpt.com
https://glowee.com/
https://studioschwitalla.com/
https://www.ricehouse.it/en
https://www.matters-of-activity.de/en/activities/14049/growing-architecture-co-designing-with-fungi
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5. Produce dissemination content and strategies to declare and share the importance of co -design through natural elements and

interdisciplinary approaches in order to address today's challenges in building sustainability. That affects social and econo
and has at their core the recognition of man as a fully integrated part of nature's cycles.

6. Publish n.3 new papers on  See the Invisible and present them in relevant conferences.

KUI 2025 Remixing analog and digital -_https://kui2025.htw __-berlin.de
Berlin VSeptember 25 -26, 2025

mic models,

Ziio Ms R TArdNace Af cedA' Arane ->sRAXK AN NFe Ar A B@mde N\dBEAe €eABJ QO WJdNR aAe AOQONr

SiGraDi 2025 META RESPONSIVE APPROACHES - hitps://sigradi.org/sigradi2025

Cordoba (Argentina) VNovember 21 -23, 2025

Zilio E., Masiero Sgrinzatto > s R XtfieNnMisible: Using Generative Al to Represent Mythical Layers in Immersive Panoramas, while
PADNEr AAADHEAT BeacN Ake?n XMANEAAA OdagNr x X

GDI 2025 Green + Digital + Intelligent Built Environments -_https://www.gdi2025.com
Auckland (New Zealand) VDecember 1 -3, 2025 o o
Ziio Ms R TAr dgNace Af egA' Aaae >s R X NA can supporupAnbrgmag,detiétdte represdht spaded i axikep

nt AN ?ADNEr AAADHAT BeacN Ake?n XMANEAAA OdAagNr X Xs m

gW N way,
ENRICHERS
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https://www.gdi2025.com/

IMPLEMENTATION

Seethelnvisible ReQ?r Nr A A A?BkNaE eR 0dadNr 7t dOt AcN OQeAr DN
specific reasons and topics. New York City is comics, cinema, Brooklyn Bridge, Empire State Building,

but also the city of dreams, ambition, and reinvention. The prototype developed here will be applled

dA ANi A BeAatr aAe eAt N& XB' aPop&d RogkNnusic; Rar’s Q t- Falhion, Eiffeb A D2 A
Tower, but also romance, elegance, and artistic soul; Tokyo - Manga, animation; Rome - city of Gods,

layers and layers of history, mythical typos (e.g. gladiators, emperors, but also empire, faith, and

timelessness); Wellington in New Zealand - Maori tradition, Tolkien LotR filming locations, etc).

ytdr ndAA kKN R?PAQOAeAAA Ane R?cEaAt NE reRARAENYyr dBneeW NBNA/
publications and learning for M -Cube Foundation's users in the medium -long run.

Concerning the technology transfer, the plan enters into the broader plan for marketing made by the
Fondazione M -Cube. This will include the possibility to disseminate the product through its network,

the use of the tools in professional training programs, the application of human+machine  generated
panoramas to different content.

TRANSATLANTIC



EXPECTED IMPACT

The project adds to the architect and urban perspective, a sociological and anthropological approach to assess

people's perceptions of the Eternal Cities and their mythical status. The work combines 360 -degree hand -drawn
panoramas and immersive generative Al algorithms to explore human -machine collaboration in engaging,
understanding, and representing complex subjects

Actually, the way a city is perceived, both by its own citizens and by the global public, directly influences its

economic vitality. This work is highlighting how Myth -making is instrumental and not just symbolic, and can

empower local businesses and reshape urban economies.

A city's myth also fuels the  imaginationeconomy t RJABR BNDZ AR AADZ P ABdAFT ?2r N OQdadNr Ar
and immersive experiences grow around iconic narratives, Al, XR, and digital art now extend these myths into new

dimensions

This intangible economy generates very tangible revenues

ENRICHERS
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LESSONS LEARNED

Timing of the expedition and the American academia could not match.

The weather in NYC is unexpectable. If you are doing a drawing campaign on location using paper, be prepared for
showers and always have clips to secure your sheet for the wind!

The city has offered invaluable opportunities to watch and experience cutting edge immersive installations and
edutainment content, both mainstream and experimental.

| had a teaching gig, where | learned much more than | taught.

ENRICHERS
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8 PhD Student in Design Sciences
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Keep
engaged

with our NGI
Fellows !

JEN The NGI Enrichers project has received funding from the
{ } M? aenNAA CAdeAyr oecd' eA M?cenN
A Programme under grant agreement 101070125.



https://www.linkedin.com/groups/2206279
http://ngi.eu/
https://www.youtube.com/channel/UCafmIQ_fwe_FiwiiYj6QLUA
https://consultation.ngi.eu/
https://www.linkedin.com/in/chiaramasierosgrinzatto/?locale=en_US
https://www.linkedin.com/in/chiaramasierosgrinzatto/?locale=en_US
http://www.chiaramasierosgrinzatto.com/

43

Adaptive Edge -Al

Deployment in NextG
Wireless Networks

Track

Al / Wireless Networks / Edge Computing
Host Organization

Saint Louis University (SLU), Louis,
Missouri, USA

Emilio Paolini
Italy

Assistant Professor / Researcher in

Al acceleration through network
infrastructure

m ENRICHERS
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THE PROBLEM

Al designed to learn from many separate devices (like smartphones) isn't built to cope well with
everyday wireless networks that frequently get overloaded with data or have unreliable connections,
leading to performance issues

Target audiences include () network service providers and (i) network operators that face the dual
challenge of ensuring energy efficiency and minimizing Ilatency in edge Al deployments

Current Al solutions struggle in real-world NextGeneration (NextG) Wireless environments because
they often use fixed methods that can't adjust to changing hardware or effectively handle network
issues like data bottlenecks and varying device capabilities

The opportunity is to create Al models that can adapt in real -time to the constantly changing
hardware, resources, and network conditions found in NextG base stations

This involves designing solutions that understand and leverage the 5G network architecture and can
distribute data processing tasks more effectively

TRANSATLANTIC
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THE SOLUTION: FLAG

Technology: FLAG intelligently processes Allearning updates directly within 5G base
stations using smart device grouping, data loss correction, and quick timers

Differentiator: it enhances edge Al performance on wireless networks without changes
to user devices or central servers ,by uniquely using these base stations to reduce data
bottlenecks

Competitive advantage: it makes Al training up to 51 times faster ,using less network data,
and ensuring high accuracy even with imperfect data transmission

Opportunity:  to enable efficient and adaptable Al across all future NextG wireless networks,
allowing network operators to offer more responsive and energy - efficient services to avast
user base

ENRICHERS
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THE SOLUTION: FLAG
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Scaling FL is possible by relying on the
underlying network infrastructure

FLAG proposes an aggregation mechanism
at the 5G base stations to deliver Line Rate
Training and reduce the bandwidth
bottlenecks

TRANSATLANTIC



EMILIO PAOLINI ASSISTANT PROFESSOR @ SCUOLA SUPERIORE
nt,yy! (5SSA)

| O am assistant Professor at Scuola Superiore Sant 0 ARisa,dtgly. My research is
focused on accelerating Al models using the network infrastructure , especially
in the context of NextG wireless networks. So far, | have published my research in
high -quality peer-reviewed journals and conferences.

2 key publications supported by NGI:

Flecto : Cross-Layer Adaptive Congestion Control with Reinforcement
Learning . t addresses the pressing need for smarter congestion control
mechanisms in next -generation networks . @ HPSR 2025

FLAG: Accelerating Federated Learning in Wireless Networks with In -

Network Aggregation (EuroSys '26 Submission). This system enables
collaborative Al model training across many devices to be significantly faster and
more reliable over wireless networks by processing data directly within the 5G

network infrastructure m ENRICHERS
TRANSATLANTIC
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THE TEAM /EXPERTISE

Dr. Piero Castoldi Dr. Luca Valcarenghi Dr. Flavio Esposito Emilio Paolini

Full Professor and Full Professor of Associate Professor at Assistant Professor @
Director of TeCIP Telecommunications, Saint Louis University, Scuola Superiore
Institute @ Scuola (TeCIP) at Scuola Computer Science Sant Ann a

Superiore Sant 6 Anna Superiore Sant 6 Anna Department

TRANSATLANTIC
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