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1 Introduction

3GPP SA4 is thankful to OMA BAC MAE for the response liaison (OMA-LS_0078-to3GPPSA4-on-RME-DIMS-20060209/ S4-060077) received in time for the SA4#38, in relation to DIMS work-item. SA4 would also like extend special thanks to the presence of some OMA delegates during SA4#38 meeting. 
2 Work split between DIMS and RME
SA4 would like to express thanks to BAC-MAE for providing a view of the work-split as described in the response liaison. SA4 acknowledges the fact that both DIMS and RME are trying to achieve similar goals at a high-level looking at the use cases and end-to-end rich media system. However, there appears to be some overlap in the scope of certain specific components such as handling of the presentation format. Unfortunately, SA4 is not yet in a position to identify such subtle details until a detailed component-based architecture is understood.
Nevertheless, SA4 is confident that we will be able to harmonize our specifications as we move forward and continue to learn the architectural components that are involved in the rich media system. 
SA4 acknowledges that the OMA RME specification and not the SA4 DIMS output specification will address the application level requirements in the DIMS technical requirements document.


SA4 is glad to see your request for a joint conference call and your proactive approach to this coordination. An agreement to a formal coordination meeting is out of SA4’s control but we will be happy to communicate through LS and discussions with several common delegates between OMA and 3GPP.
3 Status of DIMS

SA4 is pleased to inform OMA BAC-MAE the following advances made in DIMS. 

· DIMS schedule (tentative) (S4-060120)
· 
· 
· 
We would be happy to review and consider any feedback you may have on this document so we are able to keep our existing relationship at the best possible level, and continue to work to harmonize our work in this area. 
For your information, the following section is drawn from our work in progress 

It has four overall sub-sections.

The first names the major functional specification elements that might appear in the specifications from various bodies, or that already exist. The table is a start at identifying specification sections to write, reference, or specialize. This list is neither explained or complete, and may also include some elements for which no specification is needed.  Much more work is needed before this can help form a specification, or assist in any work split.
The three following sections provide respectively initial high-level functional and logical flows, and should be considered only as starting points and a reflection of a general sense of direction. The logical flow might help identify logical conformance points.

The table and the two sets of diagrams are only loosely related, as they form different views.  There is certainly no one-to-one correspondence between elements of the sub-sections, nor is there intended to be.
4 Specification Elements

4.1 Elements

	
	What

	1
	Scene Definition syntax, semantics & context

	1.1
	Scene timing model, synchronization, and semantics

	1.2
	Scene update model and semantics

	
	

	2
	Transfer encoding (compression)

	2.1
	Scene transfer encoding

	2.1
	Scene update transfer encoding

	
	

	3
	File/delivery and aggregation/packaging format(s)

	3.1
	Download/exchange format(s)

	3.2
	Incremental delivery/download format

	
	

	4
	Transport

	4.1
	RTP payload format for scene, updates (incl. scripts)

	4.2
	Support for uni-directional streams (broadcast/carousel), tune-in etc.

	4.3
	Transport timing model

	
	

	5
	Back-channel format semantics

	5.1
	Back-channel encoding and protocol(s)

	
	

	6
	Permitted embeddable media (a/v etc.)

	6.1
	Embeddable time-based (audio/video)

	6.2
	Embeddable static media (images etc.)

	6.3
	Embedded media integration model (timing, rendering etc.)

	
	

	7
	‘Support' technologies

	7.1
	Font format(s)

	
	

	8
	Application interfaces

	8.1
	Scene interface (uDOM etc.)

	8.2
	Embedded media interface (run-time, uDOM etc.)

	8.3
	Device capabilities and integration (UAProf etc.)

	
	

	9
	Scripting format

	9.1
	Script semantics and format

	9.2
	Script transfer encoding (compression etc.)

	
	

	10
	Terminal issues (if specified at all)

	10.1
	User preferences, cookies and security


4.2 Server-Side Block Diagram

The following diagram provides an overall conceptual picture of the server-side operation, but is necessarily simplified in various ways and might not correspond to the way that an actual implementation is structured.
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Figure 1: Server-side block diagram

4.3 Client-Side Block Diagram

The following diagram provides an overall conceptual picture of the client-side operation, but is necessarily simplified in various ways and might not correspond to the way that an actual implementation is structured.
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Figure 2: Client-side block diagram

4.4 Logical data flow and relationship to external specifications

If compatible extensions are disregarded for the moment, of the boxes shown in the diagram below, the ownership of the format and content for the boxes is:

· green:  within the scope of DIMS/RME at 3GPP/OMA

· yellow:  within the scope of and specified by W3C/SVG

· blue:  defined in other bodies (e.g. ISO/IEC SC29/WG1 a.k.a. JPEG for JPEG, ECMA for ECMAScript, other OMA/3GPP specifications outside DIMS/RME, and so on)

· white:  processing elements or ‘hidden’ data for which no direct specification is needed

It is worth emphasizing that there is a logical life-cycle here, from a series of XML and SVG compliant scenes, through DIMS/RME compression, packaging and transport, and back to XML and SVG compliant scenes.  (This is true also for scripts and other media).

Note that 3GPP/OMA might define permitted, compatible (conformant) extensions to SVG to meet agreed requirements, but for reasons of simplicity these are not represented in the diagrams below.
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Figure 3: Logical Source/Authoring flow

As shown in green, DIMS/RME specifies the format and content of the packages that are sent to the transport. 

The transports themselves are specified in other specifications from 3GPP and other bodies.  DIMS/RME only specifies the specialization of these transports, where needed (e.g. RTP payload formats).
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Figure 4:  Logical destination/display flow

In the handling of the media, DIMS/RME specifies the package and transport formats from which scenes, updates, scripts and other media are extracted.  

The processing of the initial scene and its updates are specified by DIMS/RME.  Script execution uses the ECMAScript engine as specified by ECMA and operates on the DOM interface bindings specified by W3C, and the display and user-interface handling of the scene and its components is as specified by other bodies (e.g. W3C for SVG, ISO/IEC SC29/WG1 a.k.a. JPEG for JPEG, and so on).

It is logically possible to reverse the scene representation and re-create both the initial and subsequence scenes as XML documents, which correspond to the logical original documents.  These, if created, would be not only XML and SVG compliant but also functionally the same as the logical original documents in the first figure.

5 Actions for OMA

· SA4 would be extremely interested in being informed about the progress on RME efforts and output document(s) from your meetings if possible.
· 
6 Dates of next 3GPP SA4 meetings:
11- 12 April 2006, DIMS ad-hoc
Location: Stockholm, Sweden

15 - 19 May 2006, TSG-SA4#39
Location: Dallas, USA
_1075356075.doc
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1Scene update timing is defined in reference to the timing of the original scene. This includes timing of scene segments. 



2Scene definition & scene update definition may include broadcast/carousel support, preferences and caching management.



3If script is used, it shall be included in the scene definition or scene update definition
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