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1 Introduction
Distributed Random Access Points (DRAP) is a technology that has been previously presented in SA4.  The advantages of DRAP have been understood on a theoretical level but we have been asked to show some examples of its efficiency on real DIMS streams. As the DIMS media type is yet to be defined it is not possible to give exact figures.  However, we have performed a simple study on the efficiency of DRAPs on a number of LASeR test sequences.

2 DRAP overview
The tools made available in DRAPs are simply an extension of the tools already available.  A Distributed Random Access Point with zero distribution is in principle a traditional random access point.  This makes its performance at worst in par with a traditional random access point.  In this document a traditional Random Access point refers to for example a Scene, or a LASeR RefreshScene.  

2.1 Bitrate reduction

As both bandwidth and Memory are typically limited, DIMS elements are sent more or less when needed.  Due to these restrictions elements are continually added and removed.  This results in the same elements being sent twice during a short period of time, possibly directly after each other. 

A simple scenario where DRAPs can be used to reduce bandwidth is given below.


[image: image10.bmp]In this example the bandwidth used by the ‘traditional’ random access point has been reduced.  The DRAP is sent with the scene update, i.e. the DRAP does not need to wait for any updates.  A more complex example is given below.  
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In this example the bandwidth used by the RAP has been reduced by over 80%.  The extra latency (in this case the time between updates SU1/SU2 and SU2/SU3) varies compared to content.  When there are a large amount of updates per tune in point this latency is VERY small.  

2.2 Traffic shaping

There are use cases where bandwidth is limited and scenes are slowly built up over time.  In these cases the cost of a random access point is very large compared to the bandwidth used by the updates.  In some cases the bit-rate peaks caused by typical random access points can result in extra latency and discontinuities in the stream.  


[image: image3]
DRAPs can be used to spread out these random access points over time, avoiding bit-rate peaks.  

3 Evaluation of DRAP efficiency

As the DIMS media type is not yet defined, it is impossible to give exact figures on the efficiency.  Its efficiency also depends a lot on the content, but is, as mentioned previously, at worst equivalent to a standard RAP.

A number of LASeR test sequences were examined and checked for patterns which DRAPs can utilize.  The simplest pattern is where a single element is kept in the scene and continually replaced.  This is exemplified in figure 1.


[image: image4]
Figure 1: Pseudo example of a laser stream, where the scene only contains a single element.

This pattern was very common, as were similar patterns where the scene contained more than one object that were continuously replaced.  An example of this is given in Figure 2.


[image: image5]
Figure 2: Pseudo example of a laser stream, where the scene contains multiple elements.

A deeper analysis was performed on the sequence “karate.xml”.  Over 20% of the packets in this stream resulted in a scene containing a single element that was part of the previous update. An example of such an update is given in Appendix A.

Inserting a standard RAP (e.g. a RefreshScene) into this sequence is unnecessarily costly, as the same object (which in these test sequences tend to be large) must be sent twice during a short period.  Inserting a RAP near time 2334 in the karate.xml sequence will cost around 9000 bytes.  If sent at time 2334 before the update the RAP will contain the element Shape10 (at a cost of over 8000 bytes).  If sent just at time 2334 just after the update it will contain the element Shape11 (at over 9000 bytes).  This figure is relatively constant over the entire sequence.

A DRAP can be sent at time 2334, just before the update, with a reference to the element Shape11.  In this way the element Shape11 is only sent once.  The worst case tune in time is no different to if a standard RAP is used as in the example above.  An example of such a DRAP is given in appendix B.  The DRAP costs less than 400 bytes.  

The efficiency of this DRAP was no coincidence.  In the sequence, near identical DRAPs (pointing to e.g. ShapeXX instead of Shape11) can be for example added directly before the updates with the following timestamps:

2334

3917

5250

6500

8084

9750

11834

17167

Doing this results in a cost of less than 3200 bytes for all 8 DRAPS.  The worst case tune in would be 5.3 seconds, with an average tune in time of just over a second.

This is just an example of how DRAPs could be used.  It is far from the optimal case for DRAPs as only one update was used by each DRAP.  A DRAP could be inserted between time 12-18s to reduce the worst case tune in time.  Such a DRAP would cost more than the 400 byte DRAP examples, but much less than the cost of a normal RAP due to the insert/delete pattern which are dominant here.  

4 Conclusion

Summarizing, DRAP is an efficient way of compressing (or reducing the latency) of random access points even in the LASeR test sequences.  In the “karate.xml” sequence, it was shown that 8 DRAPs, spread out giving an average tune in of just over a second, costs far less than a single standard RAP.  DRAPs were shown to be able to get a faster tune-in AND lower RAP bitrate.   We recommend the DRAP mechanism be used for the DIMS specification. 
5 DIMS proposed text
The following text shall be inserted to section 8.2, Tune-in and resynchronization:
8.2 Tune-in and resynchronization

During a rich media service, it is important for the clients to be able to connect and access the current streamed content with minimal latency and without data inaccuracy. DIMS has several mechanisms to aid this purpose.  

Among them are:

· Essential Random Access Points: An entire scene is a random access point.  Such scenes work in the same way as an update which replaces the entire DOM tree and refreshes the decoder.
· Redundant Random Access Points: DIMS clients can achieve synchronization or re-synchronization by decoding redundant scenes.  They are ignored by clients not needing (re-)synchronization.  Distributed random access points are Redundant Random Access Points.

8.2.1 Distributed Random Access Points (DRAP)

A Distributed Random Access Point (DRAP) is a redundant SVG scene that can, instead of explicitly defining all elements itself, reference elements in scene updates.  These references can be used to reduce redundancy (i.e. not defining an element both in a RAP and a SU) or to simply spread the size of the RAP over a period of time.


[image: image6]
Figure xx: Illustration of the concept behind DRAPs.

8.2.1.1 DRAP syntax
The rootmost element in a DRAP document shall be a <drap> element.  

Attribute definitions:

updatesrequired="updates-required"
Indicates the number of coming scene updates required.  Note: These scene updates are NOT to be applied to the DRAP.
NewSVGTime=” New-SVG-Time”


Indicates the SVG time the scene created by the random access point should have.

The namespace for DRAP is the DIMS namespace http://www.3gpp.org/dims
The drap element shall have an SVG child element.  The drap element may have a REX child element.  The drap element may not have any other child elements.

The getfromupdate element is used to refer to elements in scene updates.  The element referred to in the update shall replace the getfromupdate element in its entirety.  

Attribute definitions:

ref="elementid"
Specifies an xml id appearing in a scene update.  If the same xml id appears in different scene updates, the first occurrence shall be used.

[image: image1][image: image8.bmp]
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Figure xx: Example usage of the getfromupdate element.

An example DRAP is given below.  The elements “Element1” to “ElementN” are to be taken from the two scene updates following the random access point.  The attribute “attribute1” in the element “Element1” is to be then changed to the value “100”.

<?xml version="1.0"?>

<drap xmlns:dims=”www.3gpp.org/dims” updatesrequired=”2” NewSVGTime=”99”>

  <svg xmlns=”http://www.w3.org/2000/svg” 

    version="1.2" baseProfile="tiny"

    viewBox="0 0 30 30">

    <desc>Random access example</desc>

    <dims:getfromupdate ref="Element1"/>

    ...

    <dims:getfromupdate ref="ElementN"/>

  </svg>

  <rex xmlns='http://www.w3.org/2006/rex'>

<event target='id("Element1")/@attribute1' name='DOMAttrModified'

    newValue='100'/>

  </rex>

</drap>

Appendix A

LASeR update from karate.xml, timestamp 2334.

<saf:sceneUnit time="2334">

<lsr:Insert ref="Dictionary">

<g id="Shape11">

<polygon fill="rgb(247,154,0)" points="32.95 -15.05 30.95 -8.45 18.2 -8.85 16.65 -12.3 15.1 -9.5 7.05 -16.65 -0.55 -20.8 -11.2 -22.9 -17.2 -21.9 -17.1 -27.05 -15.1 -37.0 -21.25 -49.25 -19.7 -58.3 -14.85 -69.0 -18.65 -79.4 -11.45 -81.5 0.0 -83.05 14.05 -82.49184 14.05 -26.05 11.25 -23.4 9.9 -20.6 22.9 -19.3 23.25 -20.25 24.75 -20.3 23.95 -24.2 20.3 -24.3 14.05 -26.05 14.05 -82.49184 24.45 -81.5 39.05 -77.9 41.95 -76.3 43.3 -62.5 43.5 -45.05 37.45 -40.5 36.2 -40.65 39.8 -44.55 42.0 -50.0 40.35 -51.85 38.75 -52.25 37.45 -47.7 34.1 -43.5 28.1 -44.15 24.75 -41.4 17.95 -43.55 15.85 -43.5 14.45 -41.85 14.15 -38.85 14.9 -37.55 20.3 -38.25 25.25 -37.0 26.05 -35.95 26.05 -31.25 23.0 -29.95 23.45 -28.4 30.7 -27.1 36.95 -27.35 32.95 -15.05"/>

<polyline stroke="rgb(0,0,0)" points="32.95 -15.05 30.95 -8.45 18.2 -8.85 16.65 -12.3 15.1 -9.5 7.05 -16.65 -0.55 -20.8 -11.2 -22.9 -17.2 -21.9 -17.1 -27.05 -15.1 -37.0 -21.25 -49.25 -19.7 -58.3 -14.85 -69.0 -18.65 -79.4 -11.45 -81.5 0.0 -83.05 18.75 -82.3 24.45 -81.5 39.05 -77.9 41.95 -76.3 43.3 -62.5 43.5 -45.05 37.45 -40.5 36.2 -40.65 39.8 -44.55 42.0 -50.0 40.35 -51.85 38.75 -52.25 37.45 -47.7 34.1 -43.5 28.1 -44.15 24.75 -41.4 17.95 -43.55 15.85 -43.5 14.45 -41.85 14.15 -38.85 14.9 -37.55 20.3 -38.25 25.25 -37.0 26.05 -35.95 26.05 -31.25 23.0 -29.95 23.45 -28.4 30.7 -27.1 36.95 -27.35 32.95 -15.05"/>

<polyline stroke="rgb(0,0,0)" points="14.05 -26.05 11.25 -23.4 9.9 -20.6 22.9 -19.3 23.25 -20.25 24.75 -20.3 23.95 -24.2 20.3 -24.3 14.05 -26.05"/>

<polygon fill="rgb(212,209,255)" stroke="rgb(0,0,0)" points="18.2 4.65 10.15 6.0 4.4 5.7 3.1 10.65 -3.65 14.05 -13.55 16.15 -16.65 14.3 -22.15 14.45 -26.9 13.4 -29.6 11.55 -30.5 8.1 -33.1 8.4 -39.45 6.9 -40.1 5.7 -37.6 4.7 -43.9 -1.5 -39.05 -0.55 -39.7 -3.4 -39.3 -7.8 -37.0 -5.8 -33.05 -10.95 -27.55 -15.8 -22.4 -19.3 -17.2 -21.9 -11.2 -22.9 -0.55 -20.8 7.05 -16.65 15.1 -9.5 16.65 -12.3 18.2 -8.85 19.0 -2.3 22.9 -2.35 23.1 -1.35 15.9 2.35 18.6 3.85 18.2 4.65"/>

<polygon fill="rgb(211,46,0)" stroke="rgb(0,0,0)" points="7.55 -85.95 2.35 -86.2 1.1 -87.0 2.85 -91.15 -10.95 -86.05 -16.85 -88.9 -26.95 -95.65 -27.05 -96.6 -21.85 -97.85 -5.75 -97.9 12.0 -99.9 35.45 -98.75 35.6 -97.4 28.85 -85.5 27.6 -85.45 21.6 -87.5 21.35 -89.3 7.55 -85.95"/>

<polygon fill="rgb(212,209,255)" stroke="rgb(0,0,0)" points="40.35 -36.45 36.95 -35.7 39.85 -34.1 47.65 -32.55 46.0 -29.0 44.75 -28.2 37.5 -29.45 29.95 -34.1 30.7 -27.1 26.3 -28.15 26.05 -35.95 25.25 -37.0 20.3 -38.25 14.9 -37.55 14.15 -38.85 14.45 -41.85 15.85 -43.5 17.95 -43.55 24.75 -41.4 28.1 -44.15 34.1 -43.5 37.45 -47.7 38.75 -52.25 40.35 -51.85 42.0 -50.0 39.8 -44.55 36.2 -40.65 37.45 -40.5 43.5 -45.05 45.85 -45.85 47.7 -41.95 46.75 -39.7 40.35 -36.45"/>

<polygon fill="rgb(212,209,255)" stroke="rgb(0,0,0)" points="-38.8 -31.0 -39.3 -33.35 -41.95 -32.8 -44.0 -34.1 -47.9 -32.05 -51.05 -33.85 -53.35 -32.9 -58.55 -37.3 -62.25 -42.7 -58.85 -44.75 -57.3 -43.5 -56.45 -44.45 -53.15 -44.55 -47.95 -46.05 -42.95 -39.85 -37.75 -41.75 -34.1 -40.1 -29.95 -45.0 -28.35 -45.2 -25.25 -42.45 -30.2 -36.2 -31.75 -35.15 -35.1 -34.55 -35.95 -33.6 -35.95 -31.5 -38.8 -31.0"/>

<polygon fill="rgb(247,154,0)" stroke="rgb(0,0,0)" points="-31.8 -32.65 -28.9 -33.85 -28.3 -22.45 -27.6 -21.1 -22.4 -19.3 -27.55 -15.8 -33.05 -10.95 -35.9 -12.05 -44.0 -31.0 -41.65 -30.35 -31.8 -32.65"/>

<polygon fill="rgb(211,46,0)" stroke="rgb(0,0,0)" points="-7.5 19.95 -13.55 16.15 -3.65 14.05 4.65 10.05 8.05 7.0 8.35 5.7 10.15 6.0 10.9 11.2 9.6 15.6 7.3 19.25 8.75 23.35 6.5 24.65 4.55 23.6 3.9 21.6 1.05 22.0 -7.5 19.95"/>

<polygon fill="rgb(86,40,123)" stroke="rgb(0,0,0)" points="-26.3 4.7 -21.85 4.2 -19.0 3.1 -17.95 4.15 -13.3 3.65 -6.9 1.6 -7.5 0.75 -11.2 -1.05 -5.2 -2.3 -1.6 -0.5 -1.65 1.25 -6.3 4.8 -15.25 7.25 -22.7 8.25 -25.45 7.5 -26.3 4.7"/>

<polygon fill="rgb(255,173,204)" stroke="rgb(0,0,0)" points="-17.2 -12.25 -16.15 -11.45 -16.75 -9.95 -25.25 -2.1 -29.7 -4.4 -34.1 -2.1 -26.3 -13.5 -22.9 -14.6 -17.2 -12.25"/>

<polygon fill="rgb(255,255,255)" stroke="rgb(0,0,0)" points="-23.75 4.55 -26.3 4.7 -26.55 0.5 -20.6 -0.55 -18.5 0.75 -15.35 -0.8 -11.2 -1.05 -7.5 0.75 -6.9 1.6 -13.3 3.65 -13.0 2.6 -14.05 1.8 -15.6 4.0 -17.95 4.15 -19.0 3.1 -21.85 4.2 -21.95 2.65 -23.9 2.35 -23.75 4.55"/>

<polygon fill="rgb(86,40,123)" stroke="rgb(0,0,0)" points="36.45 -16.15 38.0 -19.85 41.65 -19.3 40.3 -15.2 37.25 -15.35 35.35 -11.7 32.3 -11.7 33.6 -16.65 36.45 -16.15"/>

<polygon fill="rgb(212,209,255)" stroke="rgb(0,0,0)" points="18.75 -82.3 21.6 -87.5 26.55 -85.95 24.45 -81.5 18.75 -82.3"/>

<polygon fill="rgb(247,154,0)" stroke="rgb(0,0,0)" points="36.95 -28.4 30.45 -30.2 29.95 -34.1 37.5 -29.45 36.95 -28.4"/>

<polygon fill="rgb(86,40,123)" stroke="rgb(0,0,0)" points="-34.1 -2.1 -29.7 -4.4 -25.25 -2.1 -28.3 0.05 -34.1 -2.1"/>

<polygon fill="rgb(202,126,0)" stroke="rgb(0,0,0)" points="-31.75 -35.15 -30.2 -36.2 -28.55 -35.45 -28.9 -33.85 -35.95 -31.5 -35.95 -33.6 -35.1 -34.55 -31.75 -35.15"/>

<polygon fill="rgb(212,209,255)" stroke="rgb(0,0,0)" points="2.35 -86.2 7.55 -85.95 6.5 -82.8 0.0 -83.05 2.35 -86.2"/>

<polygon fill="rgb(86,40,123)" stroke="rgb(0,0,0)" points="8.35 5.7 8.05 7.0 4.65 10.05 3.1 10.65 4.4 5.7 8.35 5.7"/>

<polygon fill="rgb(202,126,0)" stroke="rgb(0,0,0)" points="36.95 -28.4 36.95 -27.35 30.7 -27.1 30.45 -30.2 36.95 -28.4"/>

<polygon fill="rgb(255,255,255)" stroke="rgb(0,0,0)" points="-6.25 -13.45 -3.4 -11.45 -6.3 -10.05 -7.8 -9.9 -6.25 -13.45"/>

<polygon fill="rgb(202,126,0)" stroke="rgb(0,0,0)" points="-39.3 -33.35 -38.8 -31.0 -41.65 -30.35 -44.0 -31.0 -41.95 -32.8 -39.3 -33.35"/>

<polygon fill="rgb(202,126,0)" stroke="rgb(0,0,0)" points="26.3 -28.15 23.45 -28.4 23.0 -29.95 26.05 -31.25 26.3 -28.15"/>

<polygon fill="rgb(247,154,0)" stroke="rgb(0,0,0)" points="40.35 -36.45 39.85 -34.1 36.95 -35.7 40.35 -36.45"/>

<polygon fill="rgb(30,97,193)" stroke="rgb(0,0,0)" points="-13.3 3.65 -15.6 4.0 -14.05 1.8 -13.0 2.6 -13.3 3.65"/>

<polygon fill="rgb(30,97,193)" stroke="rgb(0,0,0)" points="-21.85 4.2 -23.75 4.55 -23.9 2.35 -21.95 2.65 -21.85 4.2"/>

<polyline fill="rgb(255,255,255)" stroke="rgb(0,0,0)" points="7.55 -85.95 21.35 -89.3 21.6 -87.5 18.75 -82.3 6.5 -82.8 7.55 -85.95"/>

<polyline stroke="rgb(0,0,0)" points="37.25 -15.35 36.45 -16.15"/>

<polyline stroke="rgb(0,0,0)" points="10.4 -86.7 2.85 -91.15 -5.75 -97.9"/>

<polyline stroke="rgb(0,0,0)" points="21.35 -89.3 27.85 -91.75"/>

<polyline stroke="rgb(0,0,0)" points="-10.7 -66.95 -13.8 -69.0 -14.85 -69.0"/>

<polyline stroke="rgb(0,0,0)" points="-42.95 -39.85 -40.85 -38.1 -35.2 -38.35 -34.1 -40.1"/>

<polyline stroke="rgb(0,0,0)" points="-35.95 -33.6 -39.3 -33.35"/>

<polyline stroke="rgb(0,0,0)" points="-14.3 -38.0 -15.1 -37.0"/>

<polyline stroke="rgb(0,0,0)" points="-6.5 -34.65 -7.55 -34.4 -9.4 -29.45 -12.75 -29.55"/>

<polyline stroke="rgb(0,0,0)" points="-11.45 -34.05 -7.55 -34.4"/>

<polyline stroke="rgb(0,0,0)" points="-51.05 -33.85 -57.3 -43.5"/>

<polyline stroke="rgb(0,0,0)" points="-53.15 -44.55 -53.25 -43.55 -44.0 -34.1"/>

<polyline stroke="rgb(0,0,0)" points="-18.5 0.75 -19.0 3.1"/>

<polyline stroke="rgb(0,0,0)" points="-7.55 -17.6 -10.4 -17.2 -13.2 -15.25"/>

<polyline stroke="rgb(0,0,0)" points="-27.6 -21.1 -28.05 -18.25"/>

<polyline stroke="rgb(0,0,0)" points="-39.3 -7.8 -39.95 -8.75"/>

<polyline stroke="rgb(0,0,0)" points="-6.75 10.65 -16.65 14.3"/>

<polyline stroke="rgb(0,0,0)" points="-6.9 1.6 -6.3 4.8"/>

<polyline stroke="rgb(0,0,0)" points="-17.95 4.15 -15.25 7.25"/>

<polyline stroke="rgb(0,0,0)" points="-39.05 -0.55 -37.75 0.3"/>

<polyline stroke="rgb(0,0,0)" points="-62.25 -42.7 -62.8 -42.05"/>

<polyline stroke="rgb(0,0,0)" points="-7.8 -44.5 -3.15 -44.15 3.65 -41.9"/>

<polyline stroke="rgb(0,0,0)" points="36.95 -35.7 34.35 -35.95 32.7 -35.05"/>

<polyline stroke="rgb(0,0,0)" points="36.2 -40.65 34.75 -39.75 34.35 -35.95"/>

<polyline stroke="rgb(0,0,0)" points="25.75 -40.6 24.75 -41.4"/>

<polyline stroke="rgb(0,0,0)" points="-0.55 -33.8 -6.5 -34.65 -2.6 -41.65 -9.6 -41.3 -11.55 -40.5"/>

<polyline stroke="rgb(0,0,0)" points="26.05 -35.95 27.6 -35.9 29.95 -34.1"/>

<polyline stroke="rgb(0,0,0)" points="13.3 2.45 15.9 2.35"/>

<polyline stroke="rgb(0,0,0)" points="22.9 -19.3 22.95 -16.95"/>

<polyline stroke="rgb(0,0,0)" points="23.95 -24.2 23.45 -28.4"/>

<polyline stroke="rgb(0,0,0)" points="25.7 -16.4 24.75 -20.3"/>

<polyline stroke="rgb(0,0,0)" points="-11.2 -22.9 -9.4 -29.45 -3.15 -27.55"/>

<polyline stroke="rgb(0,0,0)" points="9.9 -20.6 7.05 -16.65"/>

<polyline stroke="rgb(0,0,0)" points="-20.6 -0.55 -8.85 -5.75"/>

<polyline stroke="rgb(0,0,0)" points="-28.3 0.05 -26.55 0.5"/>

<polyline stroke="rgb(0,0,0)" points="-7.8 -9.9 -11.45 -10.0 -16.15 -11.45"/>

<polyline stroke="rgb(0,0,0)" points="0.05 -11.75 -0.25 -13.05 -3.4 -11.45"/>

<polyline stroke="rgb(0,0,0)" points="-1.55 -14.1 -0.25 -13.05"/>

<polyline stroke="rgb(0,0,0)" points="7.3 19.25 3.9 21.6"/>

<polyline stroke="rgb(0,0,0)" points="-14.6 15.35 -8.35 13.25"/>

<polyline stroke="rgb(0,0,0)" points="-2.6 -41.65 2.85 -40.35 7.25 -38.0 11.95 -34.1 15.1 -28.65 15.1 -27.1 14.05 -26.05 20.3 -24.3 23.95 -24.2 24.75 -20.3 23.25 -20.25 22.9 -19.3 9.9 -20.6 11.25 -23.4 14.05 -26.05"/>

</g>

</lsr:Insert>

<lsr:Delete ref="Layer1" index="0"/>

<lsr:Insert ref="Layer1">

<use xlink:href="#Shape11"/>

</lsr:Insert>

<lsr:Delete ref="Shape10"/>

</saf:sceneUnit>

Appendix B

DRAP to be inserted directly before the LASeR update at time 2334 in karate.xml.

<dims:drap updatesrequired=”1” New-SVG-Time=2334>

<svg id="root" width="333" height="250" viewport-fill="rgb(0,115,132)">

<g id="Dictionary" visibility="hidden">

<getfromupdate ref="Shape11"/>

</g>

<g>

<g id="Layer1">

<use xlink:href="#Shape11"/> 

</g>

<g id="Layer2" /> 

<g id="Layer3" /> 

<g id="Layer4" /> 

<g id="Layer5" /> 

<g id="Layer6" /> 

<g id="Layer7" /> 

<g id="Layer8" /> 

</g>

</svg>

</dims:drap>
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Element myelement1 is copied from SU(x+1)





Element myelement2 is copied from SU(x+2)





The RAP is sent between SU(x) and SU(x+1)





After the elements are copied from the updates, the REX from the RAP is applied to the SVG section.  The RAP can then be used at t=x+2, ie replacing SU(x+2).
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The update SU(x+3) is applied in the same way irrespective of if the RAP was used or not





SU: Update


RAP: Random access point





The getfromupdate element is replaced in its entirety by the rectangle element with xml id “MyRect”. 





RAP


...


<getfromupdate ref="MyRect"/>


...





SU


...


<rect xml:id="MyRect" width="60" height="10"/>


...
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