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Foreword

This Technical Report has been produced by the 3rd Generation Partnership Project (3GPP).

The contents of the present document are subject to continuing work within the TSG and may change following formal TSG approval. Should the TSG modify the contents of the present document, it will be re-released by the TSG with an identifying change of release date and an increase in version number as follows:

Version x.y.z

where:

x
the first digit:

1
presented to TSG for information;

2
presented to TSG for approval;

3
or greater indicates TSG approved document under change control.

y
the second digit is incremented for all changes of substance, i.e. technical enhancements, corrections, updates, etc.

z
the third digit is incremented when editorial only changes have been incorporated in the document.

Introduction

<tbd>
1
Scope

The present document …

2
References

The following documents contain provisions which, through reference in this text, constitute provisions of the present document.

-
References are either specific (identified by date of publication, edition number, version number, etc.) or non‑specific.

-
For a specific reference, subsequent revisions do not apply.

-
For a non-specific reference, the latest version applies. In the case of a reference to a 3GPP document (including a GSM document), a non-specific reference implicitly refers to the latest version of that document in the same Release as the present document.

[1]
3GPP TR 21.905: "Vocabulary for 3GPP Specifications".
…
3
Definitions, symbols and abbreviations

3.1
Definitions

For the purposes of the present document, the terms and definitions given in TR 21.905 [x] and the following apply. A term defined in the present document takes precedence over the definition of the same term, if any, in TR 21.905 [1].

3.2
Symbols

For the purposes of the present document, the following symbols apply:

Symbol format (EW)

<symbol>
<Explanation>

3.3
Abbreviations

For the purposes of the present document, the abbreviations given in TR 21.905 [1] and the following apply. An abbreviation defined in the present document takes precedence over the definition of the same abbreviation, if any, in TR 21.905 [1].
ATSC
Advanced Television Systems Committee
…
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Interactivity Support for 3GPP-Based Streaming and Download Services (IS3)

4.1
Introduction
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4.2
Use Cases, Working Assumptions, Recommended Requirements and Gap Analysis

4.2.1

Use Cases 

4.2.1.1
Use Case #1: Mobile TV with Auxiliary Data and User Interactivity

Frank is watching a TV talent show program “America’s Top Singers” on his UE. Delivered along with the broadcast content is auxiliary data content including web links to access additional information on the performer’s background and competition status, on-screen display for real-time user feedback opportunities and results. The auxiliary contents are synchronized with the A/V stream and rendered as a side-bar along with the main program by the client application on the UE. The auxiliary data is updated at different times during the main program for user engagement, such as display of buttons and links that can be selected by the user to obtain additional multimedia information on the chosen singer. After the performances for the program have completed, audience participation via “vote buttons” alongside the performer’s names are displayed to enable viewer selection of their favorite performer among the competitors. The user’s choice is sent to the program’s vote compilation server, and during the voting period, tallied results are displayed in real-time. After the allowed time period for user interaction has elapsed, and upon the show host announcement of the evening’s results, the final vote results are displayed to indicate the 1st, 2nd and 3rd place performers of the evening. The winner, Beyondme, walks up to the podium in tears of joy as the audience wildly applauses, and the host makes the obligatory congratulatory remarks and reiterates that “America’s Top Singers” is the top-rated TV talent show in the country.
4.2.1.2

Use Case #2: Click for Info

The viewer of the “My European Vacation with Tom” video service is able to interact with the content by clicking on a combination of pop-up buttons and web links. Some of these buttons and links are statically displayed alongside the main display throughput the program, while others appear and later disappear dynamically, at specific times during the travelogue program to obtain more information related to the specific cities and tourist sites featured during the program segment. The returned information may contain advertisements on cruises and vacation packages.
4.2.1.3

Use Case #3: Dynamic Interactive Ads During Live Sports Event

Live streaming of the 2020 Superior Bowl football game is offered by mobile operator Horizon. The game features the Patriots with 42 year-old quarterback T. Bradley and the Broncos with 43-year old quarterback P. Manny. Early in the 1st quarter, a vicious sack of Manny leaves him unconscious on the field. As a time-out is called, an interactive wine commercial is displayed to viewers with an on-screen link that enables user access to more information on the wines produced by the sponsor, along with a chance to enter a drawing to win a winery tour. Later in the game, with 20 sec remaining in the 4th quarter, with the score tied at 20-20 tie, the Patriots have the ball and Bradley goes for an unexpected quarterback sneak and scores the winning touchdown. The fans go crazy, and as the field is swamped with players and fans, the service provider decides to interrupt the broadcast with another interactive ad.

4.2.1.4

Use Case #4: Dynamic and Personalized Interactive Ads During Live Sports Event

Jack and Jill are watching the same football game as described in the previous use case. During the aforementioned injury timeout in the 1st quarter, a personalized interactive ad is displayed on Jack’s screen inviting him to view a sport car commercial at he end of which he is asked to answer three questions and is notified that he will be entered in a drawing to win that car. At the same time, a different customized ad is presented on Jill’s screen on women’s couture, for which she is invited to pick her favorite dresses among those displayed and submit her vote online. During the second aforementioned game interruption, another set of personalized and interactive ads are presented on Jack’s and Jill’s UEs.

4.2.2

Working Assumptions

NOTE: 
The tentatively agreed working assumptions as shown below are for further study, with the intent to represent the operational environment of service interactivity as described by the use cases in clause 2, as opposed to solution framework. Additional working assumptions are expected to be added to this clause.
The following working assumptions are applicable to the use cases in this clause:

· Auxiliary data components associated with the interactive main service/program are carried over one or more delivery sessions (e.g. MBMS download sessions, PSS sessions).
· Information about the user, such as a profile, can be used to enable a personalized interactivity experience, for example personalized offers or ads displayed during the main program.
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