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1 Reason for Contribution

The contribution shows an example of translation between CMF and SMIL.
2 Summary of Contribution

This contribution is only informative and shows an example of translation between CMF and SMIL. In this contribution, the CMF and SMIL properties are analyzed briefly and compared and thereby matched to each other.

3 Detailed Proposal

This draft highlights some informative recommendations to convert between a CMF and SMIL files. In this example a “usual” multimedia message is considered with a PNG image, MIDI melody, and text. 
Both SMIL and CMF files have four properties: 
· Content Elements

· Time synchronizations

· Layout
· Metadata

Hence this conversion must be done with the respect to these properties. 
Content Elements

The translation between the CMF and SMIL should start by parsing the contents first. The parser can get the information regarding the contents by e.g., analyzing the body of the SMIL file. The SMIL body contains information what contents have been used in the multimedia message. In the CMF file, this information can be obtained by the “cnts” chunk which reveals the content elements information. In our example, the content elements are a PNG picture of balloons, Happy Birthday melody with MIDI format, and a text stating “Happy Birthday”.  
Time Synchronizations

The next step is the time synchronization, in the SMIL file, the synchronization is defined in the body. The body shows if the content elements must be played back in sequence or parallel. It also shows when and how long the content elements must be played back. 
In a CMF file the timing is specified by defining the content elements as a number of events with certain duration of time. The relative time from one event to another is then computed in the CMF player by using specific parameters in the CMF file. Moreover the CMF has also specified cue and Jump points in order to start playing back at a specific time within a melody. The cue and jump points allow the player to achieve this feature very efficiently with only adding slight amount of bytes to the multimedia messages. These parameters can be implemented in a SMIL file by adding sequences for the same melody but with different delays into the SMIL body.
Layout

Next step is Layout which specifies how to display the content elements such as Text, picture, and animation. In a SMIL file, the layout can be defined as different “regions” in the header. In the body, the layout is employed when displaying the element. The same element can be displayed in another layout at different time. 

In a CMF file, the layout is specified with the content elements in terms of alignments to left, center, right, top, and bottom. Same content element can be displayed with different layouts at different times by specifying those layouts for that particular element at those specific times. 
In our example five layouts for the picture and two layouts for the text have been defined. These layouts are used at different times. 

Metadata
The metadata information such as title, author, and copyrights are in the header of CMF and SMIL files.

Other Feature
Unlike SMIL, CMF file can set features such as “Tempo”, “Volume”, and “Balance” in the CMF player. This features MAY have default values in the conversion between CMF and SMIL. 
The Example

The attached example shows a CMF file converted to an SMIL. Note that CMF format has been converted to AVI in order to display the multimedia message by employing Real Player. The SMIL file can be played back by a Real Player.

4 Intellectual Property Rights Considerations

None
5 Recommendation
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