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1 Reason for Change

 This change request proposes more text for the WP technology landscape and explains how MPEG4 part 20 answers to the RME requirements.

2 Impact on Backward Compatibility

 None

3 Impact on Other Specifications

 None

4 Intellectual Property Rights

Members and their Affiliates (collectively, "Members") agree to use their reasonable endeavours to inform timely the Open Mobile Alliance of Essential IPR as they become aware that the Essential IPR is related to the prepared or published Specification.  This obligation does not imply an obligation on Members to conduct IPR searches.  This duty is contained in the Open Mobile Alliance application form to which each Member's attention is drawn.  Members shall submit to the General Manager of Operations of OMA the IPR Statement and the IPR Licensing Declaration.  These forms are available from OMA or online at the OMA website at www.openmobilealliance.org.

5 Recommendation

MAE to consider these changes to the baseline document

6 Detailed Change Proposal

Change 1:  Chapter Comparison of the technologies against the requirements

 Provide the description for section 6 

6  Comparision of the technologies against the requirements

In this section the technologies are simply compared against the requirements defined in [RME-RD] without any form of judgement as to suitability being applied. The requirements are grouped into themes with the detailed requirements being subsidiary to the themes. A tabular means is used to allow easy comparison.

Editor’s note: the table will in all probability need to be landscape

	Requirement Groups and detailed requirements
	MPEG 4 part 20
	Other technology #1

	
	Supports
	Comments
	Supports
	Comments

	General Requirement for the media-type
	RME-FUNC-001

The RM enabler SHALL support methods to minimize the latency perceived by the end user.


	Yes


	LASeR provides multiples features to achieve this goal, in particular:

 1 - a binary format allowing a fast parsing speed, a fast delivery of highly compressed content, 

2 -  a very efficient dynamic update mechanism to have always modifications on the end-user screen and to replace the page by page navigation provided by XML based technology.

3 – means to play content while waiting feedback from a request, while buffering data or while waiting for a new scene.
	
	

	
	RME-FUNC-002

It SHALL be possible to present multiple RM data sources within a single scene. 
	Yes
	The design of the LASeR engine supports the integration within one scene of data and streams coming from various origins, e.g. different HTTP servers, DVBH + 3G, HTTP + RTP, etc.
	
	

	
	RME-FUNC-003

The RM enabler SHALL be able to render, within one scene, data and updates received from different sources (eg:networks and delivery mechanisms, content provider). Note: the service provider should be the same
	Yes
	The design of the LASeR engine supports the integration within one scene of data and streams coming from various bearers. E.g.: DVB-H + 3G networks


	
	

	
	RME-FUNC-015

The RM enabler navigation and interaction SHALL be  agnostic to the type of MMI provided (eg using any input device )
	YES
	The LASeR design is MMI agnostic and provides the management of any input device within the scene description. 

In particular LASeR allows the emulation of a pointing device (stylus or mouse) through the use of a keyboard, thus allowing content to be designed in an input-device independent manner.
	
	

	
	RME-FUNC-017

The content creator or the service provider SHALL be able to define the lifecycle of RM data.
	Yes
	LASeR provides means to attribute at the content/service creation the availability and the timing of any kind of RM data.


	
	

	
	RME-FUNC-024: The RM enabler SHALL be codec, network, terminal, browser, middleware, OS agnostic.
	Yes
	LASeR engines can interface with any kind of media type.
	
	

	
	RME-FUNC-025

The RM enabler SHALL allow an end to end optimizations to be applied (eg: compression, preparsing, data preconditionning)  
	Yes
	LASeR provides both an highly efficient compression mechanism a preconditioning mechanism and a  packaging of data by using SAF

A LASeR content is always provided as a complete and well formed fragment/packet whatever are the transmission modes, for checking, reliable and optimisations purposes. 

	
	

	
	RME-FUNC-026 RME-USA-001

The RM enabler functionality SHOULD be scalable from constrained terminals to unconstrained terminals.
	Yes
	LASeR allows implementations from medium-range J2ME devices (MIDP1/2) to higher-end PDA-like devices.

	
	

	
	RME-FUNC-027

It SHALL be possible to invoke an external application (eg MMS SMS clients) from within the service and it MAY be possible to integrate those applications visually within the service interface.
	Yes
	LASeR engines can be interfaced with external applications


	
	

	
	RME-FUNC-028 Personalisation by the end-user of content, delivered within the service SHALL be possible.
	Yes
	LASeR can do this through LASeR Commands Save, Restore and Clean and do not require to reload or re download a complete content / application.

The LASeR update mechanism is generic, can apply to any XML data and can be implemented easily on top of uDOM.
	
	

	
	RME-FUNC-029 : Text scrolling and slideshow SHALL be provided
	Yes
	LASeR inherits this feature from SVG Tiny 1.2. 

LASeR V2 will propose a more complete solution for text scrolling.


	
	

	
	RME-FUNC-030

The RM enabler SHALL allow best effort font management regardless of screen size language and fontstyle.
	Yes
	The design of the LASeR client does not mandate any font systems and is not limited to the SVG font system which does not provide a convenient hinting of characters. 
For any language and in particular for Arabic or Asian langage, LASeR can be used with Opentype font or with a system font.
	
	

	
	RME-SEB-001

The RM Enabler SHOULD be able to reference and to access AV Streams


	Yes
	LASeR inherits this feature from SVG Tiny 1.2.

LASeR benefits from the MPEG decoder model and synchronisation support to complement this feature.
	
	

	
	RME-USA-003

The RM Enabler SHOULD continue to render the RM service while content requested by the end user is not yet available (triggered by a click on an url, or a press on a key).
	Yes
	The LASeR design allows to maintain a continuity of rendering while requesting content. This feature masks the perceived latency.

LASeR V2 will provide an additional specification answering to this requirement  for A/V sources.


	
	

	
	RME-USA-002 

 The RM Enabler SHOULD use a very small footprint and require very limited performance when using the smaller sets of features.
	Yes
	By using a binary format for the rich-media data, LASeR allows smaller and faster implementations 
with a smaller memory footprint. For information the LASeR Reference Software in Java MIDP2, non optimised, is around 100kBytes


	
	

	Interaction requirements
	RME-FUNC-013

It SHALL be possible for the RM enabler to Interact with the source of the rich-media content
	Yes
	The backchannel is the same with SVG Tiny 1.2 and LASeR, but the server response is much more efficient when binary encoded LASeR Commands are used to answer the user request.


	
	

	
	RME-FUNC-016

The RM enabler SHALL be able to discard RM data when it has been identified as no longer useful in the service.
	Yes
	The discard of data is possible with any kind of service logic: on a frame-accurate basis, on a relative time, on end-user action, on end-user navigation, on an absolute time, etc.

	
	

	
	RME-USA-003.1

The author SHOULD have the choice of specifying what should happen between the request and the arrival of the content or during buffering. Eg: continue to play the current scene, play a specific pre-buffered animation or transition, or do nothing.
	Yes
	The LASeR design allows the rendering of either the current content, or an other content while waiting for requesting content. The latency is masked by this capabili
ty.


	
	

	Timing and synchronisation requirements for the media-type
	RME-FUNC-006

RM data rendering time and synchronisation SHALL be controllable by the RM enabler.
	Yes
	MPEG4 part 20 provides tools to manage timed based services. In the LASeR scene format the rendering time is controllable in conformance with content creator wishes. If a content is designed for 15 frames per second and the devices support a 10 frames per second display: the choice of the rendering policy belongs to the content provider: either to have a long experience but all frame are displayed, or a timed experience, and frame are dropped. Synchronisation between time-based media and static media or between multiple time-based media is possible.

	
	

	
	RME-FUNC-007

The service provider SHALL be able to express an appropriately accurate synchronisation for the RM data which SHOULD be honoured by the enabler.
	Yes
	LASeR inherits from SMIL and SVG Tiny 1.2 the means to signal the author-specified synchronisation request.

LASeR inherits from MPEG-4 Systems a timing model allowing the scene updates to be synchronized with other streams.

LASeR defines precisely how to recover the scene time information from the transport time stamp in order to benefit fully from the synchronisation support offered by transport layers

As a result of all the above, LASeR allows the implementation of a complete synchronization framework which works on scene and media streams in a unified manner.
	
	

	
	RME-FUNC-008

Progressive rendering of RM data SHALL be provided 
	Yes
	LASeR inherits progressive rendering from SVG, but also offers significantly improved means to achieve streamability, through the use of LASeR Commands. 


	
	

	
	RME-FUNC-009

RM content SHALL be dynamically updatable in real time by the RM enabler 
	Yes
	The update mechanism provided by LASeR is an “object based” mechanism. The update mechanism is very fast and do not rely on scripting and parsing of updated data.


	
	

	
	RME-FUNC-012

The service provider SHALL be able to create links between RM content at arbitrary times or places in the scene 
	Yes
	Any pixel can be addressed as an interactive point within the scene. In addition to the means to create links inherited from SVG Tiny 1.2, LASeR allows the creation of frame-based content, and provides means to establish interactive links from/to any frame, based on a timed logic.


	
	

	
	RME-FUNC-014
Interactivity and interaction SHALL be possible on a frame accurate basis (time code or relative time).  
	Yes
	The interactivity and the interaction are possible within a stream of rich-media data, allowing real time and precise synchronization of the interaction. For non-streaming delivery of rich-media data the synchronization is also provided on a frame-accurate basis.


	
	

	
	RME-REL-001.1

The RM enabler SHALL be able to support re synchronisation with an existing active stream.
	Yes
	LASeR provides means to support carrousseling and means to synchronise scene and rich-media content with time-based media.

	
	

	
	RME-REL-001.2

The RM enabler SHALL support arbitrary access points to tune in the middle of content
	Yes
	LASeR provides the RefreshScene mechanism which is designed to provide tune-in capabilities in a broadcast like environment, as well as error recovery in a lossy streaming environment.


	
	

	
	RME-SEB-003

The RM Enabler SHALL be able to specify multiple synchronisation masters. (E.g.: This is required to deal with situations dealing with multiple synchronized groups of streams, such as video-on-demand.)
	Yes
	This functionality is provided both for broadcast consideration usage (e.g.: mosaic menu) than for multiple timed media management within one scene.
	
	

	Reliability requirements for the media-type
	RME –REL-001

The RM enabler SHALL support graceful handling of packet loss.
	Yes
	SAF provides a way to detect packet loss and LASeR is designed to handle gracefully incomplete scenes, whereas SVG user agents are required to stop rendering on errors. 

	
	

	
	RME-REL-001.3

The RM Enabler SHOULD handle duplicated data provided for error recovery purposes.
	Yes
	LASeR provides the RefreshScene mechanism which is designed to provide tune-in capabilities in a broadcast like environment, as well as error recovery in a lossy streaming environment.
	
	

	
	RME-IOP-001

Newer versions of the RM enabler SHALL be backward compatible


	Yes
	LASeR inherits from SVG Tiny a provision for versioning so that LASeR V2 players can play LASeR V1 content like LASeR V1 players.

The LASeR binary encoding is generic and extensible, it is also backward and forward compatible. 
	
	

	
	RME-IOP-002

Old versions of the RM enabler SHALL be forward compatible


	Yes
	LASeR inherits from SVG Tiny a provision for versioning so that LASeR V1 players can play LASeR V2 content to the extent possible

The LASeR binary encoding is also backward and forward compatible. 
	
	

	Caching Storage requirements
	RME-FUNC-018 
The storage of RM data and the privacy to be applied to the stored information SHALL be possible on the client and/or on the server side


	Yes
	The use of LASeR does not impact the storage and management of the privacy of data on the server. 

LASeR allows to store and manage privacy of data on the client  by providing an interface to store information on a device, with cookies-like limitations for security.


	
	

	
	RME-FUNC-019

RM data and update SHALL be cachable locally i.e.: on the end user device.


	Yes
	SAF provides means to specify the cacheability of streams and scenes on the client device.
	
	

	
	RME-FUNC-020

The RM enabler SHOULD be able to manage preference data ( user and/or application) locally.
	Yes
	LASeR provides a way to manage preference data locally through the use of LASeR Commands Save, Restore and Clean.


	
	

	
	RME-FUNC-021 

RME-SEC-001

The RM enabler SHALL NOT allow to share private data from one service to an other (e.g.: allocation of data to a dedicated service based on cookies-like functionality)
	Yes
	LASeR uses a "cookies" mechanism which provides exactly this


	
	

	
	RME-FUNC-022

End-User privacy SHALL be respected
	Yes
	LASeR uses a "cookies" mechanism which provides exactly this. 


	
	

	
	RME-SEC-001.1

The RM Enabler SHALL be able to securely store permanently a small amount of information for personal information purposes and RM session contexts (i.e., stateful session, icons,,user preferences…)
	Yes
	LASeR and SAF use a "cookies" mechanism which provides exactly this .


	
	

	
	RME-SEC-001.2

The RM Enabler SHOULD be able to securily store temporary a large amount of persistent information for content cache process and offline navigation.
	Yes
	SAF provides suitable caching hints to achieve such functionality on a best-effort basis (i.e. if memory is available on the device to achieve the caching).

LASeR provide an interface to store information on the device
	
	

	
	RME-SEC-001.3

The RM Service SHOULD be able to define content storing mechanisms and the storing priority according to the rich-media service logic.
	Yes
	SAF provides suitable caching hints to achieve such functionality on a best-effort basis (i.e. if memory is available on the device to achieve the caching).

LASeR provide an interface to store information on the device 
	
	

	Requirements for the packaging format
	RME-FUNC-004

It SHALL be possible for the service provider to aggregate RM data  


	Yes
	SAF answers to this requirement.  Key benefits using SAF are:

1 - interleaving of media ·         

2 - Precise Synchronisation mechanism 

3 - Decrease round trip and network delay 

4 - Decrease network request

5 - Low file overlay
	
	

	
	RME-FUNC-005

It SHOULD be possible for the service provider to aggregate RM updates  


	Yes
	Same as above. In addition SAF allows the integration of  additional updates or streams in a file or stream whose transmission has already started. 


	
	

	Requirements for the Transport mechanisms
	RME-FUNC-010

Efficient transmission (low delay, low overhead) of RM data and updates SHALL be provided


	Yes
	SAF is bit efficient and provide a very low overhead on data. 


	
	

	
	RME-FUNC-011
RM content SHALL be available in streaming, progressive download and download.
	Yes
	LASeR inherits the progressive download capability from SVGT1.2 and extends it to provide complete and well-formed fragments/packets for  checking and optimisations purposes. 

The LASeR design applies to the scene and rich-media data the conception of streamability that apply today to AV.

 A payload format to map LASeR over RTP is also defined. The aggregation format SAF can also be packetised over RTP using the same payload format.


	
	

	
	RME-REL-001.4 

The RM service SHOULD be able to accept content with a range of packet size limits, as defined by the content provider.  


	Yes
	The service provider can define the packet size of LASeR content in order to fit to the networks limits and to decrease the network latency.


	
	

	
	RME-NI-001

The RM enabler SHOULD be able to be interface with any and/or  multiple bearers simultaneously
	Yes
	The design of the LASeR engine supports the integration within one scene of data and streams coming from various origins, e.g. different HTTP servers, DVBH + 3G, HTTP + RTP, etc.


	
	

	
	RME-NI-002

The RM enabler SHOULD be able to address bundle of stream


	Yes
	LASeR is transport-agnostic and can interface with any channel bundling, e.g. MPEG-2 PS/TS.
	
	

	Integration in the mobile environment requirements


	RME-SYS-001

The RM enabler SHOULD be able to interface with other resident clients on the phone.  
	Yes
	LASeR engines can be interfaced with other applications such as SMS and MMS clients, A/V clients, etc.
	
	

	
	RME - System Element A (browser)

The RM Enabler SHOULD be able to interface with browser client
	Yes
	LASeR engines can be packaged as plugins to existing browsers.
	
	

	
	RME-SEA-001
The RM Enabler SHALL be able to launch the browser
	Yes
	LASeR engines can launch external applications, including the browser. Nothing in the LASeR specification precludes it and existing implementations have already implemented this feature.

	
	

	
	RME-SEA-002

The RM Enabler SHALL be able to be launched by the browser.
	Yes
	LAseR engines can be launched by the browser. Nothing in the LASeR specification precludes it and existing implementations have already implemented this feature.
	
	

	
	RME-SEA-003

The RM Enabler SHOULD be integrated as a plugin into a browser
	Yes
	LASeR engines can be plugins to browsers.
	
	

	
	RME-SEA-004

The RM Enabler SHALL expose the uDOM API to the browser
	Yes
	LASeR V1specification leaves to the implementation the integration of UDOM within the browser. 

LASeR V2 specification will integrate the uDOM and extend it to the LASeR scene tree extensions. 

The LASeR dynamic update mechanism can be implemented easily above uDOM. An informative mapping is provided in the LASeR specification.


	
	

	
	RME-SEA-005

The RM Enabler MAY provide other API to the browser
	Yes
	LASeR engines can provide other APIs to the browsers. Care has been taken to allow the inclusion of LASeR engines into CDF-compliant applications.


	
	

	
	RME - System Element  B (AV codec)

The RM Enabler SHALL be able to address and to provide a tight integration with AV codec.
	Yes
	LASeR is designed with a tight integration into the MPEG terminal model in mind, which allows efficient interfacing with any kind of media.

	
	

	
	RME-SEB-002

The RM Enabler SHOULD be able to access Metadata stream.
	Yes
	LASeR engines can interface with any kind of streams.
	
	

	
	RME-SYS-002 The RM enabler capabilities SHALL be expressable within UAPROF
	Yes
	LASeR engines capabilities are easy to express with UAprof.
	
	

	
	RME-SYS-002.1

The RM enabler capabilities SHALL be advertisable by the browser or by the rich-media enabler depending on the usage scenario


	Yes
	LASeR engines can advertise their capabilities in a variety of ways, including the use of HTTP Accept Headers and Media Queries.
	
	

	
	RME-SYS-002.2

The RM enabler and the rich-media service SHOULD benefit from underlying support of dynamic UAPROF service.
	Yes
	LASeR engines can be interfaced with underlying support for dynamic UAprof services.
	
	

	
	RME-FUNC-023

The service provider SHOULD be able to protect the RM content.
	Yes
	LASeR engines can be easily interfaced with DRM tools in order to provide appropriate protection to RM content.
	
	

	
	RME-SEC-002 The RM enabler SHOULD be able to interface with DRM client
	Yes
	LASeR engines can be easily interfaced with DRM tools in order to provide appropriate protection to RM content.
	
	

	
	RME-IOP-003 Service enabled by the RM Enabler SHALL be available whilst the user is roaming on a different network which is capable of RME services.  
	Yes
	This is orthogonal to any media type and depends of the roaming capabilities.
	
	


Change 2:  Chapter Comparison of the technologies against the requirements additional table

 Provide additional description for section 6 

Considerations on DIMS requirements for the media-type

In order to maintain compliancy with DIMS specification, the table below is provided to complement the RME table.

The Dims additional requirements for the media-type can be classify as follow :

· Requirements re-enforcing the compliancy with SVGTiny1.2 and uDOM, DOM Level 3 events, both for the rendering model, the update mechanism and the interactivity mechanisms

· Requirement for a compression mechanism that shall not compromise streaming

· Requirement for extensibility ( scene vocabulary extension, support of codecs)

· Requirements for the support of: rectangular clipping, terminal-supplied font capability, information about the state of media chain being available at the scene level, 

Note:

For copyright issues, only reference to requirements available in the 3GPP SA4 document are provided

	Requirement Groups and detailed requirements
	MPEG 4 part 20
	Other technology #1

	
	Supports
	Comments
	Supports
	Comments

	DIMS complementary requirements for the mediatype 
	Ref: S4-050800 section 4.1 Number 2
 


	Yes


	LASeR inherits its rendering model from SVG Tiny 1.2, thus achieving compatibility by equality.

	
	

	
	Ref: S4-050800 section 4.1 Number 7


	Yes
	This requirement was also an MPEG requirement when starting the LASeR works.


	
	

	
	Ref: S4-050800 section 4.1 Number 10
 a
	Yes
	SVG-style embedding of images and clips inside the scene description is possible, but not recommended since it is not an efficient use of the MPEG terminal model. If used, this feature does not incur the typical Base64 encoding overhead that SVG incurs. 

SAF packaging does not impact the compression efficiency beyond a very small fixed overhead per packet (as opposed to Base 64 encoding in multipart packaging).


	
	

	
	Ref: S4-050800 section 4.1 Number 1
4
	Yes
	LASeR does not mandate the usage of a particular font system and then allows to use any font solution (native, device capability, SVG font, Opentype font, other)

	
	

	
	Ref: S4-050800 section 4.1 Number 1
5
	Yes
	LASeR is extensible in many point of view:

1 – the scene description is extensible 

2 – The dynamic update mechanism is extensible

3 -The binary encoding is extensible (other XML data can be encoded and transmitted e.g.: proprietary data, CDF )


	
	

	
	Ref: S4-050800 section 4.1 Number 22

	No/Yes
	LASeR v2 introduces media chain stats information through a new set of XML events. 
	
	

	
	Ref: S4-050800 section 4.1 Number 
23
	Yes
	Rectangular clipping is supported in LASeR and allows display of rectangular parts of any content and it is particularly suitable for images as well as for text display management.
	
	

	
	Ref: S4-050800 section 4.2 Number 
7
	Yes
	LASeR commands can be used in parallel with a scripting language using a uDOM interface. As the LASeR scene tree is an SVG Tiny 1.2 scene tree, a uDOM interface can be implemented within a LASeR v1 client.


	
	

	
	Ref: S4-050800 section 4.2 Number 
10
	Yes 
	The LASeR specification defines an informative mapping of the LASeR Commands to uDOM instructions using ECMA-Script, thus proving their implementability with uDOM.

	
	

	
	Ref: S4-050800 section 4.2 Number 
11
	Yes
	As a LASeR scene tree is an SVG Tiny 1.2 scene tree, LASeR Commands apply equally to LASeR and to SVG Tiny 1.2.

	
	

	
	Ref: S4-050800 section 4.2 Number 
12
	Yes
	The DOM Level 3 events are part of the LASeR specification
	
	














�PAGE \# "'Sidan: '#'�'"  �� Ikivo: Most XML-based technologies, and certainly SVG, provides dynamic update mechanisms and page by page navigation. Both are important. Dynamic updates in SVG are handled via the uDOM api


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: Does this mean that there is a requirement on a server component to only form “well formed fragments/packets”?  Where is this assertion enforced?  Does the client do any checking or does it always assume wholeness in every “packet”?  Please explain.





�PAGE \# "'Sidan: '#'�'"  �� Ikivo: We can see nearly 100 SVG Tiny enabled handsets on the market today of which the vast majority are mid-level feature phones.  Please explain if LASeR implementations have been proven to work within the constraints of the mid-level ARM7 based feature phones.


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: LASeR points to SVG Tiny features in a feature by feature manner and does not inherit the full SVG Tiny specification or large portions of the specification.  The use of the word “inherit” may be misleading in this context and should be clarified.


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: The SVG font system is a powerful mechanism that assures interoperability. It consists of 1. SVG-Fonts: a way of embedding font data into the content that is fully transformable and renders with the svg engine (no external font engine required). SVG Fonts are non-hinted since the added quality hinting adds on a mobile device is not enough to motivate the increase in complexity and data size. 2. System Fonts: SVG also allows for using system (or platform) fonts. This way content can take advantage of fonts already in place (and optimized) for the target platform. This can be dangerous since it implies platform specific content. To address that SVG contains declarative test features to enable content to check if a certain system font is available, if not a fallback solution can be provided. 


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: Faster then what? Smaller than what?


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: Please explain what this does and does not contain.  For example, most likely this is the client side LASeR reference implementation and does not include an XML parser, integration with codecs or font resources, uDOM, etc.  Please elaborate.


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: Much more efficient? Please provide an example showing why this statement should be true.


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: Elsewhere it is stated that LASeR uses and is compatible with the Rendering Model defined in the SVG Tiny specification.  Please explain how the behaviour explained here is compatible with the SVG Tiny Rendering Model.


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: Mobile devices have a wide difference in allowed frame rate, both between devices and on the same devices given on other applications on the device. Content designed for 20fps will not look good on 10fps. But designing all content for the worst-performing device is not a good idea either. The solution is to use a timed-based approach instead of a frame based. A time-based approach is used by SVG and is scalable over the full range of devices. Please explain how this frame based approach is specified in the LASeR specification and how it can be motivated taking into account the increased footprint and added complexity for the content creator.


� Ikivo: Additionally, explain how the LASeR behaviour is compatible with the SVG Tiny Rendering Model.  The SVG Tiny Rendering Model does not support frame based animations and as such the LASeR support for frame based rendering is not backward compatible with the SVG Tiny Rendering Model.


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: Does LASeR support text based XML?  On the client?  If not, then there is a compatibility problem and an interoperability problem with SVG Tiny solutions.  If so, then the parsing must be done somewhere so it must be included when measuring speed (of course the parsing could be pre-parsed on a server component).


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: SVG Tiny 1.2 allows interactive links in both time and space. Linking to a specific time in an animation is certainly possible.


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: Not accurate. SVG Tiny 1.1 had this requirement: “The document shall be rendered up to, but not including, the first element which has an error.”. This is not the case for SVG Tiny 1.2. SVG Tiny 1.2 has a more user friendly approach where the erroneous parts (e.g. caused by lost packets) can be ignored. The user agent displays an informative message regarding the loss but the rest of the document will be displayed.  


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: Does this mean that LASeR v2 is backward compatible with LASeR v1.  Please explain


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: Does this mean LASeR “requires” or just LASeR “uses”?


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: Is this feature part of the LASeR apis or not? If an api does not have feature X but say nothing about feature X (i.e. does not preclude it) does not mean the api supports feature X. If existing LASeR implementations have implemented a feature not part of the specification they’re going down the slippery path of interoperability.


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: This is not what the requirement asks for. If LASeR v1 does not implement the udom it cannot fulfil this requirement. A browser shall not implement the uDOM. A browser shall have access to the uDOM api of the RM Enabler.


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: LASeR v1 relies on a binary transmission format of data. It does not require textual client-side parsing of SVG (XML). This means that LASeR v1 is not a conforming SVG viewer, nor should it be viewed upon as a superset of SVG. It is missing many crucial parts of SVG (SVG Fonts, uDOM, error handling mechanism). The fact that it has borrowed some terminology and ideas from SVG does not make it SVG compatible.


The motivation of using a binary (pre-compiled) format is that it is smaller and faster. This is true in some special cases but in general it is just as fast and effective to use gzip-compressed SVG. It is true that a binary format will have a smaller parser since the XML-parsing part can be omitted. But, in today’s mobile devices you already have XML-parsers (for HTML content) and they are often shared between multiple XML-formats (like SVG and HTML). In this real-world scenario, the requirement for a new binary format parser is therefore causing an unnecessary overhead in code size. (In addition, using general compression mechanisms instead of encoding specific languages is inline with the OMA compression strategy.)


Since LASeR v2 will support uDOM it will require parsing of XML (textual SVG). uDOM contains many methods that require XML, most notably the ‘parseXML’ function.


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: This is good. To have LASeR being used by a CDF framework is a nice feature. This is actually how LASeR should be used, as one of many media types, LASeR, video, raster images, audio, flash, etc. It is not considered as a technology suitable for the actual CDF framework. Such a framework needs to be XML, it must be able to share resources with other XML formats on the devices, to use the same suite of tools etc. The same goes for the RME Enabler, it would be very unwise both in the short and long term perspective to not have the RME Enabler based on standard XML.  


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: Unfortunately MPEG doesn’t allow efficient interfacing with XML-based media. Given the widespread use of HTML (and future CDF) it is very important to be able to interface with them.


�DIMS SHOULD be compatible with the rendering models of the SVGT1.2 profile.  This comment will be deleted


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: LASeR does not require the full SVG Tiny Rendering Model and in fact extends it in a manner that will require fundamental changes to existing SVG Tiny implementations.  Therefore, LASeR is not compatible with the SVG Tiny Rendering Model and as such this statement is not correct.


�DIMS compression shall not compromise the ability to stream DIMS content. This comment will be deleted


�Packaging Shall not significantly reduce the compression efficiency of the media eg images, audio clips…


�DIMS SHOULD use the terminal-supplied font capability


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: This is dangerous as there is no way to guarantee interoperability. LASeR should include a default fall back mechanism for font support in addition to the system font.


�DIMS SHOULD use the terminal-supplied font capability


�DIMS must make available at the scene level information about the state of media chains. This comment will be deleted


�DIMS Must enable the display of rectangular parts of an image or a video. This comment will be deleted


�DIMS should support ‘application/ecmascript” and application/java-archive” as scripting languages. This comment will be deleted


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: See comment 35 below.


�DIMS scene update commands Shall be implementable using SVGMobile 1.2 microDOM. This comment will be deleted.


�PAGE \# "'Sidan: '#'�'"  �� Ikivo: LASeR will need a normative (and complete) mapping and a requirement to support the uDOM in order to fulfil this requirement.


�DIMS scene update mechanism Shall be implementable using SVGMobile 1.2. This comment will be deleted


�PAGE \# "'Sidan: '#'�'"  �� LASeR commands do not apply to SVG Tiny 1.2. The DIMS Scene update mechanism is implementable in SVG Tiny 1.2 using the uDOM which is not part of LASeR v1.


�DIMS  Shall be compatible with DOM Level 3 events model for local interactivity. This comment will be deleted
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