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1
Introduction

This document draws on S4-07014 to suggest profile and level definitions and Mobile Profile levels.
2
Differentiating Profiles from Levels
Presently, the 26.142 spec is unclear on the difference between profiles and levels. 
Profiles are a collection of functional categories that can be supported by a particular type of UE (e.g. PC, mobile, Set top box, etc.)  (e.g. a PC or set-top-box profile would not indicate support of the Moble profile. 

Note: In the current specification, we only specify the Mobile profile.

Levels indicate an arbitrary level of support within a given profile.  The functional requirement categories do not change between levels but the requirements themselves may vary. All requirements established for a previous level are assumed to be inherited by, and a subset of, any given higher level. 
The intended usage for profiles and levels is for a UE to check at runtime the level of the DIMS scene it wishes to play prior to playback to avoid poor performance in rendering the scene.

3. 
General Approach to Mobile Profile Level Default Values in DIMS
Align with JCP J2ME requirements where possible
This contribution recommends alignment with J2ME MIDP, CLDC1.1 and other associated JSRs such as JTWI where appropriate as they have though through the issues with implementing a runtime engine on a UE.
Reference PSS specs for SVG Media Elements
4.
Proposed Mobile Profile Levels

The levels proposed below are broken out by functional
Level  0  -Disconnected Passive Local Playback
This level would support portable devices without the ability for network reception of DIMS stream, allowing for passive viewing of DIMS presentation content which does not require user interaction or a network connection. (sample usage: viewing a prior soccer match with the real-time match statistics displayed and embedded display or video ads all activated off the timing model only)
<Does this need support for minimal interactive playback events from hardware (ff, rw, play, pause?>
Level  5
Disconnected Interactive Local Playback,
Supports all reqs from Level 0, adds support for user interactivity with local SVG media elements.  (sample usage: a DIMS game, UI skin for a media player, an SMS client UI, File Manager UI for a UE, etc.)
Level  10
Interactive Playback with Remote Media Elements
Supports all reqs from Level 5, adds support for streamed SVG media elements and scene updates.  (sample usage: a DIMS Mobile TV ESG and Viewer)
Level 25
Dynamic Interactive Playback (DIMS Streams w/Scene Updates)

Supports all reqs from Level 10, adds support for streamed DIMS scenes and scene updates (sample usage: Voting/rating via overlay buttons while viewing contestants on a TV show in DIMS TV client)  
<Further gradients between Level 25 and unlimited based on connection speed (up and down), UE processor, memory and storage  
Level 100
Unrestricted Support

Supports all requirements from Level XX, and removes any and all limitations on number of DIMS Scenes, stack depth, number of concurrent media elements,number of concurrent DIMS scenes and other parameters derived from UE resource constraints. Scene construction is limited only by individual UE’s application runtime environment  

4 Issues
· 26.142 specifies the DIMS media type, not a DIMS capable player, so we cannot specify requirements of a player which can play DIMS (UE resources, device capabilities, etc.

· 26.142 specifies the DIMS media type, not a DIMS capable player, so we cannot place requirements on a UE to adequately support a DIMS-capable player.  (UE resources, device capabilities, etc.

