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Introduction

Within the scope of the IMS Messaging TR, there is reference to investigate the possible requirements of interworking with networks outside the 3GPP domain, as well as developing an analysis of the possible interaction between IMS Messaging services and existing 3GPP messaging services such as SMS and MMS. This contribution introduces a ‘Background’ section for inclusion within the TR that provides a comprehensive understanding of current messaging services. The section describes the expectations of the service and highlights the characteristics that distinguish one service from another.

Proposal

It is proposed that the following text is discussed and accepted for inclusion into the IMS Messaging Technical Report TR22. 940.

4
Background

In today’s world there are many different types of messaging services available both in the wired and wireless worlds. Some services are supported in both, others are only found in one. For example, SMS has been designed for a wireless environment, whereas Instant Messaging has been designed for a wired environment. The expectations of these services also differ in that some services are designed to be used in what is perceived as ‘real time’ and others are designed as a ‘mailbox’ service where the message is stored ready for collection or delivery at a later date.

This section investigates current messaging services and examines the expectations and differences between them. 

In summary this section highlights the important fact that services where the message is delivery in what is perceived as real time by the user, are currently only being offered within the wired world, whereas all standardized services within the wireless world can be classed as non-real time.

Introducing what is perceived as real time services into the wireless world brings many challenges not currently experienced in the wired environment. For example bandwidth, limited footprint/memory in the terminal, charging and billing. 

It is therefore important to consider the issues and impacts that surround these types of services when deploying in a wireless world. 

The messaging services covered in this section are as follows:

4.1
SMS

The SMS messaging service allows a message to be created on a mobile device irrespective of whether the device is connected to a network or not. Once connected to an appropriate network, the user can send the message to the originators home SMSC, where it is stored until it is possible for the SMSC to deliver the message to the recipient. (please note that it is technically possible to send the message to any SMSC). Because of the short delivery times sometimes experienced by users of the SMS service, it could be perceived as being a real time service. However, ‘real time’ delivery cannot be guaranteed due to the fact that there is no communications association between the originator and the recipient, only the originator and the SMSC, and therefore the SMS service should not be considered as a ‘real time’ service.

4.2
MMS

SMS has been very successful messaging service within in the second-generation GSM system. In the third generation mobile system it is envisaged that the Multimedia Messaging Service, MMS, shall succeed this easy to use, non real-time text transmission service. The MMS will allow users to send and receive messages exploiting the whole array of media types available today e.g. text, images, audio, video, while also making it possible to support new content types as they become popular.  

As with SMS, the MMS message is created using the application on the device. Again, the device does not have to be connected to a network in order to create a message. Once connected to the network the message can be sent from the device to the originators MMS server, again similar to the SMS implementation. This can be classed as the originating process. 

However, the MMS delivery process differs to that of the SMS in that instead of sending the message directly to the recipient, the MMS server forwards the message to the recipient’s MMS mailbox. Depending on the architecture, the recipient may be notified that a new MMS message has arrived in their inbox from which the recipient can then connect to their mailbox to retrieve the message or have the message pushed to them.

Unlike SMS where there is a degree of expectancy of a ‘real time’ service, users may perceive that the service is non real time. Neither the originator nor the recipient perceives that the message will be delivered in real time, more of a service where a message can be deposited and retrieved at the recipients will.

4.3
Instant Messaging

Instant Messaging is becoming popular within the Internet world although interoperability between services is not widely available. The popularity is party due to the attraction of users being able to converse with one another without the need for voice. There are many scenarios where this is an advantage for example noisy areas such as the pit lanes used in F1 motor racing. The expectation of the service from a users viewpoint is to be able to communicate with other users in real time. Therefore the service relies on a communications association between the originator and the recipient in order to meet this expectation. The service is primarily text based, although most services allow for various attachments to be added; however the delivery expectation of the attachment is not consider to be real time. Most applications include access to a  ‘Presence’ service to allow users to see who is available for Instant Messaging, however this is not mandatory. If the recipient is not available then most Instant Messaging services allow for the storage of a message until the recipient becomes available, acting in a very similar manner to that of SMS. 

In terms of the originating and delivery process there is a requirement to provide what is perceived as a real time connection between the two parties for the basic transfer of messages between the parties, however for attachments the perception is that these will be delivered in a background mode. 

4.4
Chat

Chat has established itself within the Internet environment as a popular service. The service enables people to send text to a central point (chat server) allowing all of those users who are connected to the central point to view the text. Interoperability between ‘Chat’ rooms is not seen to be necessary within the Internet world as all users have the capability (if not the authorisation) to join the same chat room. However, Chat may evolve into a messaging service that requires ‘Chat’ rooms to interoperate, but for the foreseeable future this is not a requirement. Chat rooms can be divided into two categories, Private and Public, each providing a very similar service but different in the authorisation of use. The Chat services of today are primarily text based, allowing messages to be sent to all those within the chat room or to selected users. Likewise attachments can be sent but as with the Instant Message service the expected delivery of these is not considered to be ‘real time’.

In terms of the originating and delivery process there is a requirement to provide what is perceived as a real time connection between the originator and the recipients. 

4.5
Email

Email is used everyday and can be viewed as probably the most popular method of messaging currently available. The architecture for email is well known and established, with protocols that allow interoperability between various email systems. Email is very similar to that of MMS described earlier in that it is a non-real time service where the originator does not rely on the fact the recipient of the message is on-line using the system. The messaging service allows a user to deposit a message in the mailbox of the recipient to be collected/read by the recipient at an appropriate time. 

In terms of the originating and delivery process there is no requirements for a real time connection. Neither the originator nor the recipient perceives that the message will be delivered in real time.
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