3GPP TSG SA4 Meeting #81 
S4-141200
Santa Cruz de Tenerife, Spain, 3rd – 7th Nov 2014

Source:
China Mobile Com. Corporation, Huawei Technologies Co. Ltd, Qualcomm Incorporated, Rogers Communications, Sony Corporation, Verizon Wireless
Title:
Proposed Study Item on Interactivity Support for 3GPP-based Video Services
Document for:
Discussion

Agenda Item:
7.9 and 18
3GPP™ Work Item Description

For guidance, see 3GPP Working Procedures, article 39; and 3GPP TR 21.900.
Comprehensive instructions can be found at http://www.3gpp.org/Work-Items
Title: 
Interactivity Support for 3GPP-based Streaming and Download Services
Acronym:  FS_IS3

Unique identifier: 
1
3GPP Work Area

	
	Radio Access

	
	Core Network

	X
	Services


2
Classification of WI and linked work items
2.0
Primary classification
This work item is a …

	X
	Study Item (go to 2.1)

	
	Feature (go to 2.2)

	
	Building Block (go to 2.3)

	
	Work Task (go to 2.4)


2.1
Study Item

	Related Work Item(s) (if any]

	Unique ID
	Title
	Nature of relationship

	540033
	Study on Improved Support for Dynamic Adaptive Streaming over HTTP in 3GPP
	DASH represents the delivery formats for streaming services over PSS and MBMS in 3GPP, and interactivity may be considered in the context of advanced use cases described in that study item.

	650031
	Enhanced DASH
	Assess whether and how the solutions and optimizations, as targeted outcome of this work item, pertain to interactivity functionality in PSS and MBMS delivery of DASH-formatted content.

	610044
	Study on HTML5 for a new presentation layer in 3GPP services
	HTML5 may provide interactivity features at the application/presentation layer and it should be understood how such capabilities can be used in the context of this study item.

	650029
	HTML5 Presentation Layer
	Evaluate the applicability of the intended outcomes of this work item regarding scene description, codec support and scene updates, to interactive service functionality in 3GPP streaming and download services.


Go to §3.

2.2
Feature
	Related Study Item or Feature (if any)

	Unique ID
	Title
	Nature of relationship

	
	
	


Go to §3.

2.3
Building Block

	Parent Feature (or Study Item)

	Unique ID
	Title
	TS

	
	
	


This work item is … 
	
	Stage 1 (go to 2.3.1)

	
	Stage 2 (go to 2.3.2)

	
	Stage 3 (go to 2.3.3)

	
	Test spec (go to 2.3.4)

	
	Other (go to 2.3.5)


2.3.1
Stage 1

	Source of external requirements (if any)

	Organization
	Document
	Remarks

	
	
	


Go to §3.

2.3.2
Stage 2
	Corresponding stage 1 work item

	Unique ID
	Title
	TS

	
	
	


	Other source of stage 1 information

	TS or CR(s)
	Clause
	Remarks

	
	
	



If no identified source of stage 1 information, justify: 
Go to §3.

2.3.3
Stage 3
	Corresponding stage 2 work item (if any)

	Unique ID
	Title
	TS

	
	
	


	Else, corresponding stage 1 work item

	Unique ID
	Title
	TS

	
	
	


	Other justification

	TS or CR(s) or external document
	Clause
	Remarks

	
	
	



If no identified source of stage 2 information, justify: 

Go to §3.

2.3.4
Test spec

	Related Work Item(s)

	Unique ID
	Title
	TS

	
	
	


Go to §3.

2.3.5
Other
	Related Work Item(s)

	Unique ID
	Title
	Nature of relationship
	TS / TR

	
	
	
	


Go to §3.

2.4
Work task
	Parent Building Block

	Unique ID
	Title
	TS

	
	
	


3
Justification

Service Interactivity is a feature that enables user engagement while consuming a streaming service/content or a commercial on the UE (e.g. linear/live TV services), distributed either over broadcast or unicast. For video content, for example a TV program or an advertisement, it facilitates active watching (as opposed to passive viewing) by allowing the end-user to actively interact and participate with the interactive content presented.  In the context of services delivered over PSS or MBMS, different forms of service interactivity are possible, for example:
· Voting for a favorite performer
· Dynamic quizzes, surveys, elections
· Rating of a live event during a program
· Web access to additional information related to main content
· Online chats about actors in TV episode or movie
· Interactive advertisements
· eCommerce and online shopping

Similar forms of interactivity may also be applicable to non-real time content such as downloaded video clips or TV episodes.
Personalized and interactive service capabilities in 3GPP streaming and download services, via unicast and/or broadcast delivery, can drive higher end-user satisfaction and loyalty to the service operator, i.e., create greater “stickiness” of the operator’s service offerings such as linear TV programs, live sports events and downloadable multimedia content.  It would also provide a means for the operator to further monetize streaming services (especially when distributed over MBMS) by, for example,

· Increasing the subscriber base through premium contextual service offerings;

· Supporting on-demand information or targeted advertising via simple user interaction such as click-to-call, click-to-SMS, or click-to-Web access;

· Driving greater cellular airtime or data volume usage associated with end-user initiated traffic pertaining to interactivity, the fees for which may be borne by a 3rd-party entity such as an advertiser or content provider, as opposed to the subscriber.
4
Objective

This study item has the following objectives:
1) Perform fundamental investigations on service interactivity in 3GPP streaming services including:
· Defining use cases for PSS and eMBMS service interactivity;
· Studying how interactivity can be supported for DASH and RTP streaming services via unicast and broadcast distribution;
· Addressing the use of interactivity for non-real time broadcast content such as downloaded video clips or TV episodes; 

· Identifying the means to support common and personalizable interactivity;
· Deriving service layer requirements to support interactivity in areas such as: service composition, signaling, transport and acquisition of data objects pertaining to service interactivity;
· Assessing functional gaps in the PSS and MBMS service layers in support of interactivity such as service announcement/discovery, interactivity data transport, and personalization/targeting;
· Delineating PSS and MBMS service layer functions from application layer functions that support service interactivity.
2) Evaluate the means to reuse existing mechanisms in PSS, MBMS and DASH specifications for interactivity support, for example,

· Usage of the SDP, MPD or the USD to signal the delivery of main program and auxiliary interactivity data objects over one or more FLUTE or RTP sessions, or via HTTP connections, and the discovery and acquisition of main content and interactivity components using service announcement parameters;
· Measurement and reporting of interactivity-related usage;

· Utilization of native tools in DASH suitable for interactivity support.

3) Model the interactivity framework around existing platforms such as terrestrial broadcast and hybrid broadcast/broadband TV delivery, as appropriate.  This may include the investigation of key principles and best practices for interactive services in broadcast/broadband TV, for potential adoption by 3GPP.
5
Service Aspects
None.
6
MMI-Aspects
None.
7
Charging Aspects
None.
8
Security Aspects
None.
9
Impacts

	Affects:
	UICC apps
	ME
	AN
	CN
	Others

	Yes
	
	
	
	
	

	No
	X
	X
	X
	X
	X
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10
Expected Output and Time scale

	New specifications  [If Study Item, one TR is anticipated]

	Spec No.
	Title
	1st rsp. WG
	2nd rsp. WG(s)
	Presented for information at plenary#
	Approved at plenary #
	Comments

	TR 26.9xy
	Interactivity Support for 3GPP-based Streaming Services
	
	
	SA#69
	SA#70
	

	
	
	
	
	
	
	


	Affected existing specifications  [None in the case of Study Items]

	Spec No.
	CR
	Subject of the CR
	Approved at plenary#
	Comments

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


11
Work item rapporteur(s)
Lo, Charles, Qualcomm Incorporated, email: clo@qti.qualcomm.com
12
Work item leadership

 3GPP SA4
13
Supporting Individual Members
	Supporting IM name

	China Mobile Com. Corporation

	Huawei Technologies Co. Ltd

	Qualcomm Incorporated

	Rogers Communications

	Sony Corporation

	Verizon Wireless
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