Presentation Overview

This presentation is intended for Adobe User Group Managers as a top level
overview of the Open Source Media Framework. OSMF is a free, ActionScript
toolkit for video player development.

= Estimated length - 45 minutes (includes 5- 10 minute "demo"” if an internet
connection is available)..

= Presentation Outline:

A discussion of the pain points that OSMF is intended to solve
The feature set planned for OSMF 1.0

Some coverage of the details of the OSMF architecture

A brief demo

Discussion of future plans for OSMF
Created by : Kelly Miller, OSMF PMM on January 14t 2010

| intend to update this regularly, and improve it based on your feedback. Please contact me if you
have any questions on suggestions: kelmille@adobe.com
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Presenter
Presentation Notes
OSMF is the Adobe project formerly known as “Strobe”.

OSMF was created based on extensive feedback from customers working with the Flash platform. It was created to ease pain points that exist for implementing sophisticated video/media players running on top of the Flash platform.  

This presentation is meant as an overview of OSMF.   It covers:

   A discussion of the pain points that OSMF is intended to solve
   The feature set planned for OSMF 1.0
   Some coverage of the details of the OSMF architecture
   A brief demo
   Discussion of future plans for OSMF


Today high quality media experiences online are possible...
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Presentation Notes
Today it is possible to deliver amazing high quality experiences on the web.  The technology and the bandwidth exist.  There are great web sites out there that deliver premium content with a great user experience.  You can deliver HD content, you can advertise against it, and you can measure how you’re audience is consuming it.  So whether your content is home made or Hollywood premium, the Flash platform enables you to package it, protect it, distribute it, and monetize it.  Just as important – you also have complete control of the overall experience for the end user.  



...but it takes a lot of work behind the scenes

= Ul and chrome by you

= Playlist from CMS

= Video via HTTP or FMS

= Delivery via CDN

= Ads from ad provider

= Tracking to measurement service

= Social networking features

S1 million bucks!
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It is possible, but it is not easy.  In fact it is a lot of work, and requires a lot of expertise and resources to deliver.  To deliver these rich experiences that meet business needs and engage viewers, it takes lots of work behind the scenes.  Playing back the content is just the beginning.  Underneath the user interface, the player needs the ability:

  To talk to your CDN (content delivery network)
  To talk to your Flash Media Server for streaming or Web server for progressive download
  To talk to one or more Advertising  servers or networks
  To talk to one or more analytics providers (for reporting on views and other user metrics)
  To talk to social media services (to share or comment on the content)

For content providers, it’s a huge effort to put the pieces together even once (partners have stated that the initial cost can be as large as $1M USD).  With video on the web, there is a big gap between those at the leading edge of player development and the average player.  There’s a gap between what’s possible and what most people are actually doing.



Content providers face growing challenges

= Duplicated efforts to solve basic
problems

= Deployment of new video
features takes too long

= Increasing complexity +
fragmentation

= Hindered integration with 3¢
party services
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Why is it so challenging to build video players?  First, duplicated efforts.  Each player developer has written their own code for player controls (such as the scrub bar) and to gracefully handle errors.  It’s almost like a world where content publishers have to figure out how to build televisions before viewers can see their content.  The second problem is the lack of standard interfaces for services like advertising and analytics.  These types of services are often provided by 3rd party vendors, not Adobe.  The result:  lots of time spent on one-off custom integrations.   This custom integration means that it is difficult for the companies creating these media players to experiment with changes in the video player that might increase revenue or customer engagement.

Everybody is spending time solving these same basic problems, with little time left over to focus on parts of the player that should be unique.  It’s those unique aspects of a player – the user interface and an engaging experience – that really have the power to increase audience engagement.  So the opportunity cost is high, and over time the problem is magnified:  as the technology evolves, player development efforts require increasing investments just to stay current.  

Example: Full screen support  – Flash Player 9 allowed content to be displayed full screen.  This was handled by a small amount of ActionScript code, but it took over a year for the industry to adopt it, because of the reluctance to touch the video player code, even for a small change.


Accelerate development of media players

Open Source Media Framework is the standard media player
framework from Adobe for monetizing video on the web

= Latest media features of the Flash platform

= Enables workflows and services around video playback
= Pure AS3 with wrapper for Flex

= Pluggable, extensible architecture

= Free!

Content Providers can focus on user experience, not on player plumbing

Ecosystem Partners can focus on their services, not on integrating player code
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OSMF was created to solve these two fundamental problems (custom coding to handle integration with the Flash platform, and to handle integration with 3rd party software).

OSMF is a toolkit designed to help build media players on the Flash platform.  Out of the box, it has logic that enables the various media related features in the Flash platform. This includes:

  Integration with the Flash player browser plug-in itself
  Support for the Flash Media Server as a back end
  Flash Access for content protection
  New features as they are created

This allows seamless integration of all these Flash platform capabilities, and a standard API for 3rd party plug-ins allows integration with these plug-ins through a single line of code.

OSMF is free.  

OSMF is a pure ActionScript 3 framework.  It has no dependencies on the Flex SDK. With OSMF you can make a lightweight player that does not require the full Flex SDK.

It is intended to allow video player developers to spend their time on their customers’ media experience.  And to allow our partners to focus on their areas of expertise, rather than spending too much time on integration with all of their customers custom video players.  

OSMF is new, and is currently in development.  The 1.0 release is scheduled for Q2 in 2010.


OSMF 1.0 Features

1 Video Quality of Service User Interface

= Dynamic Streaming

= HTTP Streaming Dynamic
Experiences,

Syndication

Dynamic Regions,

= Content Protection Chrome, and Plugins

Configurations

2 Rich Experiences

= Multiple media types Advertising,

Tracking, Playlists,
Dynamic Metadata

Metadata-driven
Experiences

= Video, audio, images, SWF

Experience
Composition

= Visual regions and layout

3 Service Plug-ins

: Media Types,
= CDNs Content Delivery

= Advertising

= Analytics Integrations
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We’re building OSMF with the guiding principle that the core of a media framework needs to be 

	a) supportive of any and all media types, and 
	b) flexible in how it can integrate backend server calls that enable and complement the media experience. 

Here’s a look at the architecture – it’s a technology stack and you can take advantage of OSMF at different levels. We’ll come back to the architecture in a few slides.  First, let’s look at some key features. 

OSMF 1.0 will includes support for three key areas:

Video Quality of Service: OSMF creates media players that focus on video and that support a variety of video delivery methods

Rich Media Experiences: Video is the core, but OSMF supports other media such as images and SWFs

Service Plug-in API:  Support services from 3rd parties including:  CDNs, Advertising, Analytics, Social Media



=
o Best of breed Video QoS

= Multiple delivery protocols = Smooth switch to the best bitrate
= Streaming and progressive = No disruption in audio
= RTMP and HTTP = Switching logic is configurable

= Quick start playback = Detect and recover from errors

= Efficient connection logic

= Minimize buffering

Good Bandwidth JEENAWIGERTOUBIEN Good Bandwidth
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OSMF’s Quality of Service features will allow your player to provide a smooth end-user viewing experience.

First, OSMF supports a variety of protocols for delivery, including basic progressive download, RMTP Dynamic Streaming, and HTTP Streaming.  This allows you to pick the right delivery methods given your needs today, and in the future, adopt new methods.  OSMF abstracts the delivery method details, so custom behavior and new methods can be supported.

OSMF will deliver the best quality experience to users as network conditions change.  This means that video starts quickly and smoothly adjusts the bitrate if bandwidth goes up or down, taking advantage of Dynamic Streaming from FMS 3.5.  OSMF also supports standard streaming and progressive download via HTTP.  Adobe has also announced the release of HTTP streaming, and this will be fully supported at the 1.0 release of OSMF.

The goal here is to make video online work just like TV. This includes enabling the player to quickly start playback and minimize buffering up front and then to expand buffering as playback continues (supporting things like dual threshold buffering).  When bit rates switches do need to occur, its about minimizing or eliminating dropped frames and disruption in audio. OSMF allows you to configure theses rules for playback to make the customer experience as smooth as possible based on the quality of service available. The framework features take the guess work out of solving these basic playback problems.



= . . . .
e Rich media experiences and advertising

Integration with both standard and proprietary playlist formats

Multiple media regions inside and outside the video player

Companion and
Pre, mid, post roll ads leave-behind ad

regions

Overlay ads + Bugs

All regions support
multiple media

types

—AVIEPE
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Rich Experiences:  Advertising is integral to today’s video player in a way that it wasn’t even a few years ago.  So OSMF has been designed to support a wide variety of advertising experiences.  

A typical video player encompasses the frame you see above with the car model.  The typical experiences you see “inside the player” are things like pre-rolls, post-rolls, mid-rolls, and overlay ads or bugs (for example the OSMF logo in the lower right hand corner of the video).  

In addition to this “standard” advertising experience, our customers have told us that players also need to “reach out” of the player region and control external companion ads, or even the look and feel of the HTML page itself.

OSMF enables the player developer to construct this larger experience.  This includes support for multiple regions inside and outside the video player.  Each region supports multiple types of media (video, audio, images, SWFs etc.).  These regions can be used to display advertising, content lists etc.  This whole media experience is driven by the OSMF based player.

OSMF gives you complete control over the entire media experience, from the simple to the complex. 


= L S . . . .
e Flexible integration with service providers via plug-ins

Assemble functionality with plug-ins

Extensible architecture makes writing new plug-ins possible

Compile in or load dynamically

= Open API
[ CMS } [ CDNs } [ Ads } [ Analytics } [ Social }
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Plug-ins : Why does the OSMF architecture use plug-ins?

The problem that is being solved with plug-ins is the ability to avoid either you or your partner writing custom code to integrate your player with their back-end system.  The video player needs to talk to multiple partner systems in order to satisfy all the requirements expected of web video today.  Getting the video bits from the CDN to the player is just the beginning,  the player also needs to get ads, report tracking data, provide recommendations for other content, and integrate with social networks. 

The goal of the plug-in architecture is to enable full integration with partner’s systems at the “flip of a switch”.  As an example, Akamai could write a plug-in that is conformant to the OSMF plug-in API.  The player then incorporates that plug-in with a single line of code.  We’re working with a variety of partners across these verticals to help them deliver plug-ins at launch.  You can then use these plug-in to “assemble” the services that are appropriate for your player.

The plug-in API is completely open.  You can write plug-ins to augment the OSMF code base with additional logic.  

Your player may incorporate numerous plug-ins, and player performance is a top priority:  loading fast, orchestrating video experiences smoothly.  But flexibility is also important.  Options for third party services are always changing, and you may want to be able to change providers as your business requires it.  So OSMF supports plug-ins in two ways:  compile them in for performance, or load them dynamically at runtime.  




Architectural Overview

Layered, pluggable architecture
= Integrate at multiple points
= Support a range of use cases

= Take only what you need
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Experience
Composition

Configurations

User Interface

Dynamic Regions,
Chrome,
and Plug-ins

Dynamic
Experiences,
Syndication

Metadata-driven
Experiences

Advertising,
Tracking, Playlists,
Dynamic Metadata

Media Types,
Content Delivery

Integrations



Presenter
Presentation Notes
The OSMF architecture is a technology “stack”. Each layer builds on the one below.  It is extensible at multiple points.  You can take the parts that are useful and ignore the rest, creating a lightweight player that meets your needs.


OSMF Traits

DisplayObjectTrait

SeekTrait
N '
e L
%
%
Rate this: | =, FiLes B TELLA | &7 BS EMBED
LoadTrait

PlayTrait TimeTrait AudioTrait
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The framework has its own vocabulary.  This is probably new to you, but it is very flexible and enables all of the use cases we have discussed.

A key concept in the framework is a trait.

Traits:  A trait is something that describes media behavior.  For instance a video is something you can see, you can hear, it plays out over time.  It has characteristics that describe it.  The framework knows which traits describe a piece of media.  The framework knows that video is viewable, pauseble, audible, seekable.  It knows an image is viewable (but not audible or playable).  Traits describe each of the media elements you are working with at any point in time, and they come and go over time (i.e. they are dynamic).



OSMF Composition
[ (Banner Ad) }
2
= --->
ParallelElement
(Mid-Roll Ad)  (Episode, Continued)
l
|
— 1 SerialElement

]_ var serial:SerialElement = new SerialElement();
serial .addChild( /7* MediaElement for Episode */ );
serial _.addChild( /7* MediaElement for Mid-Roll Ad */ );
serial .addChild( /* MediaElement for Episode, Continued */ );
2 var parallel:ParallelElement = new ParallelElement();
parallel_addChild( /* MediaElement for the Banner Ad */ );
parallel _addChild( serialElement );
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Another key concept of the framework is composition.

Composition:  Enables the player to work with more than one piece of media at a time.  

A composition is composed of two fundamental building blocks:

Serial elements – Refers to a sequence of media. Example: Start an episode, stop the episode and then play an advertisement, then restart the episode.

Parallel elements – Two pieces of media that happen at the same time.

With these two different building blocks you can build a complex hierarchy of many different pieces of media.





OSMF Plug-ins

Plug-ins define additional behavior for media, a new type of media, or both.

Media Plug-ins
= define new MediaElements and behavior, or override traits of existing MediaElement

= CDN connection plug-in

Reference Plug-ins

= a MediaElement that can control, change properties, invoke methods on one or more live
MediaElements

= Overlay ad that controls the main content

Proxy Plug-ins
= Wrapper on existing MediaElements to monitor and handle events or block traits

= Tracking and reporting plug-in
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The final major concept of the framework is a Plug-in.
A Plug-in:

Can adjust behavior of existing media types

Can define a whole new type of media 

(i.e. an advertisement may not be allowed to be seekeable, so that the user cannot move through it)

There are three specific types of plug-ins:

Media plug-ins – Defines new behavior (extends existing behaviors). Example: A CDN connection plug-in enables authentication to their servers (at the stream or connection level).  So their plug-ins extends the loading classes to handle their authentication

Reference plug-ins – A media element that can take control of the overall playback experience.  Example: An overlay advertisement.  The viewer sees the ad, decides to click on it, and it expands to allow interaction.  The ad needs to pause the video and the allow it to resume when the user is done with the overlay ad.  

Proxy plug-ins – Very light wrapper on a media element (like a video).  It listens for events (such as play, pause or seek) it hands those events off to the plug-in to report to a back-end server.  This enables tracking and reporting services (without adversely affecting player performance).

With these three different types of plug-ins the framework handles all of the different player interactions required by the plug-in partners.



Demo
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Presentation Notes
This is a demonstration of simple “example player” created by the OSMF development team to illustrate specific player features.  The demonstration is available at:   http://mediapm.edgesuite.net/osmf/swf/ExamplePlayer.swf  Check that you have access to the site and that the player performance is acceptable prior to your presentation.  

(it is not pretty, but it does show what is possible)

Progressive video  - Click on Progressive Video, and then click on the play button (shows a movie)
Dynamic video – Click on Dynamic Streaming Video, and then click on the play button (shows a different movie)

Serial Composition – Click on Serial Composition, and then click on the play button (one video plays after another)
Parallel Composition – Click on Parallel Composition (Adjacent)  (This shows two videos playing at the same time, next to each other)

Dynamic Layouts – Click on Dynamic Layouts, and then click on the play button (two videos play at the same time and the size of the videos changes)

The example player gets updated with every sprint, to illustrate new features. 


= .
Integration Levels

User Interface

Level 1: Media Base

= L atest client code for video
Dynamic

Experiences,
Syndication

= Small footprint Layout, Chrome,

and Plug-ins

Configurations

= Basic integration
= HTTP Streaming
= Dynamic Streaming

= CDN plug-ins Advertising,
Tracking, Playlists,

Dynamic Metadata

Metadata-driven
Experiences

Experience
Composition

= Call into specific classes/methods
directly

= Hook into your own higher level logic
and Ul via APIs

Media Types,
Content Delivery

Integrations
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Level 1 integration:  Media Base – the minimum integration for QoS, Dynamic Streaming, Pluggable CDN connections, etc…   The most basic integration is to take this, but call into the specific classes/methods directly ignoring the framework APIs.   The developer could use the OSMF default for UI here with tweaks in Adobe tools, or hook into their own higher level logic and UI via the APIs.  For instance, if all you were interested in was support for dynamic streaming this is the place in the code you would look.


= .
Integration Levels

User Interface

Level 1: Media Base

Dynamic
Experiences,
Syndication

Layout, Chrome,

Level 2: Media + Experience Composition and Plug-ins
= Latest video code

= Flexible monetization workflows

Configurations

= Ecosystem support for plug-in architecture

Advertising,
Tracking, Playlists,
Dynamic Metadata

Metadata-driven
Experiences

= Value Meal
= Video QoS, CDNs
= Content playlists
= Ad + Tracking plug-ins

Experience
Composition

= Hook into custom logic and Ul Media Types,

Content Delivery

Integrations
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Level 2 integration:  Media Base and Experience Composition.  This includes everything you had in level 1 plus advertising, tracking, and publisher systems plug-in integration for video playlists and reporting.   

As we discuss earlier, composition is how more than one piece of media is handled by the framework. This is where playlists would hook in. For instance, this is where an MRSS or SMIL parser plug-in would parse a playlist that sits outside the player itself and turn it into those serial or parallel composition elements that we talked about.  This is also where advertising or dynamic metadata could be inserted into the composition.  

The developer could use the OSMF defaults for the user experience (again, could tweak with our tools) OR – hook into their own custom logic and user experience via the APIs.  Level 2 is the biggest bang for the buck in terms of ease of service integration.


= .
Integration Levels

User Interface

Level 1: Media Base

Dynamic
Experiences,
Syndication

Layout, Chrome,

Level 2: Media + Experience Composition and Plug-ins

Configurations

Level 3: Full OSMF Framework
= Latest video code
= Plug-ins
= Configurable experiences

Advertising,
Tracking, Playlists,
Dynamic Metadata

Metadata-driven
Experiences

Experience
Composition

= Supersize
= Video QoS, CDNs
= Playlists, Ads, Tracking

Media Types,
= Layout media regions Content Delivery

= Dynamic chrome

= Compile or drive dynamically Integrations
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Level 3 integration:  Full OSMF Framework:  Media Base + Experience Composition + Dynamic Configuration.   Includes an API for layouts (to specify and place media regions where the composition is rendered) and support for configurable experiences.  These can be compiled in if you want to create multiple SWFs for each configuration (one for your site, one for syndication) or dynamically driven via runtime parameters (one SWF that can be configured in various ways).

This level of integration is all about presentation to the end user, and how the overall player is configured at run-time.


Take the base, add plug-ins, configure, deploy, upgrade

User Interface

1. Start with OSMF as the
foundation of your player

Dynamic
Experiences,
Syndication

Layout, Chrome,

2. Add plug-ins for advertising, and Plugins

analytics, CDNs, social

Configurations

3. Design a fabulous Ul for your

: Advertising,
audience

Tracking, Playlists,
Dynamic Metadata

Metadata-driven
Experiences

Experience
Composition

4.  Deploy the player

5. Overtime, upgrade to get . it
new features Content Delivery

Integrations
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So how do you use OSMF to create your own media player?

Step 1: Start with the OSMF framework as the foundation of your player.  Work with OSMF in Flash Professional or Flash Builder (CS4 or newer) or a third party ActionScript development tool.

Step 2:  Drop in plug-ins for things like advertising and analytics and CDNs. You get plug-ins from your partners.  A list of the partners that currently provide plug-ins for OSMF is available on the partner page at the OSMF web site:  www.osmf.org/partner.html

Step 3 Design a fabulous UI – (this is where you get to spend much more of your time, focusing on making the best experience for your customers)

Step 4: Deploy!

Over time, upgrade the base and/or plug-ins as needed (this is easy to do, just swap out one version for the new versions).  This is where the benefits of a common player framework pay off in spades:  we’ll add new Flash Platform features in OSMF, so you can get them in your player “for free”.



Product Roadmap

OSMF 1.0 (Q22010)

= Video QoS What's Next

On-demand and Live

Streaming (RTMP and HTTP) Monitor QoS metrics
Progressive Download

FMS 3.5: Dynamic Streaming and DVR External configuration of chrome, layout,
Flash Access 2.0 p[ug-ins

= Rich Experiences Default chrome

Layout inside and outside player Flash Authori . l
Media: video, audio, images, SWF as ut SLUDYE sl Component
Playlists: sequential and parallel compositions .

/ a P P Ready-to-deploy compiled SWF

Cue points
Metadata-driven experiences Mobile optimizations
= Plug-ins for Services

Ad server calls and ad rendering

Tracking and reporting events
CDN connections

_—_—m as@$ A ae e
Stable builds every month Major releases every 4-6 months
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Adobe is on the way to version 1.0 of OSMF (to be released in  Q2 of 2010)

At the end of January, Adobe will release the first Beta version of the 1.0 release (Sprint 0.9)

The goal of this Beta release is to have customers prototype production players, give Adobe feedback on the API, on the architecture, on any changes that need to be made before the 1.0 release.

The features of the 1.0 release are the ones that were discussed in this presentation.

For the future (after the 1.0 release):

Focus on making it easier to work with the framework, by providing it in different formats. These include:
Provide a Flash authoring visual component that you can drag onto the stage in Flash Authoring and configure through a properties panel (similar to FLV playback today)
 A precompiled player SWF, which does not require coding or the use of Flash, just embed on a web page, configure through XML

Use of OSMF on mobile devices







		- Build a visual component that allows you to drag it onto the stage


OSMF accelerates development of media players

= Latest and greatest Flash media
features ready for deployment

= Best practices = industry leaders’
expertise available to all

= Standard service integrations =
don't get locked in, change at will
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Coming back to the pain points from the beginning of the presentation… 

Latest and greatest features for media playback on the Flash platform

Incorporates the best practices of all the key players in the industry

Make it easy to work with different partners


=
Next steps
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open source
media framework

1.0 planned for Q2 2010

Code available now

www.OSMF.org

Check it out today!


Presenter
Presentation Notes
Your feedback is critical, download the framework and give us your feedback today!


=
Next steps

open source
media framework

= New OSMF Users’ Group

http://groups.adobe.com/groups/7af970e6e4/summary

=  Tutorial

http://www.adobe.com/devnet/flash/articles/video osmf.html

= OSMF Presentation from Max

http://max.adobe.com/online/session/332
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 The OSMF users’ group kicked off in November.  Go to the url to sign-up and get more details. The co-presidents are Jodie O’Rourke and Greg Hamer.  Members of the OSMF development team have been making guest appearances at recent user group meetings.  

 The tutorial covers “Building video players in Flash CS4 Professional using the OSMF” . There are nine tutorials, each 5 to 15 minutes long, covering individual steps in the creation process.  The tutorials are by R Blank, of Almer/Blank and the Rich Media Institute.

The “Introduction to Adobe’s Open Source Media Framework  by Will Law of Akamai and Edwin Van Rijkom of Adobe. It includes a 30 minutes of overview by Will and a 30 minute coding demonstration by Edwin.

http://groups.adobe.com/groups/7af970e6e4/summary�
http://www.adobe.com/devnet/flash/articles/video_osmf.html�
http://max.adobe.com/online/session/332�

=
Next steps

open source
media framework

= The OSMF Blog

http://blogs.adobe.com/osmf/

= The Adobe Developer Forums on OSMF

http://forums.adobe.com/community/opensource/osmf/developers
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 The OSMF is your direct line on the latest OSMF releases.  The Blog is maintained by the OSMF team and contains the latest information on releases, sample code and more.

 The Developers Forum for OSMF contains detailed technical exchanges between web video developers and the OSMF development team.  If you have feature suggestions, comments or complaints, or requests for additional functionality, this is the place to post

http://blogs.adobe.com/osmf/�
http://forums.adobe.com/community/opensource/osmf/developers�
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