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Architecture

• The communication network can provide fundamental capabilities of media stream, including media pulling, media pushing.
• In addition, the network can also support capabilities such as media merging and media switching. The capabilities can be triggered by 

control server and server for media streaming merging, which are provided by 3rd party.  

• Interactive Online broadcasting service is flexible 
and much more complicated compared with 
traditional media broadcasting service.

• Audiences may occasionally request to setup 
bidirectional real-time communication with the 
broadcaster and all the other audiences should be 
able to receive the merged interactive media traffic 
containing the broadcaster and connected audience. 

• To meet this end, there is a need for standardized 
signaling protocol which can support media stream 
merging，switching and pulling to support those 
complicated scenarios.

• Applications such as interactive online broadcasting, 
short video, on-line education, on-line gaming are 
very delay sensitive.

• There are many different media transmission 
protocols (e.g. QUIC, WebRTC, etc) across different 
layers, which are widely used in the ecosystem, the 
protocols for media stream merging，switching and 
pulling should be able to compatible with different 
transmission protocols.

GapAnalysis

2



Signaling Procedure
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Signaling Specification 
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Thanks!
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