Group Name: Mobile Audio Working Group (MAWG)

Date: August 2004

1. Describe the topic and purpose (goal) of this WG:

a. To discuss methods for improving interactive audio production techniques for cell phones and other mobile devices.

b. To publish recommendations and guidelines on audio standards and production techniques for sound designers, content providers, and system software developers.

N.B. For the purposes of this working group, we will limit ourselves to discussions of interactive audio systems used by cell phones and/or pocket-sized devices that connect to the Internet via cell phone networks.

2. Describe the motivation behind (for example, benefit to

the market) addressing this topic:

a. Sales of ringtones for mobile devices will greatly increase over the next five years. Standardized methods of producing audio will streamline catalog conversion and maintenance, and will provide consumers with a wider range of quality audio products for purchase.

b. Current technologies for producing ringtones depend on numerous confusing and soon-to-be obsolete file formats. Various proprietary hardware and software implementations require ringtone developers to create catalogs in multiple formats of varying fidelity. Moving forward, mobile device manufacturers should support and encourage the use of standard audio formats (such as WAV and MP3).

c. Downloadable games for mobile devices is another burgeoning market. Standardized methods for producing interactive game audio will help developers bring their titles to market faster and more efficiently.

3. Describe the current situation (technology, market

influence, etc.):

a. The ringtone market is exploding, even more so in Europe and Japan than in the United States. The ability to personalize cell phones and other mobile devices with sound is a powerful motivation for consumers to spend money.

b. Because ringtones are being produced in so many formats, many different file types and production techniques must be utilized, dependent on a variety of proprietary hardware platforms and operating systems.

c. Downloadable game audio must also deal with multiple formats, platforms and technical limitations; consequently, most mobile game soundtracks are either painfully simple or practically nonexistent.

d. Producing audio for mobile devices today is like doing game audio in the 80's and web audio in the 90's. The similarities (bandwidth constraints, cross-platform incompatibility, technical limitations) are striking. What can we learn from these past experiences?

4. Determine specific issues which will must be addressed

by the WG (in phases, ranked by order of importance):

PHASE 1 - Invite a range of professionals working in the mobile space to join the working group, including but not limited to, sound designers, system analysts, ringtone developers, game programmers, marketing people, et al.

PHASE 2 - Solicit expert opinions and facilitate discussions to identify problems facing the mobile audio industry, and options for dealing with them. Come to a consensus on which issues the working group feels are most important, and can address most effectively.

PHASE 3 - Collate gathered information and opinions, and write 1st Draft of report and recommendations. Submit for review by MAWG members and IASIG.

PHASE 4 - Publish "Version 1.0" of report and recommendations.

PHASE 5 - Game Developers Conference Session:

Present MAWG findings and recommendations, solicit opinions, revise report if necessary.

PHASE 6 - Final Version of report and recommendations.

5. Describe the proposed completion schedule for the group:

PHASE 1 - september 2004

PHASE 2 - october, november, december
PHASE 3 - january 2005

PHASE 4 - february

PHASE 5 - march

PHASE 6 - april fools day

