


The following innovations will be contributed by the IRMOS

project:

* A platform of services that enables real-time

interaction between people and applications

* An intelligent network infrastructure that not just
manages the network bandwidth, but also takes into
account several QoS aspects like delay and jitter, when
network paths for a service have to be selected and

enables automated SLA negotiation and monitoring

* An integrated optimisation approach at various levels
from inter-organisation business processes and SLAs
to intelligent networking and virtualisation techniques
that enable realtime interaction and concurrency at all
points of value chains that span organisational
boundaries

* Software tools and associated modelling environments
to enable reaktime interactive applications to be written
to target the IRMOS framework

* Specification languages that unify various parameters
and characteristics used to describe realtime
applications on SOIs, and allow value chain participants
to collaborate in the design, deployment and execution

of networks of services

The expected impact is envisaged to be significant in multi-

ple sectors. More precisely IRMOS will:

Advance the business models of realtime applications
with the benefits that come from SOAs

Increase competitiveness of involved players due to low
cost implementation and broader market accessibility

Lower the entry level for SMEs to participate in the
market of realtime interactive services (such as
multimedia processing]

Strengthen efficiency and productivity of organizations
by advancing resilience of SOls

Work on standardization and extend the state of the
art with the provision of open APls to be used in the
development of realtime interactive applications

Provide tools to write software with predictable
performance, resilient to the changes of the
environment in SOIs

IRMOS results will be independent from applications but,
nonetheless, they will be validated through three different
application scenarios (demonstrators): Digital Film Post-
production, Virtual and Augmented Reality and Interactive
Realtime eLearning.




