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Summary: This technote explains the importance of accurately setting the
MediaPlayRate parameter in a burst-enabled Windows Media Player.
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The MediaPlayRate parameter specifies the rate, in kilobits per second, at
which a burst-enabled player plays a video or audio file. To ensure the
highest quality viewing and listening experience, set MediaPlayRate to the
average encoded rate—also known as “play rate”—of the video or audio
file.

The default value is 1500, as many MPEG-1 files have an encoded rate of
1500 Kbps.

Leaving this parameter at its default value of 1500 Kbps has three possible
consequences:

+ Burstware Server may unnecessarily reject player connection
requests, thinking the player needs more bandwidth than it actually
does.

+ If the actual encoded rate of your content is greater than 1500 Kbps,
you may data starve your player, resulting in jerky and jittery images
and sounds.

+ If the actual encoded rate of your content is less than 1500 Kbps,
there may be a substantial delay before the video or audio starts

playing.



The Math Behind Delays

Windows Media Player requires four seconds worth of data in its
buffer before it will play. Suppose your content is encoded at 38 Kbps
and your connection to the Internet is over a 56Kbps modem that
averages 42 Kbps.

Multiply 4 seconds by the play rate to yield the amount of data the
player will buffer. Divide the resulting amount of data by the
connection speed to yield the amount of time the player will wait
before beginning play:

If you set MediaPlayRate correctly, the player waits 3.6 seconds
before beginning play:

4 seconds X 38 Kbps = 152 Kb
152 Kb / 42 Kbps = 3.6 seconds

If you fail to set MediaPlayRate and it defaults to 1500 Kbps, the
player waits 143 seconds before beginning play:

4 seconds X 1500 Kbps = 6000 Kb
6000 Kb / 42 Kbps = 143 seconds

JavaScript Sample

This JavaScript code below can be used to burst an ASF file encoded at
38Kbps. This code sample is for a burst-enabled Windows Media Player.

<SCRI PT LANGUAGE="JavaScript" TYPE="TEXT/ JAVASCRI PT" >
<l--

pl yFile "them |1l .npg";
cdt Li st "bsrv01l: 8018";
bur st Param = " ?Medi aPl ayRat e=38";



function playNewrFile() {
docunent . Medi aPl ayer. Stop();
newrFi | eName = "burst://" + cdtList
+ "/" + plyFile + burstParam

i f (navigator.appName == "Netscape") {

docunent . Medi aPl ayer. Set Fi | eName("\\"
+ newFi | eNane +
"&metafile= burst");

/1 No ? necessary before nmetafile
/! because bur st Param has one

el se {
docunent . Medi aPl ayer. Fil eNarme =
newri | eNane;
}
docunent . Medi aPl ayer. Pl ay() ;
}
Il-->
</ SCRI PT>
HTML Sample

This HTML code can be used to burst an ASF file encoded at 38Kbps. This
code sample is for a burst-enabled Windows Media Player.

<HTM_>
<HEAD>

<TI TLE> Burstware - Sinple enbeddi ng of the Wndows
Medi a Pl ayer</TI TLE>

</ HEAD>
<BODY



<p>

<obj ect id="Medi aPl ayer" cl assid="cl si d: 22D6F312- BOF6-
11D0- 94AB- 0080C74C7E95"

codebase="http://activex. m crosoft.com acti vex/
control s/ npl ayer/ en/ nsnp2i nf. cab#Ver si on=6, 0, 0, 0"

st andby="Loadi ng M crosoft W ndows Medi a Pl ayer
conponents..."

wi dt h="352" hei ght =" 315"
type="application/x-ol eobject">

<par am nanme="ShowSt at usBar" val ue="True" >
<par am name="Pl ayCount" val ue="0">

<param nane="AutoStart" val ue="True">

<par am nanme="Fi | eNane" val ue="burst://bsrv0l/
t 38. asf ?Medi aPl ayRat e=38&Buf f er Type=nenory" >

<embed type="application/ x-npl ayer 2"

pl ugi nspage="http://ww. i crosoft.com wi ndows95/
downl oads/ cont ent s/ wur econmended/ s_wuf eat ur ed/
medi apl ayer/ defaul t. asp"

name="Medi aPl ayer" showcontrol s="1" autostart="1"
showst at usbar = "1"

filename="\\burst://bsrv01l: 8018/
t 38. asf ?Medi aPl ayRat e=38&Buf f er Type=nenory
&met afi | e=. burst”

W dt h="352" Hei ght ="315" Pl ayCount ="0">

</ embed>
</ obj ect >
</ BODY>
</ HTM_>



