
  

Goals

● Align with existing things (WS, Event Source, 
…)

● Re-use
● Reduce amount of speccing needed now
● Make the simple case simple, (OK if advanced 

cases are a bit more complex)
● Allow for extension later



  

Basic proposal

● PeerConnection set up to always offer(?) data
● If other end says no, there will be no data

● Send method directly on PeerConnection
● Onmessage deliver a MessageEvent
● Initially support DOMString, blob and 

ArrayBuffer (as WS)



  

Interface PeerConnection {
    [...]
    // messaging
    [TreatNonCallableAsNull] attribute Function? 
onmessage;
    void send(DOMString? data);
    void send(Blob data);
    void send(ArrayBuffer data);

    readonly attribute unsigned long 
bufferedAmount; //buffered amount

    readonly attribute DOMString extensions;
    readonly attribute DOMString protocol; 

    [...]
}; 

Changes to PeerConnection



  



  

var pc = new PeerConnection('TURNS 
example.net', sendSignalingChannel);

//setup what to do when a message arrives
pc.onmessage = function (evt) {
     do something using evt.data
}

// send a string
pc.send("foo");
// the message is delivered; remote end gets 
a MessageEvent and handles the incoming 
message 
pc.send(some blob);

Simple example



  

var sendD = New Object();

sendD.type = “A”;
sendD.body = “the data you want to send”;
pc.send(JSON.stringify(sendD));

//setup what to do when a message arrives
pc.onmessage = function (evt) {
     var recD = JSON.parse(evt.data);
     switch (recD.type) {
        case “A”:
           Do something with recD.body
           break;
        Case “B”: ….
}

App multiplexing example



  

Interface PeerConnection {
    [...]
 void send(DOMString? data, optional DataOptions 
options);
 void send(Blob data, optional DataOptions 
options);
 void send(ArrayBuffer data, optional DataOptions 
options);
  [...]
};

dictionary DataOptions {
    octet priority = 0;
    boolean reliable = true;
    
}  

To be added if need to 
PeerConnection



  



  

var channel1 = new MessageChannel();

pc.send("a port for you", [channel1.port2]);

channel1.port1.onmessage = function (event) {
    //do something with event.data     
}; 
channel1.port1.start();  
channel1.port1.postMessage("hello");
­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­­
var port;
pc.onmessage = function (event) {
     port = event.ports[0];
     port.onmessage = function (event) {
         //do something with even.data
     };
     port.start();
     port.postMessage("test");
};

Use MessageChannel



  

var channel1 = new MessageChannel();
var channel2 = new MessageChannel();

pc.send("some ports for you", [channel1.port2, 
channel2.port2]);

channel1.port1.onmessage = 
channel2.port1.onmessage = function (event) {
     console.log("received some data from the     
     other peer on the " + (event.target ===      
     channel1.port1 ? "first" : "second") + "     
     channel: " + event.data);
}; 

channel1.port1.start(); 
channel2.port1.start(); 
channel2.port1.postMessage("hello");

Use MessageChannel



  

var ports;
pc.onmessage = function (event) {
     ports = event.ports;
     ports[0].onmessage = ports[1].onmessage = 
function (event) {
         console.log("received some data from the 
other peer on the " + (event.target === 
ports[0] ? "first" : "second") + " channel: " + 
event.data);
     };
     ports[0].start();
     ports[1].start();
     ports[0].postMessage("test");
};

Use MessageChannel
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