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PSP: Public Service Publisher (overseeing digital media)

PSB: Public Service Broadcaster (BBC)

PSC: Public Service Content (Digital Items)

] 

Rights management: As an organization, Digital Media Project (at www.dmpf.org) was established in late 2003 in response to the Digital Media Manifesto, a document created by a grass roots movement over the summer of 2003. [1] At IBC, Amsterdam, September 2006 and then in Beijing, October 2006, DMP demonstrated its reference software for the Interoperable DRM Platform it has been developing and standardizing since the beginning of 2004, called "Chillout." Chillout is released as Open Source Software with a Mozilla licence. [2] It is our belief that realizing the benefits described in the document depends on a solution of appropriate supporting digital technology. Chillout would provide the enabling DRM technology to be integrated into the "framework" or "architecture" of the participative user experiences in the PSP's remit. [3]
Alternative visions: While the PSP's scope is a bold step beyond PSB and is in a sense the "reverse" of television, it is acknowledged that linear television shows have a place in the new approach's envisioned range of user experiences. This implies a range of access conditions from global and nationally restricted free access through content delivery and distribution models that link to commercially available versions of similar products. [4] For example, some stills and trailers for a television show could be made globally linkable and embeddable for free, while special features and video interviews might be commercially advertised by some common style of reference. A television show supporting its own participative user environment could be viewed in full with conditional restrictions, for example nationally free during a news time period or at an educational location, while still requiring payment in other national and international delivery contexts. [5] It is also noteworthy that after the DTV conversion is completed, it will be possible to include tagged metadata in the digitally broadcast stream, and this metadata can usefully support the PSP-overseen interactions with Public Service Content. DMP believes the features of Chillout are necessary to properly identify and govern PSC, so new uses can receive the right sort of technological support. [6]
Support needed for granular licensing: The proposition that electronic commerce should enable easy granular licensing predates the international WCT/WPPT treaties. The PSP effort should begin considering how to establish licensing terms that govern the entire scope of interactive uses envisioned and described in the document. For example, if a digital license expressed in XML is associated with an item of PSC, conditions of use could be expressed with an approach consistent with the contractual language agreed to by Providers, enabling downstream uses to be defined and permitted within a consistent architectural framework. From a technological vantage point, the potential to create a broad database of PSC -- usable under consistent licensing terms that can be digitally supported and enabled -- is a very exciting opportunity. [7]
Need for research and consolidation of recognized best practices: The separate uses, described as rights or functions expressible in XML, must be parsed out into granular components, configurable for separate treatment. Seen as a game, the whole PSP framework must handle these logical conditions smoothly, so each rights token associated with PSC can pass through the system. [8] In order for this technology to be transparent to the User, who will just be glad they are able to do certain things, including consider other PSC offers, the proper range and specificity of these rights tokens must be well-defined. [9] Research could be conducted through simulations and test-beds of the interactive framework described in the new approach. [10] If and when the PSP becomes a reality, this will provide a sound basis for licensing terms contracted and commissioned Providers should be required to comply with. Such a research effort could be international and include use of existing rights management software such as Chillout. [11]
Rights management support is an all or nothing proposition for the PSP: DMP commends Ofcom and its creative community adjuncts for describing an excellent and suitable wish list. Taking a position to support this technologically is not trivial, and is probably vital to the success and future of the PSP new approach. [12] As a group pursuing the development of interoperable DRM and its practical implementation using Open Source Software, the Digital Media Project is open to investigation of how the PSP framework can be made into reality in a timely fashion.

NOTES:

[1] As a standards development organization (SDO), DMP obeys a formal "architecture of participation" to produce its content (note Andrew Chitty's use of quoted phrase in "Public Service Publisher: Open Media Content" at http://www.openmedianetwork.org.uk/contentandvision/openmediacontent.pdf), while obeying a mission and pursuing ongoing development driven in part by an active grass roots community. The Digital Media Manifesto is online at http://www.dmpf.org/manifesto/dmm.htm and was published Sept. 30, 2003. Another noteworthy early development involved listing Traditional Rights and Usages (TRUs) and completing templates describing existing laws, uses, and possible digital support for applications. A collection of TRU templates is at http://www.dmpf.org/open/dmp0270.zip and contains numerous freedoms it would be nice to enjoy in the digital domain.

[2] Representatives from many outstanding companies and institutions fully collaborated to reach the Chillout milestone, for example the BBC and others listed at http://www.dmpf.org/project/members.htm Based on DMP's mission, derived from the entirely grass roots Digital Media Manifesto, various stakeholders worldwide have submitted hundreds of working documents, corresponded by e-mail (inc. grass roots), and met approximately quarterly. Unlike more restrictive SDOs, DMP's documents and proceedings have been very open and are extensively posted at the DMPF.org public website. Oversight of several standards formalities is managed by Eurescom. Chillout's servers are currently hosted at Peking University. Ongoing press coverage and outreach help DMP spread its self-evolving message, this reply for example.

[3] The Digital Media Manifesto describes a stalemate caused by the lack of interoperable DRM. The global implications of that issue are now widely recognized and politically hot. The PSP development process should stake out a sensible position in order to be future-friendly. Given the framework of British national laws, European Union EC Directives, and WIPO and other treaty obligations, Ofcom and its creative voices should not think the interests of content creators won't pose too many problems, unless an effective strategy is set early on. Chillout provides, at a minimum, many of the features and extensibility such a strategy will need on its technological back end. The editorial layer envisioned and its share aware lists or formulas of what can be done with content should avoid inducing copyright infringement. For example, the Harry Potter series has inspired both fan fiction and translation mobs online, neither of which are strictly legal. What might be tolerated in the Wild Wild West of the World Wide Web is much broader than the attitudes likely to be directed toward the PSP and any UGC contributed participatively under its aegis. It might also be noted that moral rights and policies for pseudonyms should be supported within the PSP framework. More information regarding these is available in the TRU templates (URL at [1]).

[4] Just as the PSP cannot escape the international framework of IPR, it cannot avoid the inevitable pulls of commerce. As mentioned at 5.32 (p. 44) of the new approach document, this is manageable and has indeed been managed by PSB "for decades". From a TRU standpoint, many commercial considerations involve rights granted to middlemen distributors. Commercial dealings can be configured up front just as IPR can, if reduced to digitally meaningful rights. This up-front quality already characterizes the analogue world of licenses and contracts. A successful content creation venture can lead to "fashion accessories" becoming available (as mentioned in Aleks Krotoski's personal vision at http://www.openmedianetwork.org.uk/contentandvision/play.htm which also mentions, in passing, "tangible collectables"). The PSP should support a framework of access conditions — whether or not technological measures are used to enforce restrictions — that can be applied to integrate PSB television, IPR configurations can address trans-border distribution with alternative settings, and the granularity for participative commenting or adaptations can also enjoy IPR, for example a registered username receiving credit for a particularly good comment (e.g., moral rights IPR). All of this should be managed in coexistence with reasonable commerce, which by its nature is likely to also be temptingly helpful with regards to revenue (e.g., sponsored PSC).

[5] A good example where established law and digital support opportunities coincide with PSP concerns are the three issues "news, children's programming, and programming targeted at the Nations and Regions" (ref. new approach Foreword, p. 2). The editorial layer will take advantage of the assets available and allow introduction of new assets. For news and education, established exceptions to TRU "right to reproduction" have always existed. A good rights management configuration should be able to encourage or assert best practices. For example, news quotes that are lengthy with little added value such as comments could be handled differently a month after publication (e.g., encouraging shorter excerpts).

Children's programming presents several awesome challenges PSB has not had to face. Protecting children from predators is number one, and touches on the encompassing unsolved issues of digital identity. For example, harvesting data from young people's preferences can be a commercial venture. Do families have a right to know about how their children's usage histories are data mined? Should this be waived for specialized PSC (e.g., authorized demographic research)? Such rights management questions should have answers configurable within the PSP's core technology.

Nations and regions are an inviting source of ideas for exciting PSC. During one of the Harry Potter translation mobs, observers suggested perhaps such spontaneous translations could later receive licensing and be used, sold and traded in a legitimate marketplace. Local language video DJs are also likely as we all become empowered to mix and mod video content. Local intro and outro video sequences would allow hosts to offer hyperlocal programming to a neighborhood of fans. Local news comment could also be featured. Alternate audio tracks and a variety of subtitles can be provided for language support. But an approach to DRM that is up to the task is needed, and advance work to begin defining models of use should start soon. Pouring taxpayer resources into Second Life is well and good up to a point, but the new approach also calls for some central framework to provide rights management and a two-layer interface between digital media assets and editorial PSC.

For example, the Artur Lugmayr, Samuli Niiranen and Seppo Kalli book "Digital Interactive TV and Metadata" (Springer-Verlag, 2004) describes a narrative cube, roughly as shown:

[image: image1.png]Narrative space
evoldionary

undetermiistic

branched  Development
inear

Interaction
space.




The multimedia asset space must be well laid out so the interactivity can call files and so the narrative development process and creativity can be fully and fruitfully engaged in. This example is from MPEG with some crossover to other television standards, but the requirements of such an application or framework apply narrowly to the new approach envisioned. The degrees of interaction also relate in passing to the new approach document's description of "Permeability" (sec. 4, p. 30). As stated above, rights management information will also need to be treated as an asset (persistently) associated with other assets. Archives of PSC will also accrue, adding new chronological layers to the digital media asset space.
[6] The revolution in licensing that needs to occur is manageable for PSC. The back-end tools for the architecture of participation exist, for example Chillout. The PSP, however, cannot avoid a certain first-among-equals role as both participant and director of participation. For example, fiduciary considerations could apply for commercial co-ventures, especially if these were virally superdistributed PSC. For collective works, the PSP is a logically efficient middleman to aggregate and administer creative rights in digital media contributed within the participative framework. The rights tokens given to the PSP by creators could include waiving the right to object to some changing configuration of rights settings determined at the discretion of the PSP, for example a well-determined prevailing norm to govern mix-and-mod commercial co-ventures and distribute compensation. Also, the PSP could negotiate with outside entities on behalf of its co-producing participants.

[7] In her personal vision (at http://www.openmedianetwork.org.uk/contentandvision/inspire.htm), Jemima Rellie said, "The PSP offers an unparalleled opportunity... It is, for instance, in a unique position to establish, from scratch, copyright policies for commissioned content..." If British-developed UGC can someday match the excellence of UK PSB, that will make everybody happy and truly be a best outcome. This leads, however, into the need to break ground soon, conducting important preliminary research for example into nicely determined PSC rights settings.

[8] A failure of licensing will mean eventual failure of sustainable access. Further, PSC presented in diverse nontypical multimedia environments might require transcoding to persist in a sustainable common format. For all the mention of games / ARGs, there is no facilitating coverage of the issue of game engine licensing. For example, if Electronic Arts wanted to grant some sort of license to mod as part of a pro-am PSC process, would EA have all the rights it needs to the underlying game engine? Or if content was developed for the open Xbox 360 community, would the popularity of the console allow concerns over sustainable access to be deferred? If not always, then how about if spending was confined within some pre-budgeted ceiling? Determining usable configurations for DMP's recommended Chillout approach, defining rights tokens for a mixing and modding community, may be easier than publishing real PSC ARGs.

[9] But note that extensibility requires planning ahead as well as allowing for ongoing changes, for example the "prevailing norm" at [6] above.

[10] The new approach document and supporting website provide many excellent examples of existing content and proposed environments/applications. Role-playing in a test-bed, mock-up of several of these could provide interesting insight into how public service content usage rights can be well-defined. Such research could be UK only, international, inter-institutional, etc. Of course putting supporting technologies such as Chillout to the test is also desirable, and the 2012 digital switchover offers adequate lead time.
[11] Additionally, it is likely Chillout could serve as an interchange format, so it would not be necessary to exclusively use an interoperable DRM format such as Chillout in order to have its benefit. There might be no shortage of DRM standards that could find workarounds to be compatible with any commonly relied-on interchange format, especially within narrow profiles of use.

[12] DMP's approach is consistent with the PSP's principles and offers an extremely flexible way to avoid what DMM calls the "stalemate" impeding wider, legitimate uses of premium digital media content. Note that Creative Commons offers analogue licenses that can be digitally searched, but DMP offers an inherently digital licensing process that offers broader support of digital applications. From page 45 on, several statements in the new approach document could use a bit of an upgrade from the engineering perspective. This remarkable PSP proposition is almost there, but its creative input was drawn more from the authorial multimedia creation side than from the engineering side that builds the algorithms and equipment for digital media. Our approach to the "architecture of participation" (see [1]) would proffer a rights-manageable parsing of the bitstream, enabling all the envisioned uses. While it is certainly not our intent to cramp the style of the laudable PSP effort, the following narrow observations are offered in hopes of helping this still-preliminary effort successfully realize its goals.
5.33 ... it is not envisaged that the PSP should be set up as a distribution platform in its own right. 
This is both true and not true as platforms can be broadly described to include standardizing informatics-friendly metadata. The desire to avoid forcing a specially configured product down users ISP connection is certainly understood. But we suggest that a rights platform should be defined and digitally enabled, capable of serving the models described in the PSP new approach document -- it is a manageable task given the team that took the vision this far, supported by digital rights management approaches such as Chillout or MPEG-21. Arguably, at a minimum, MPEG-7 metadata should be supported so annotations can be aggregated (after searching the distributed network) when referring to segments of digital audiovisual media -- a necessity for scholarly reference and maintenance of good identity information. As described for example in Manjunath, Salembier and Sikora's "Introduction to MPEG-7" book (Wiley, 2002), a great deal of work has already been done to define exciting potential experiences based on searchable metadata. Interoperable metadata is in a sense a platform that is not really a platform because its consistency is foundational and enabling.
5.33 ... there is no compelling argument for a market failure in interactive media content distribution, certainly once the non-commercial nature of the PSP's mission is taken into account. 
This has not been the general impression among engineering experts. Many believe the market failure to be glaring, especially in contrast to other industries. The PSP's non-commercial prospects must be technologically supported in order to come into digital existence, and this can be done keeping costs low, but the only way to make an easy distribution business model at this time is without DRM, relying on cleartext file formats. As described in the PSP document, this is not adequate for the widest reach and setting up a manageable asset layer. International uses such as advertising should be able to pull from the same asset layer, and what people are allowed to do with the media should be clearly stated -- regardless of whether the media itself is in cleartext. An offer of rights comes with each file, where use implies acceptance.

But more specifically, the vision documents refer repeatedly to ARG games and modifications such as machinema, yet there is neither an interoperable authoring standard out there nor standardized equipment platforms that can be written to -- all are proprietary including trade secret information. The problem of how preservation institutions can sustain access to proprietary formats has been well-recognized for decades. More recently, some artists worried when Adobe bought Macromedia that their Flash artworks would continue to be playable. One bright note among standards has been SMIL -- balanced by the sour note that it is heavily dependent on RealPlayer for readily available support. There has indeed been market failure and it has injured the very purposes at the heart of the PSP public service premise. How will we communicate in the future? Will there be anything like U.S. "fair use" especially for scholars and academic environments?

5.34 ... an existing organisation may not have public purposes at the heart of its organisational values – or, if it does, it may not necessarily be best suited to delivering public purposes in the digital media environment. 
The real problem is the expertise necessary to deal with the real issues head-on, in order to deliver the public purposes scoped out by the PSP architecture of participation. There is a digital media community that has been authoring multimedia presentations, courseware, and a variety of displayed arts. People with backgrounds relating directly to the dynamic elements of interactive multimedia, or the technologies supporting it, are those best suited to lead this effort. It is possible that many existing institutions should task one of their own staff to participate in defining and creating the PSP, since individual experts reside in-house at many companies whether or not the rest of the company is very digitally "savvy". The solution to the problem of expertise is to somehow aggregate it into a dynamic community, perhaps as soon as possible.

5.35 Moreover, it is also worth reiterating here that there would be a competitive process to operate the PSP. This tender process would be open to all potential operators of the PSP, other than the BBC – as one of the core purposes of the PSP would be to provide competition for quality for the BBC. Hence, existing organisations are able to bid to run the PSP – although they would have to run it as a separate venture, rather than integrating the PSP’s operations into their core business.

Noting 3.49 which refers to what was envisaged in the PSB Review, it is unclear that this "reiterated" statement was effectively put forth to begin with. While methodologically simple, it is too open-ended with regards to anticipatable risks. Several top-level administrative chores and policy implementations could indeed be delegated to some entity with sufficient savvy to execute the job, for example a policy shop or a digital media company. But the methodology as stated in 5.35 could also be abused, could be unnecessary, and at any rate is a secondary formality to the essential task of concentrating adequate know-how under the umbrella of PSP participative efforts. As also referred to below, with regards to non-London locations, the headquarters envisioned in this subsection may be a relic of past business models. Most of the PSP organization could be conducted in the course of actively creating PSP content. Bringing the right knowledgeable people together who can effectively do this and then equipping them to succeed is the only way, and as envisaged, some members of the public will likely distinguish themselves as critical forces and increasingly rise to co-production duties. The true headquarters could become meetings at diverse locations, likely accompanied by content creation mobs. In other words, many UK individuals can make the PSP reality but not very many existing organizations are capable of adequately executing the tendered duties -- great care should be taken to narrowly define the scope of what is being tendered. For example, as mentioned at [2], DMP avails itself of several Eurescom services.
Under the sidebar section... 


Should the PSP be a new organisation?

comes 


The PSP as a new organisation


• Able to design most efficient intervention with specific and changing remits as desired.


• No broadcasting legacy issues in outlook or structure; rooted in digital media


• Fresh injection of creativity into the sector


• Potential for experimentation


• Ability to partner with a wide variety of organisations and industries


• Potentially fewer competition issues

these illustrate the above point being that these advantages only truly accrue if UK users with digital media mindset and talents collaborate. Note that the core, socially, in terms of giving commissions, could involve ratings, reputation, and a scale towards higher admin-rights user status. If thirty companies donated half a work week of one of their talented digital media experts, the talent base would be the equivalent-or-better of 15 full-time experts. As DMP illustrates, physical get-together assemblies can co-exist nicely with most of the work getting done online in between meetings. One hoped for means of revenue could be allowing favorable tax treatment to companies who donate half of one of their digital media employee's work week. 

5.36 ... The PSP's role would thus be limited to showcasing content, while others distributed it.

This is not apt. Depending on the scope of the tender, the PSP could be engaged mostly in paying for servers and being an impartial administrator of certain core legal functions. For the PSP to showcase talent, it would have to be a portal to begin with or plan advertising of some sort. More likely, the PSP will lead the process of orchestrating participative content creation and comment, with either mob votes or niche-group votes ultimately choosing what gets showcased. Since the PSP will be making the deals determining who will carry PSC, deciding on distribution particulars will indeed be an important role of the PSP. "Showcasing" in this networked participative environment is more likely to take the form of some sort of user-organized activities to get the word out. An added budget could spark promotions and competitions, with voting, so that "showcasing" could become one of the PSP's commissioned activities. Arguably, every step in the stakeholder value chain falls under the PSP's purview, if only how the PSP defines what it will not do, and a good rule of thumb might be to organize things so the PSP headquarters in cyberspace could rock and roll with the whole thing, distributing commissions and taking on an ever-new dynamic identity.

5.37 With such a role, it may be unhelpful for the PSP to invest heavily in creating a strong brand identity. While the organisation running the PSP would adopt a name and branding for its particular venture, its identity might be better thought of as a “facilitation brand” ...

For the co-producing community of developers, the "facilitation brand" really is the brand, because otherwise PSC is too multiplatform and multi-thematic to be confined to the "brand" of its PSP parent. But the developer community will indeed appreciate the PSP brand quite highly if it is made to mean and stand for the right things in actuality. The investment that should be made is in actually doing something to earn the trust of digital media developers who will be triggered to become co-producers by the vitality of PSC (ref. Mike Saunders' personal vision of "provocations"). Behind the scenes, one can guess a changing array of "hot" mailing lists and instant messaging friends lists is more likely to generate the hottest "brands" that everyone wanted to be "in on".

5.40 Moreover, the PSP will need to look to partner with other distributors outside the television market. The PSP’s remit in other platforms will mean that similar relationships will need to be built with platform operators and aggregators. An effective PSP will have close relationships with a wide range of organisations – from mobile network operators to internet search engines.

These relationships need not be close. Using some uniform metadata or APIs should enable any carrier of content to have access to the PSC, by means of both free-for-use and conditional access. Viral Internet distribution or ratings should probably be the basis of popularity. "Close relationships" can be improper and interfere with the public service mission. Making sure easy licensing agreements are available to all comers is probably the best way to go, and could result in considerable revenue (e.g., royalties from a blanket license).

5.41 A further key role for the PSP would be in ensuring that navigation and search mechanisms for its content – and conceivably for all public service media content – become as efficient as possible. This would not extend to the development of a search engine, but it would involve working with search engine specialists and the major global and local players in search to establish tagging and discovery mechanisms to facilitate this. The PSP's “facilitation brand” could be a valuable way of finding and benchmarking this kind of content in future.

Since many DMP participants have either worked on MPEG-7 or followed its progress, section 5.41 seems a little "behind the curve." It is hard to imagine the PSP's facilitation brand having much to offer here since most of these problems have been solved -- but showcasing fun tagging sub-sets could be good sport, like cranky kids humorously categorizing Shakespeare or elementary school librarians lumping together certain types of books. Relative to how 5.41 describes it, technical support for metadata tagging is now trivial, and the design solutions necessary for the PSP to function do not require extensive consultations with search engine specialists or major players.

5.42 We note that an open and collaborate approach is unlikely to be suitable for overseas markets. The PSP will be publicly funded within the UK, but – much as the BBC – could have a clear opportunity (and duty) to maximise commercial revenues in other markets in order to support its activities in the UK.

This is too narrow because the participation could blend into various commercial purchasing patterns. Users' wallets also participate. Linear television programming offers the simple model for free-at-home and paid-overseas, but the PSC envisioned can blend more effectively with commercial offers while still maintaining its public service identity. Selling television to foreign stations and on optical disk allows simple maximization, but when any keyword can potentially link to valuable commercial content, the possibilities are so numerous that it might make more sense to remain opportunistic and flexible, especially remaining responsive to user feedback.
The PSP’s wider market role; Based out of London; section 5.43 and 5.44

These are unduly restrictive since the decentralized format could spread commissions and revenues to the shops where participants work, for example shops donating a participant's time to support the PSP but receiving revenue. Schoolkids could participate in some version of this and win special privileges (note: kids' cable channels do this already). In other words, avoiding London-centric inhibitions does not require a heavy emphasis on a single physical alternative.
5.46 ... Some of this decentralisation will be region or location based, but should extend to ensuring that the PSP has access to a plurality of views based on other factors as well.

Please note that "media pluralism" as articulated by the EC's Reding-Wallström approach (ref.  http://europa.eu/rapid/pressReleasesAction.do?reference=IP/07/52&format=HTML&aged=0&language=EN&guiLanguage=en) is a desirable good. The authenticity that attracts youth to UGC also attracts all users to any content that doesn't seem part of a repressive, manipulated, false choice.
5.47 Finally, the PSP will need to consider those citizens and consumers who do not have access to much of its content. Although penetration of broadband or similar speed products (a necessary condition for accessing online content) is rising, it will soon reach PC penetration levels. Although mobile devices are ubiquitous, the majority cannot support the technologies needed for PSP content. Neither is likely to reach universality in the short term and indeed PC penetration has slowed in recent years.

This may not be up-to-date. Mobile connection speeds are now more than adequate in many parts of the world with usage levels rising. Given the timeframe of the digital switchover, mobile devices are likely to be able to carry most of the load for distributing multiplatform PSC, or at least browsing through choices and selecting some content for later consumption. It is worth noting that the cost of high quality color displays has conventionally maintained a high price for portable video players, but hopefully the growing mobile market for rich media will lead to cheaper color-display solutions.

5.48 To address this, a continued engagement with television will be a core part of the PSP’s activity...

Based on the preceding, we doubt that there is a "this," but leveraging the proven benefits of television makes routine good sense. 
5.48 ... The PSP would be well suited to act as a trusted guide and gateway to online content. The mechanics of how this would work are open to further discussion, but we suggest that the PSP could:

• Have a specific remit to increase take-up of new media platforms, in much the same way as the BBC has a significant role in the increased take-up of digital television in the run up to switchover

• Act as a gateway ... to enhance the value of the public service content provided by the market as well as improve media literacy and technology take-up.

Arguably, UGC creators would especially benefit from various sorts of assistance authoring, for example software wizards to walk beginners through selecting assembling video assets into a prescripted format, or server-based software for more sophisticated edit effects and compositing. But setting up the asset layer so it can be conveniently added to, searched, referenced (addressed) and curated is the precursor challenge. Based on that, the idea of a "new media platform" is as likely to refer to a model of interaction rather than some locked-down hardware device.
Summary

5.49 ... Figure 5.1: The PSP

Content created — Rationale: PSP’s roots are in audiovisual content, and it should take full advantage of digital platforms to deliver new forms of content

Again, the use of the term "platforms" avoids the question of future-friendly, interoperable standards. It will be easy to take advantage of any hardware that supports such standards.
Production — The PSP would not…: produce content

Arguably this is an overstatement, based on television content. As a user among users, the PSP is likely to sometimes play a constructive role as an engaged co-producer, especially depending on the type of PSC. It is good for shorthand, but the human side of co-production is inevitable. Also, while it might seem easy to speculate that the PSP would not own production facilities or infrastructure, this might also not necessarily be the case, for example collaborating on efforts to equip local centers dedicated to producing community PSC.
Performance metrics — Rationale: PSP will be a profoundly different organisation to traditional broadcasters; traditional metrics will not be appropriate

Traditional metrics won't be sufficient, but they might at times be appropriate.
Section 6

6 Next steps

6.2 ... our primary purpose is to further the debate of the concept in industry – we welcome views on whether the PSP would have a valuable role to play as part of a broader solution to ensure a strong and plural public service system in the future.

Industry can be expected to introduce considerations such that calling this your "primary purpose" might be an overstatement. But introducing the PSP approach and collecting industry reactions or support pledges makes straightforward good sense. It will remain of surpassing importance not to overly water down or corrupt this wonderful new approach, especially in order to achieve the goals of authenticity and media pluralism.
Timing and procedural issues

6.5 Therefore, while action could be taken relatively quickly, these issues will be addressed in the round in the run up to digital switchover.

Please note the proposed creation of a "Strategic Advisory Board" recommended by the Gowers Review (ref. http://www.hm-treasury.gov.uk/independent_reviews/gowers_review_intellectual_property/gowersreview_index.cfm). It is critical to the Review's goal of "reforming copyright law to allow individuals and institutions to use content in ways consistent with the digital age" and might be able to positively partner with efforts setting up the PSP and its participative process.
6.6 It is also important to note the process for making a decision regarding the possible

introduction of the PSP. Just as the launch of new (or significant changes to) BBC

services requires assessments both of the public value and the market impact likely

to arise, the PSP proposal would need to assessed in full – to ensure that it would

make a significant contribution to public purposes, while also limiting the market

impact on the commercial sector. In making a decision about the PSP, the

government would also need to decide who is best placed to carry out this

assessment. It could, for instance, be a regulatory impact assessment carried out by government. Alternatively, if the PSP idea is taken forward significantly by others in

government and elsewhere, it may be appropriate for Ofcom to carry out an

independent assessment of the potential market impact of the PSP, similar to

Ofcom’s role in the assessment of BBC services.

Although Ofcom is certainly an acceptable candidate it is noteworthy that no one is really best placed. Anticipating the changes brought on by digital media in a big bucks sport where top experts lose big and successful ventures often emerge unexpectedly from the margins. 
Next Steps

6.8 We welcome the Culture, Media and Sport Select Committee’s interest in the PSP concept in its inquiry into public service media content. Our evidence to that inquiry summarises many of the points made in this document.

It is noteworthy in passing that football/soccer always come into such concerns given the public's high level of interest. Since it is inevitable, this could be a good area to explore the acceptable balances between public service and commercial offers that are one click away. 
6.9 ... we are actively seeking responses on:

• The appropriate nature of intervention in the digital media age, and the balance between TV and non-TV forms of public service content distribution

Metadata and rights management are by all means appropriate interventions, and the goal for non-TV forms might be to store the asset layer using interoperable formats to the greatest possible extent.
6.9 ... on:

• The operating model – in particular, the approach to rights management

DMP has many documents available and is consistently generating new specifications, so the focus of this reply has not been to detail our approach but rather to show how it pertains to the PSP new approach.
6.10 ... We will develop the PSP concept further through:

• ... discussions with content providers regarding the types of prototype PSP content and services that funding could be used to support

As previously stated, it is important to test-bed the interactions for differing models of content. As described in Jennie Winhall's personal vision, users will take engaged action by means of participating with PSP content, so rights and restrictions should not intrude on the interactive engagement. With regards to Britain's many gifted content providers, there should be no shortage of proposals and the ability to develop them while being serious and playful at the same time. As Andrew Chitty said in "Public Service Publisher: Open Media Content" (p.1), "It is clear that networked and digital media driven by user participation are now at the heart of our culture." It would be good to see a new community of  UK content providers participate in actively developing these new types, sharing practical insights, research, best practices, and building effectively on the PSP new approach document's wonderful proposal.
