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1. Introduction
At SA4#94 work for a new EVS Codec Extension for Immersive Voice and Audio Services (IVAS) has been started [1]. The work item also refers to the previous TR 26.918 [2], which lists multiple use cases and formats for immersive audio. This contribution addresses a discussion point from the previous SA4#95 meeting, where mono modes for IVAS were discussed.
2. Enhanced Voice Services
In Release-12 the EVS codec has been standardized. Since its approval, issues in the specifications and the fixed-point and floating-point code have been identified and addressed. Right now, SA4 has ongoing study items to enable high-performance EVS implementations for an extended set of platforms, e.g. modern DSP architectures (FS_BASOP [3]) or floating-point architectures (FS_EVS_FCNBE [4]).

Deployment of EVS is ongoing, first commercial voice services using EVS appeared in 2016. In 2017 several additional carriers also enabled EVS in their networks. At this point in time customers in at least Japan, Germany, UK, the US have the choice to buy EVS-enabled UEs and can then take advantage of the improved quality or better coverage. Such UEs are available from many vendors, no vendor however supports EVS in his entire line-up yet.
3. EVS Codec Extension for Immersive Voice and Audio Services

SA4#94 agreed the Work Item for the EVS Codec Extension for Immersive Voice and Audio Services, with subsequent approval by SA. At the recent SA4#95 meeting some discussion was triggered, where there was an argument, that IVAS could become the next EVS with all new mono modes.
The source sees a risk that another mono codec on the horizon could delay the introduction of EVS, and thereby super-wideband voice services. Even with the current timeline of IVAS project finalization by end of 2019 carriers and vendors might become confused, which technology should be used when they intend to introduce super-wideband services or when the need for improved error resiliency arises.
Therefore, for the avoidance of doubt, the title of [1] should drive the IVAS project. The IVAS codec is an “EVS Codec Extension for Immersive Voice and Audio Services”, which means that it extends and not replaces EVS. Such clarification is inevitable for all potential implementers, that EVS is 3GPP’s codec for super-wideband (and full-band) enhanced voice services and that IVAS will extend EVS for Immersive Voice and Audio Services, i.e. to add modes beyond mono.
This also matches the statement to build upon the EVS codec and the last WID objective in [1]:

· The solution is expected to provide support for MTSI services and potentially MBS/PSS services through the definition of a new immersive audio media component. Support for MTSI services is also accomplished by the provision of bit-exact EVS operation as part of the solution.

By including the EVS codec in IVAS and only defining new modes that enable new applications beyond what is already possible with EVS, the source sees this objective fulfilled and also a clear message can be formulated: EVS is 3GPP’s codec for super-wideband (and full-band) services and it will be extended for Immersive Voice and Audio Services.

4. Summary

The source kindly requests to take above information into account and to formulate a clear statement that the IVAS project will extend (not replace) the EVS mono codec.
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