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1. Introduction
The Study on QUIC-based media delivery for real-time communication and services focuses on identifying relevant application scenarios for which the evaluation of QUIC-based media delivery protocols is carried out, in particular including existing 3GPP services or service enablers such as split rendering.
This contribution focuses on Peer to Application to Peer (P2A2P) application scenario described in TS 23.228 and TS 26.114 for real-time communication services.
2. Reason for Change
This contribution documents the description of P2A2P application scenario with multiple use-cases using QUIC-based media delivery protocols in real-time communication services.
3. Proposal
It is proposed to agree the following changes to current version of 3GPP TR 26.836.
* * * First Change * * *
2	References
The following documents contain provisions which, through reference in this text, constitute provisions of the present document.
-	References are either specific (identified by date of publication, edition number, version number, etc.) or non specific.
-	For a specific reference, subsequent revisions do not apply.
-	For a non-specific reference, the latest version applies. In the case of a reference to a 3GPP document (including a GSM document), a non-specific reference implicitly refers to the latest version of that document in the same Release as the present document.
[1]	3GPP TR 21.905: "Vocabulary for 3GPP Specifications".
[2]	3GPP TS 26.522: "5G Real-time Media Transport Protocol Configurations".
[3]	3GPP TS 23.501: "System architecture for the 5G System (5GS)".
…
[26506]	3GPP TS 26.506: "5G Real-time Media Communication Architecture (Stage 2)".
[26113]	3GPP TR 26.113: "Real-Time Media Communication; Protocols and APIs".
[22870]	3GPP TR 22.870: "Study on 6G Use Cases and Service Requirements".
* * * Second Change * * * all new
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5.2.1	Application Scenarios
5.2.1.1	Scenario#1: Peer to Application to Peer (P2A2P) communication
5.2.1.1.1	Description
Leveraging the GA4RTAR service architecture defined in TS 26.506 [26056], Iin this application scenario, User A establishes an RTC session tovia an intermediary RTC ASApplication Server (AS), rather than directly to User B. A SWAP server defined in TS 26.113 [26113] terminates the SDP offer from User A and initiates a second SDP offer towards User B. Similarly, the SWAP server in the RTC AS terminates the media from User A and forwards the media traffic towards User B, effectively acting as an intermediary go-between. This scenario leverages the GA4RTAR service architecture defined in TS 26.506 []: tThe RTC AF triggers the appropriate Application ServerRTC AS based on service logic, and is responsible for control plane provisioning and media session handling features. The SWAP server andin the RTC AS controls media session setup, modification, and teardown for both legs. This allows the application to provide value-added real-time services such as call screening, interactive voice response (IVR), real-time translation, media mixing, conferencing, or contextual service logic.
From thea media handling perspective, the Application ServerRTC AS is a media-aware entity that actively processes real-time media streams. Media is no longer simple end-to-end pass-through; instead, the Media Function of the RTC AS may decode, analyse, modify, or regenerate media before forwarding it to the other endpoint. Examples include inserting announcements, mixing multiple audio streams, transcoding codecs for interoperability, injecting real-time text, or adapting media characteristics based on policy or user context. TS 26.113 [26113] defines the constraints under which such media handling must occur – ensuring conversational latency bounds, synchronization between media components (e.g., voice and RTT), and graceful adaptation to packet loss or bandwidth variation – so that the overall interaction still qualifies as real-time conversational communication.
The following use-cases are described for this peer-to-application-to-peer (P2A2P) application scenario.
5.2.1.1.2	Real-Time Communication for Conversational XR services
Real-time communication between two or more users may be augmented by an eXtended Reality (XR) scene shared by all the participants. A user may be represented by their (2D or 3D) avatar or hologram. A user may have several XR devices (e.g., XR glasses/headset, immersive audio headset, haptics devices) for a multi-modal immersive experience. 
Each participant may interact with the virtual objects composing the XR scene. The main XR Scene Manager, located in the Media Function (MF) of an Application Server (AS)the RTC AS is responsible for maintainingkeeping the XR scene up to date for all the participants during the communication session.
The participants in an XR real-time communication session may be:
-	all remote and represented by their avatars inside a common virtual 3D environment (i.e., full Virtual Reality – VR scenario),
-	all local and the common XR scene is inserted and viewed into the conference room using Augmented Reality (AR) technology, or
-	either local or remote. In this hybrid configuration, the common XR scene is inserted into the conference room and viewed by the local participants using AR devices. The remote participants are represented by their avatars.
Several use cases describe such kind of interactive immersive XR real-time communication in TR 22.870 [22870]:
-	Seamless immersive reality in education (clause 9.5 of TR 22.870): The immersive classroom may be local (all students are physically co-located and learn with virtual objects), hybrid (with both physically co-located as well as remote participants), or fully immersive (where both students and instructors are virtually present).
-	Seamless holographic telepresence in healthcare (clause 9.8 of TR 22.870 [22870]): This use case aims to enable highly immersive, real-time interactions between patients and medical practitioners located in different places. Unlike conventional audio or video calls, holographic telepresence seeks to recreate the feeling of physical co-presence by using holograms, avatars, and multi-sensory media so that participants can interact as if they were in the same room. Realistic holographic displays require synchronized multi-modal data streams (video, audio, haptics, motion, and volumetric data) captured from multiple viewpoints to support six degrees of freedom (6DoF). Holographic data inherently contains sensitive biometric information such as facial features, voiceprints, gestures, and health-related signals emphasizing that security and privacy are critical enablers for this use case.
-	Personalized interactive immersive guided tour (clause 9.12 of TR 22.870 [22870]): This use case combines location-aware Mixed Reality (MR), XR, avatars, and multi-modal interaction. Groups of visitors explore a city through a remote touristic guide represented by personalized avatars, while each participant uses heterogeneous 5G/6G-connected devices (e.g., AR glasses, XR headsets, smartphones, haptic wearables, immersive audio). Each user can choose their level of immersion, devices, language, avatar appearance, and content type, while the system simultaneously adapts touristic information to individual preferences within the same group experience. Visitors interact with the remote guide and each other through conversation, gestures, and haptics, while an application server analyses gaze, facial expressions, and behaviour using AI to trigger contextual content adaptations. The experience supports rich XR features such as 2D/3D video, volumetric video, 6DoF movement, immersive audio, and tactile feedback, creating a shared yet individualized sense of presence throughout indoor and outdoor locations.
* * * End of Changes* * * *
