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[bookmark: _Toc214542913]9	High level media data workflows
[Editor’s note: Placeholder for the description of the workflows]
[bookmark: _Toc214542914]9.1	All-in-client configuration
9.1.1	Description
This section outlines different aspects of the media data workflows, of the use cases described in clause 5 of the present document, that primarily corresponds to the functionality that may run on the UE. 
9.1.2	Media Workflow Steps
9.1.2.1	Workflow description
Following are some of the media workflow steps of different use cases described in clause 5 of the present document that can be run on the UE using an All-in-client configuration:
-	Scene capture on the UE, for example using the rear or front camera(s) of a mobile device. Multiple viewpoints may be captured to ensure good coverage and parallax. The user may be guided by the application, and the application may collect auxiliary signals (clause 5.2).  
-	Generation of a static 3DGS model, depending on the upon capability of the UE device (clause 5.2)

-	The 3DGS asset (static object, scene) is packaged and sent to another UE or a network device via different distribution channels such as MMS, OTT messaging, or a download (clause 5.2, clause 5.5)
-	The UE receives one or more of the 3DGS assets and stores them in local memory or GPU memory (clause 5.2). The UE may also receive dynamic 3DGS scene content using file delivery, which it stores in local memory or GPU memory (clause 5.4)
-	The UE renders the 3DGS assets by selecting Gaussians based on LODs dependent upon the user preferences, capabilities and characteristics of the UE device such as the camera pose, display resolution etc. (clause 5.2), or by using time aligned animation streams (clause 5.5)  
9.1.2.2	Characteristics
Below are the characteristics for the all-in-client configuration for realizing the use case:
-	Latency/Performance: Dependent upon the capabilities of the UE device that is capturing, generating, or rendering the 3DGS asset  
-	Scalability: Limited by the UE device capabilities (local memory, GPU memory, decoding capabilities)
-	Use of network: Only for distribution/asset transfer. 
-	Network interaction during playback: Limited (if using HTTP Progressive Download). Once the 3DGS data is received, all viewpoint updates and navigation are handled locally.
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