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1 Introduction
The objective of the WID ISAR[1] is to develop solutions for immersive binaural audio on head-tracked devices that are compatible with the envisaged split architectures, the source presents several possible envisioned scenarios for split renderer architectures which are based on reference TR26.998[2], these scenarios will be taken into account when design requirements. The Presentation Engine and XR Runtime should be allocated into appropriated devices.
2 Possible scenarios for split renderer architectures
The first scenario is as follows in Figure 2.1, refer to “5G Standalone AR UE” in TR26.998[2], the glass Glass UE connects directly to Cloud/and Edge through an embedded 5G modem, and the Glass UE has local capabilities of both decoding and rendering.
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Figure 2.1: Standalone Glass UE
The second scenario is as follows in Figure 2.2, refer to a type of “5G EDGe-Dependent AR UE” in TR26.998[2], the glass Glass UE connects directly to Cloud/and Edge through an embedded 5G modem, and the Cloud/Edge provides the capabilities of both decoding and rendering.
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Figure 2.2: Cloud/Edge-dependent Glass UE

The third scenario is as follows in Figure 2.3, refer to a type of “5G EDGe-Dependent AR UE” in TR26.998[2], the glass Glass UE connects directly to Cloud/Edge through an embedded 5G modem, and the Cloud/Edge and Glass UE provide the capabilities of decoding and rendering together.
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Figure 2.3: Cloud/Edge-dependent Glass UE
The fourth scenario is as follows in Figure 2.4, refer to a type of “5G WireLess Tethered AR UE” in TR26.998[2], the phone Phone UE connects to Cloud/Edge through an embedded 5G modem, the Phone UE and Glass UE connect through WiFi or 5G sidelink, maybe through Bluetooth for audio, and the phone Phone UE provides the capabilities of both decoding and rendering.
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Figure 2.4 Phone-dependent Glass UE
The fifth scenario is as follows in Figure 2.5, refer to a type of “5G WireLess Tethered AR UE” in TR26.998[2], the phone Phone UE connects to Cloud/Edge through an embedded 5G modem, the Phone UE and Glass UE connect through WiFi or 5G sidelink, maybe through Bluetooth for audio, Glass UE sends Pose Information to Phone UE if needed, and the Phone UE and Glass UE provide the capabilities of decoding and rendering together.
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Figure 2.5 Phone-dependent Glass UE
The sixth scenario is as follows in Figure 2.6, refer to a type of “5G WireLess Tethered AR UE” in TR26.998[2], the phone Phone UE connects to Cloud/Edge through an embedded 5G modem, the Phone UE and Glass UE connect through WiFi or 5G sidelink, maybe through Bluetooth for audio, Glass UE sends Pose Information to Cloud/Edge if needed, and the Cloud/Edge and Glass UE provide the capabilities of decoding and rendering together, the Phone UE just acts as a relay device.
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Figure 2.6 Cloud/Edge-dependent Glass UE
The seventh scenario is as follows in Figure 2.7, refer to a type of “5G WireLess Tethered AR UE” in TR26.998[2], the phone Phone UE connects to Cloud/Edge through an embedded 5G modem, the Phone UE and Glass UE connect through WiFi or 5G sidelink, maybe through Bluetooth for audio, Glass UE sends Pose Information to Phone UE and Cloud/Edge if needed, and the Cloud/Edge, Phone UE and Glass UE provide the capabilities of decoding and rendering together.
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Figure 2.7 Cloud/Edge and Phone UE-dependent Glass UE
3 Conclusion
[bookmark: _Hlk131977287][bookmark: OLE_LINK1]The functions of decoding and rendering should be allocated into appropriated devices based on the split renderer architectures. It is proposed to consider these scenarios when designing the requirements of ISAR and put section 2 into proposed TR on ISAR Requirements.
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