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1 Introduction

Currently, TR 26.998 contains 4 device types: namely 5G EDGe-Dependent AR UE, 5G Standalone AR UE, 5G WireLess Tethered AR UE and 5G Wired Tethered AR UE. The first one clearly lacks some AR functionalities and therefore requires the cloud/edge for AR applications to run. The further 3 device types have further AR capabilities and AR applications could completely run on the AR/MR device, although they could be also cloud/edge assisted.

It is worth to mention that trials with devices that belong to this second group (e.g. HoloLens or Nreal) have shown that although they can support AR applications without the cloud/edge, as long as the complexity of the scene (e.g. number of objects inserted into the reality in a MR application) increases, edge/cloud assisted solutions (i.e. split). Also, it is unclear to what extent immersive codecs will be supported on the devices (e.g., V-PCC), e.g. how many high-definition objects will be possible to decode and so on.

Finally, there are devices for which while the capabilities are supported on chipset level, they are not when it comes to power consumption.

2 Proposal
*** Change 1 ***
4.2.2.2	Type 1: 5G STandalone AR (STAR) UE
Figure 4.2.1 provides a functional structure for Type 1: 5G STandalone AR (STAR) UE.

Figure 4.2.1: Functional structure for Type 1: 5G STandalone AR (STAR) UE
Main characteristics of Type 1: 5G STandalone AR (STAR) UE:
-	As a standalone device, 5G connectivity is provided through an embedded 5G modem
-	User control is local and is obtained from sensors, audio inputs or video inputs
-	AR/MR functions are either on the AR/MR device, or split
- Some devices might have limited support for immersive media decoding and rendering and may need to rely on 5G cloud/edge.
-	The AR/MR application is resident on the device
-	Due to the amount of processing required, such devices are likely to require a higher power consumption in comparison to the other device types.
-	Functionality is more important than design

*** Change 2 ***
4.2.2.4	Type 3: 5G WireLess Tethered AR UE
Figure 4.2.3 provides a functional structure for Type 3: 5G WireLess Tethered AR UE.

Figure 4.2.3: Functional structure for Type-3: 5G WireLess Tethered AR UE
Main characteristics of Type 3: 5G WireLess Tethered AR UE:
-	5G connectivity is provided through a tethered device which embeds the 5G modem. Wireless tethered connectivity is through WiFi or 5G sidelink. BLE (Bluetooth Low Energy) connectivity may be used for audio.
-	User control is mostly provided locally to the AR/MR device; some remote user interactions may be initiated from the tethered device as well.
-	AR/MR functions (including SLAM/registration and pose correction) are either in the AR/MR device, or split. 
-	While media processing (for 2D media) can be done locally to the AR glasses, heavy AR/MR media processing may be done on the AR/MR tethered device or split.
- Some devices might have limited support for immersive media decoding and rendering and may need to rely on 5G cloud/edge.
-	While such devices are likely to use significantly less processing than Type 1: 5G STAR devices by making use of the processing capabilities of the tethered device, they can still support a lot of local media and AR/MR processing. Such devices are expected to provide 8-10h of battery life while keeping a significantly low weight.
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