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1. Introduction
The latest version of WebXR Augmented Reality Module was released by the Immersive Web Working Group in November 2022. Compared with the previous version (released in October 2019), it clarified the terminology, added more functionalities, and also added Privacy and Security considerations. 

2	W3C WebXR Augment Reality Module
WebXR was developed by the W3C group to serve XR experiences in a web environment. A more detailed introduction to WebXR is available under clause 4.9.2.4 of 3GPP TR 26.928 [1] and clause 4.6.4.2 of 3GPP TR 26.998 [2]. The WebXR Augmented Reality module expands the WebXR Device API with the functionality available on compatible AR hardware [3]. This module may be achieved with see-through displays, or video pass-through systems like handheld mobile AR with a phone (Device design type 4 in MeCAR). The extended WebXR Device APIs are summarized below:

Table X – WebXR Device API Integration 
	WebXR Device
API
	Extension
	Definition

	XRSessionMode
	Type: enum
Value: "immersive-ar"
	The "immersive-ar" session mode indicates that the session’s output will be given exclusive access to the immersive XR device display and that content is intended to be blended with the real-world environment. 

	XREnvironmentBlendMode
	Type: enum
Value: "opaque"
	When performing opaque environment blending, the rendered buffers obtained by the XR Compositor are composited using source-over blending on top of buffers containing exclusively 100% opaque black pixels.
Displays: Opaque and Pass-through 
Mode: "immersive-vr" or "inline"

	
	Type: enum
Value: "alpha-blend"
	When performing alpha-blend environment blending, the rendered buffers obtained by the XR Compositor are composited using source-over blending on top of buffers containing pixel representations of the real-world environment.
Displays: Pass-through 
Mode: "immersive-ar" 

	
	Type: enum
Value: "additive"
	When performing additive environment blending, the rendered buffers obtained by the XR Compositor are composited using lighter blending before being presented on the XR device.
Displays: See-through 
Mode: "immersive-vr" or "immersive-ar" or "inline" 

	XRInteraction
Mode
	Type: enum
Value: "screen-space"
	The XRInteractionMode value of "screen-space" indicates that the UI elements should be drawn directly to the screen without projection, e.g., the UI for handheld phone AR. 

	
	Type: enum
Value: "world-space"
	The XRInteractionMode value of "world-space" indicates that the UI elements should be drawn in the world space, perhaps at some distance from the user's head so that they may interact with it using controllers, e.g., the UI for headworn AR.

	XRView - 
First Person Observer View 
	Type: boolean
Value: true
	The XRView interface's read-only isFirstPersonObserver property is a boolean indicating if the XRView is a first-person observer view.

	Security & Privacy
	https://github.com/immersive-web/webxr-ar-module/blob/main/security-privacy-questionnaire.md



The IDL declarations of the WebXR Augmented Reality module are defined as follows:
enum XREnvironmentBlendMode {
  "opaque",
  "alpha-blend",
  "additive"
};
partial interface XRSession {
  // Attributes
  readonly attribute XREnvironmentBlendMode environmentBlendMode;
};
enum XRInteractionMode {
    "screen-space",
    "world-space",
};
partial interface XRSession {
  // Attributes
  readonly attribute XRInteractionMode interactionMode;
};
partial interface XRView {
  readonly attribute boolean isFirstPersonObserver;
};

3	Proposal
We propose to include section 2 of this document into the MeCAR PD as a relevant activity in external organizations.
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