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The IVAS work item was launched back in summer 2017 [1] with target completion within 3GPP Rel-16. Slow progress has meanwhile forced an extension of the work and led to the shift of the completion target to 3GPP Rel-17. Yet, the work is still not advancing in big steps and if the current speed to set the IVAS standardization ToRs with its steering permanent document continues, even that target may be in jeopardy.
[bookmark: _GoBack]Looking more into the details of the present work, the discussions related to IVAS design constraints tend to be complicated. Many proposals on required IVAS codec features were made; the present IVAS-4 document [2] with various suggested features that are not agreed and thus is square brackets give a good reflection of that situation.
The source believes that refocusing on the IVAS work item essentials would be key to advance the work. Without going into too much detail, it is worth recapitulating the work item purpose and the overall goals. In the following, the source has copied the corresponding language from the IVAS WID including highlighting of the elements that appear essential:
The purpose of this work item is therefore to fill this technology gap and to address the increasing demand for rich multimedia services. In addition, teleconferencing applications over 4G/5G will benefit from this next generation codec used as an improved conversational coder supporting multi-stream coding (e.g., channel, object and scene-based audio). Use cases for this next generation codec include, but are not limited to, conversational voice, multi-stream teleconferencing, VR conversational and user generated live and non-live content streaming. The approach proposed is to build upon the EVS codec with the goal of developing a single codec with attractive features and performance (e.g. excellent audio quality, low delay, spatial audio coding support, appropriate range of bit rates, high-quality error resiliency, practical implementation complexity). In the scope of 3GPP the predominant audio rendering instrument is envisaged to be headphones but configurations with e.g. tablet speaker playback may also be of relevance.
[…]
The overall objective of this work item is to develop a single general-purpose audio codec for immersive 4G and 5G services and applications including the VR use cases envisioned in 3GPP TR 26.918. 
[…]
The developments under this work item should lead to a set of new specifications defining among others textual description of the IVAS codec. Following 3GPP practice, fixed-point and floating-point C code and associated test vectors should also be part of this set of specifications. RTP payload format, SDP parameter definitions, jitter buffer management, rendering and packet loss concealment should be specified as part of the set of the codec specifications.
  
Proposal
Considering the IVAS work item essentials, the source suggests refocusing the ongoing IVAS standardization work. For the permanent documents on design constraints (IVAS-4) that is presently most debated, this means that proposed features that clearly go beyond the work item essentials should not be required and thus excluded from IVAS-4. If the group considers certain features that are not endorsed by the IVAS WID desirable, it may be a possibility to spell them out as optional elements. Codec proponents may then consider providing them in case they fit in the respective codec candidate design and do not violate other design requirements such as e.g. on complexity.  
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