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This contribution addresses one aspect of the current LiQuImAS work item, which is the multi-dimensionality of factors that contribute to the overall quality of experience (QoE) in immersive audio services. As outlined in the current draft of TR 26.861 [1] and in TR 26.918 [2], multiple dimensions have been identified. Whereas in [1] an effort was made to cluster the dimensions, it becomes also evident that there are many of them that contribute to the overall QoE. In [2] Fig. 4.23 (see also [3]) highlights the fact that some parameters are more relevant than others, but the problem of multi-dimensionality remains.
When looking back into the history of specifying the testing procedure for MPEG-H 3D Audio, it was first envisaged setting up a number of separate tests for localization accuracy, envelopment, timbral fidelity, etc. The implication of testing a small set of attributes is that the importance of each attribute, i.e. its contribution to QoE is known and not different from subject to subject. Tests on individual aspects may only help to understand how these influence the basic audio quality. 

After some consideration it was found that running several of such specialized tests would both impose unrealistic test effort burden and at the same time fail to produce results that are representative of realistic use cases (e.g. listening to real recordings vs. artificial point sources for localization experiments). The source thinks the same is valid if the questions are asked in a single test, which is likely a very stressful listening experience. Also they require a very well trained listening panel or strict criteria for pre and /or post-screening of listeners.
Instead, it was then decided that a comprehensive and realistic evaluation is better done by the single MUSHRA basic audio quality dimension and that evaluating different aspects of the subjective quality would better be done by choosing an appropriate test set that contains test items which stress these different aspects. This also matches the current draft text of section 4.2.2.3 in [1], where an evaluation of only the first layer is proposed, i.e. the overall audio quality.
Based on this experience, it is recommended to follow this approach also for LiQuImAS, i.e. to follow the above mentioned common understanding: evaluating basic audio quality for a well-selected critical test set.

If needed, additions for VR-specific evaluation, such as binaural listening with head-tracked audio rendering might be possible, such additions are however for further study at this point in time.
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