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1. Introduction

This contribution proposes two conversational use cases of extended reality services over 5G. The two presented use cases exhibit some similarities concerning the underlying enabling techniques but are presented as different use cases since they differ significantly from a service view. 

It is suggested to discuss the relevance of these use cases and to include them into the draft TR on Extended Reality over 5G.
2. Use Case 1: XR Meeting
	Use Case Name

	XR Meeting

	Description

	This use case is a mix of a physical and a virtual meeting. It is an XR extension of the virtual meeting place use case described in 3GPP TR 26.918. The use case is exemplified as follows:

Company X organizes a workshop with discussions in a couple of smaller subgroups in a conference room. Each subgroup discusses a certain topic and participants are free to move to the subgroup of their interest. Remote participation is enabled. 

The main idea for the remote participants is to create a virtual world where they can meet and interact through their avatars with the other people. Remote participants are equipped with HMD and headphones. A remote participant would be able to move freely in the virtual conference room and interact with the different subgroups of people depending for example on the discussion they are having. In this scenario, the remote user would be able to speak to other users in his/her immediate proximity and obtain a spatial rendering of what the other users in his/her immediate proximity are saying and would hear them from the same relative positions they have to him/her in the virtual world.

The physical participants see and hear avatars representing the remote participants through their AR Glasses and headphones. They interact with the avatars in the discussions as if they were physically present. For them the interactions with other physical and virtual participants happen in a mixed reality.

    

	Categorization

	Type: AR, VR, XR, MR

Degrees of Freedom: OD 6DoF, 6DoF

Delivery: Interactive, Conversational

Device: Phone, HMD, Glasses, headphones

	Preconditions

	Remote participants: Phone with render capability through connected HMD and headphones.

Physical participants: Phone with connected AR Glasses and (open) headphones.  

Meeting facilities: immersive audio and video capture.

	Requirements and QoS/QoE Considerations

	QoS: QoS requirements like MTSI requirements (conversational, RTP).

QoE: Immersive voice/audio and visual experience, Quality of the mixing of virtual objects into real scenes. 



	Feasibility

	<provides a summary on how such a use case can be implemented today, including references>

TBD

	Potential Standardization Status and Needs

	<identifies potential standardization needs>

TBD


3. Use Case 2: Convention / Poster Session
	Use Case Name

	Convention / Poster Session

	Description

	This use case is exemplified with a conference with poster session that offers virtual participation from a remote location. 
It is assumed that the poster session may be real, however, in order to contribute to meeting climate goals, the conference organizers are offering a green participation option. This is, a virtual attendance option is offered to participants and presenters, as an ecological alternative avoiding travelling. 
Remote participants are equipped with HMD and headphones. They are virtually present and can walk from poster to poster. They can listen to ongoing poster presentations and move closer to a presentation if they think the topic or the ongoing discussion is interesting. The virtual participants are represented at the real event through their avatars, which the real participants and presenters see and hear through their AR glasses and headphones. The real and virtual participants and the presenter interact in discussions as if everybody was physically present. The remote participants have also the possibility to use their VR controller as a pointing device to highlight certain parts of the poster, for instance when they have a specific question.
Virtual presenters are equipped with HMD and headphones. They see their own poster, use their VR controller as a pointing device to highlight a part of the poster that they want to explain. They also see their audience, which may be a mix of real persons that are physically present at the meeting, and avatars of remote participants. It may also be that they see some colleagues passing by and, to attract them to the poster, they may take some steps towards the colleague and call out to her/him. The audience attends the virtual poster session in some dedicated physical spots of the conference area. The participants see and hear the virtual presenter through their AR glasses/headphones. They also see and hear the other audience that may be physically present or just represented though avatars.    

	Categorization

	Type: AR, VR, XR, MR

Degrees of Freedom: OD 6DoF, 6DoF

Delivery: Interactive, Conversational

Device: Phone, HMD, AR Glasses, VR controller/pointing device, headphones

	Preconditions

	Remote participant: Phone with connected VR controller. For render the phone has connected HMD and headphones.

Remote presenter: Phone with connected VR controller. For render the phone has connected HMD and headphones. Phone has document sharing enabled for sharing of the poster.
Physical auditors/presenters: Phone with connected Glasses and open headphones. Phone has a connected pointing device.  
Conference facilities: immersive audio and video capture.

	Requirements and QoS/QoE Considerations

	QoS: QoS requirements similar to MTSI requirements (conversational, RTP).

QoE: Immersive voice/audio and visual experience, Quality of the mixing of virtual objects into real scenes. 


	Feasibility

	<provides a summary on how such a use case can be implemented today, including references>
TBD.

	Potential Standardization Status and Needs

	<identifies potential standardization needs>
TBD.
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