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1
Introduction
The present contribution proposes a more extensive synopsis of the keynote speech given by Sony Pictures Entertainment (SPE) at the “Immersive Media Meets 5G” workshop, held on 15-16 April in LA, for inclusion in the workshop summary [1].

This contribution is based on the author’s own recollection from the workshop. It is hoped that SPE can provide an even more substantial summary in due course.

2
Pseudo-CR text for SPE keynote summary
	
	
	Morning Keynote

	Observation:

· In terms of technology, Hollywood and Silicon Valley are merging in many respects

· With VR/AR content creation a new art form is being born

· The fundamental difference between a movie and a game need to be recognized…

· A Movie is for entertainment, raising emotions, the telling of a story - no user input desired

· A Game is a competition or adventure, with the user’s active involvement that influences the outcome

· …and that any approach that attempts to mix these categories just does not work

· 
· 
Proposal:

· Point Cloud is the clearly preferred capture method for SPE; ray tracing approaches might be good for CGI/gaming content

· The Point Cloud Capture content can be used as a mezzanine format for both the movie and derivative assets, e.g. the basis for the game’s scenes

· 
· 
· 
	
	Scot Barbour
Sony Pictures Entertainment
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