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1. Summary
This document proposes updates to Cloud Gaming in TR26.925 based on discussions in the context of FS_5GXR and information in TR26.928.
2. Proposed Updates
[bookmark: _Toc25243042]5.5	Typical Traffic Characteristics for Cloud gaming bitrates
For cloud gaming, the downlink streaming of 720p/1080p/4k @60fps encoded A/V typically consists of a 5-35Mbps bitstream. One instance of a cloud gaming service requires a minimum uplink bitrate of 1.5 Mbps [21].
In the future we it is expected up to 8k resolutions and up to 120fps downlink bitstreams for cloud gaming. No information on such currently deployed services are available to formulate typical bitrates. However, Clause 6 provides indication that allows estimation of bitrates. Annex A provides background information on deployed cloud gaming services.
[bookmark: _GoBack]Different game types result in different action-to-render latency requirements. As discussed in TR26.928 [30], clause 4.2, game types requiring (i) at most 50ms, (ii) at most 100ms, (iii) at most 200ms, and (iv) no latency requirements. The latency impacts the traffic model as well as the requirements on the delivery system. The shorter the latency requirements, the higher is the expected bitrate.



		Page: 1/2
		Page: 2/2
