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**************** BEGINNING OF MODIFIED CLAUSE *****************
4.3.3
Content production workflow

Figure 4.12 depicts a basic workflow for content creation and delivery for VR today.
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Figure 4.12: Event Multicast to VR enable user equipment
The workflow depicted in Figure 4.12 shows a complete VR audio system involving scene-based, object-based and channel-based audio representations. Not all of the components depicted must be used for a particular use case.
4.3.3.1
 Content production workflow for Scene-Based Audio
In applications involving real-time streaming of user generated content, the use of a live mixing engineer or post-production may not always be possible/desired. In those applications, the content production workflow can be simplified to a direct transmission of a scene-based audio stream. The sound field is captured with an appropriate microphone array configuration and transmitted to the far-end in a format such as Ambisonics or Higher-Order Ambisonics.
Even though no user manipulation of the content is performed, it is still possible that the content transmitted is modified in the transmission chain. In particular, Ambisonics and Higher-Order Ambisonics are built on a layered approach that makes the technology suitable for scalability. Scalability may be desirable depending on e.g.: the bandwidth available, the computational resources on the renderer side, etc.
For example, the content can be scaled according to link budget conditions. An example of such approach is depicted in Figure 4.13, where a Higher-Order Ambisonics content being transmitted adapts based on link conditions. When link conditions are adequate, higher spatial audio resolution can be transmitted, enhancing the sense of immersion and spatial localization. Conversely, if link conditions degrade, the network may opt to lower the spatial audio resolution, saving resources.
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Figure 4.13: Example of a pure Scene-Based Audio workflow showing link adaptation
**************** END OF MODIFIED CLAUSE *****************
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