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1. Introduction
This pseudo-change request proposes to update the TR document of the FS_3DGS_MED study, and more specifically section 4 relating to the 3DGS representation format.
2. Reason for Change
Provide a first version of this section. 
4. Proposal
It is proposed to agree the following changes to 3GPP Draft TR 26.958.

[bookmark: _Hlk61529092]* * * First Change * * * *
[bookmark: _Toc213432142]2	References
The following documents contain provisions which, through reference in this text, constitute provisions of the present document.
-	References are either specific (identified by date of publication, edition number, version number, etc.) or non‑specific.
-	For a specific reference, subsequent revisions do not apply.
-	For a non-specific reference, the latest version applies. In the case of a reference to a 3GPP document (including a GSM document), a non-specific reference implicitly refers to the latest version of that document in the same Release as the present document.
[1]	3GPP TR 21.905: "Vocabulary for 3GPP Specifications"
[ba]	B. Kerbl, G. Kopanas, T. Leimkühler, and G. Drettakis, "3D Gaussian Splatting for Real-Time Radiance Field Rendering," Proc. ACM SIGGRAPH 2023 Conference Proceedings, 2023. Available: https://repo-sam.inria.fr/fungraph/3d-gaussian-splatting/.
[bb]	COLMAP: "General-purpose Structure-from-Motion and Multi-View Stereo," available at: https://colmap.github.io/

* * * Next Change * * * *
[bookmark: _Toc213252990][bookmark: _Toc213432146]3.1	Terms
For the purposes of the present document, the terms given in 3GPP TR 21.905 [1] and the following apply. A term defined in the present document takes precedence over the definition of the same term, if any, in 3GPP TR 21.905 [1].
Definition format (Normal)
<defined term>: <definition>.
anisotropic: refers to Gaussians whose shape and orientation vary by direction, allowing them to take ellipsoidal forms instead of uniform spheres. This enables more accurate modelling of local geometry and surface details by adapting each splat’s spread and rotation in 3D space.

* * * Next Change * * * *
3.4	Abbreviations
For the purposes of the present document, the abbreviations given in 3GPP TR 21.905 [1] and the following apply. An abbreviation defined in the present document takes precedence over the definition of the same abbreviation, if any, in 3GPP TR 21.905 [1].
Abbreviation format (EW)
3DGS	3D Gaussian Splatting
SH	Spherical Harmonic
PLY	Polygon file format

* * * Next Change * * * *
[bookmark: _Toc213252993]4	3DGS representation format
[Editor’s note: Placeholder for the description of the 3DGS format and characteristics]
[bookmark: _Toc213252994]4.1	Introduction
A 3D Gaussian Splatting (3DGS) scene is represented as a set of continuous primitives, anisotropic 3D Gaussians, each carrying geometric parameters and radiometric attributes. It was first introduced in 2023 in research paper 3D Gaussian Splatting for Real-Time Radiance Field Rendering from INRIA [ba]. The data model captures a primitive’s spatial support (position, orientation, shape) and its appearance (view-dependent color).
[bookmark: _Toc213252995]4.2	Primitives
A 3DGS primitive is an oriented 3D Gaussian with the following fields. The items below describe data elements, independent of any specific encoding: 
-	Position: 3D scene position of the primitive expressed with x, y, and z coordinates in the local space system.
-	Rotation: Primitive orientation, that may be defined with normalized quaternion, defining the local axes of the Gaussian.
-	Scale: Per-axis scales that set the primitive’s spatial sizes.
-	Opacity: Blending weight controlling the splat’s contribution during compositing.
-	Direct color (DC): Per-channel base color (linear RGB) used when no view dependence is applied.
-	Spherical harmonics (SH) color: Per-channel coefficient set up to a declared order between 0 and 3 enabling view-dependent color. According to the order, the number of SH the number of stored SH are 0, 3, 8 and 15. 
The source 3DGS data is generally stored in a PLY file containing 32 bits floating point values but other data types may also be used such as 16 bits integer or 16 bits floating points.
4.3	Camera parameters
To ensure accurate and high-quality rendering, it is important to reuse the position and settings of the cameras used to capture the 3DGS scenes during the rendering process.
For each acquired view, complete camera information may be necessary: extrinsic parameters (pose as a matrix or quaternion translation in the scene's coordinate system), intrinsic parameters (models: pinhole, fisheye, etc.), lens parameters, as well as temporal metadata (time stamp, shutter model), photometric parameters (exposure, white balance), and a camera identifier for multi-sensor systems. This information is generally available during training in COLMAP [bb] format and may be retained with the 3DGS .ply files.
This data makes it possible to constrain the user's positions to the correctly acquired position zones, thus limiting low-quality renderings and allowing the reuse of camera information during rendering to update projection parameters and obtain renderings close to the acquired images.
[Editor’s Note: How those parameters may improve the rendering could be good to study.]

* * * End of Changes * * * *

