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1. Introduction
This contribution proposes pCR for 4.6 Related work.
2. Proposed Text Change
*** Change #1 ***
[bookmark: _Toc67919014][bookmark: _Toc73696098]2	References
[17]	ISO/IEC 23090-2:20192021: “Information technology — Coded representation of immersive media — Part 2: Omnidirectional media format”
[18]	ISO/IEC 23090-3:2021: “Information technology — Coded representation of immersive media — Part 3: Versatile video coding”
[19]	ISO/IEC 23090-5:2021: “Information technology — Coded representation of immersive media — Part 5: Visual Volumetric volumetric Videovideo-based Coding coding (V3C) and Videovideo-based Point point Cloud cloud Compression compression (V-PCC)”
[47]	ISO/IEC 23090-6:2021: “Information technology — Coded representation of immersive media — Part 6: Immersive media metrics”

*** End of Change #1 ***
*** Change #2 ***
[bookmark: _Toc67919031][bookmark: _Toc80964164]4.6.2	MPEG
MPEG has developed a suite of standards for immersive media with a project of MPEG-I (ISO/IEC 23090 Coded Representation of Immersive Media). It contains all the media related components, including video, audio, and system for AR/MR as well as 360-degree video. 
-	Part 1 – Immersive Media Architectures: Provides the structure of MPEG-I, core use cases and scenarios, and definitions of terminologies for immersive media
-	Part 2 – Omnidirectional MediA Format (OMAF): Defines a media format that enables omnidirectional media applications (360-degree video) with support of 3DoF, 3DoF+ and 6DoF based on ISOBMFF. The first second edition of OMAF was published in 2019 2021 [17] supports 3DoF, and the second edition is currently being developed to support 3DoF+ and 6DoF.
-	Part 3 – Versatile Video Coding (VVC): Describes the 2D video compression standard, providing the improved compression performance and new functionalities as compared to HEVC. The Final Draft International Standard (FDIS)first edition was published in 2020 2021 [18].
-	Part 4 – Immersive Audio Coding: It provides the compression and rendering technologies to deliver 6DoF immersive audio experience. 
-	Part 5 – Visual Volumetric Video-based Coding (V3C) and Video-based Point Cloud Compression (V-PCC): It defines the coding technologies for point cloud media data, utilizing the legacy and future 2D video coding standards. The first edition of FDIS was published in 2020 2021 [19] and the second edition for dynamic mesh compression is developing.
-	Part 6 – Immersive Media Metrics: It specifies a list of media metric and a measurement framework to evalutate the immersive media quality and experience. The first edition was published in 2021 [47].
-	Part 7 – Immersive Media Metadata: It defienes common immersive media metadata to be referenced to various other standards. 
-	Part 8 – Network-Based Media Processing (NBMP): It defines a media framework to support media processing for immersive media which may be performed in the network entities. It also specifies the composition of network-based media processing services and provides the common interfaces. The FDIS first edition was published in 2020. [20], and currently developing media processing entity capabilities and split rendering support as the second amendment.
-	Part 9 – Geometry-based Point Cloud Compression (G-PCC): It defines the coding technologies for point cloud media data, using techniques that traverse directly the 3D space in order to create the predictors for compression. 
-	Part 10 – Carriage of Visual Volumetric Video-based Coding Data: It specifies the storage format for V3C and V-PCC coded data. It also supports flexible extraction of component streams at delivery and/or decoding time.
-	Part 11 – Implementation Guidelines for Network-based Media Processing
-	Part 12 – Immersive Video: It provides coding technology of multiple texture and depth views representing immersive video for 6DoF.
-	Part 13 – Video Decoding Interface for Immersive Media: It provides the interface and operation of video engines to support flexible use of media decoder. 
-	Part 14 – Scene Description for MPEG Media: It describes the spatial-temporal relationship among individual media objects to be integrated.
-	Part 15 – Conformance Testing for Versatile Video Coding 
-	Part 16 – Reference Software for Versatile Video Coding
-	Part 17 – Reference Software and Conformance for Omnidirectional MediA Format
-	Part 18 – Carriage of Geometry-based Point Cloud Compression Data
-	Part 19 – Reference Software for V-PCC
-	Part 20 – Conformance for V-PCC
-	Part 21 – Reference Software for G-PCC
-	Part 22 – Conformance for G-PCC
-	Part 23 – Conformance and Reference Software for MPEG Immersive Video
- 	Part 24 – Conformance and Reference Software for Scene Description for MPEG Media
-	Part 25 – Conformance and Reference Software for Carriage of Visual Volumetric Video-based Coding Data
-	Part 26 – Conformance and Reference Software for Carriage of Geometry-based Point Cloud Compression Data

*** End of Change #2 ***
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