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The use cases of FLUS were originally derived from study on eMBB [1], and also outlined in [2], [3] using a figure showing a diversity of devices that can benefit from this work. We propose to include in clause 3 of the FLUS P-doc the following texts on the use cases. Descriptions 3.1 and 3.2 are borrowed from clauses 5.2.2 and 5.3.2 of [1] respectively. As multiple use cases can be supported by a similar set of capabilities and requirements, we suggest a restructuring of clause 3 such that Realization Considerations and Potential Requirements are aggregated.
[image: image1.png]



Figure 1. Devices for immersive media [2]
*** Start change 1 ***
3 Use-Case Descriptions

3.2 Use-Case: Hotspot
3.2.1 Description
In a hotspot scenario with high user density, depending on time of day (e.g. morning, evening, weekday vs. weekend etc.) and the location (e.g. pedestrians in shopping mall, downtown street, stadium, users in buses in dense city centre), there could be high volume and high capacity multi-media traffic upload and download towards internet. Users can be either indoor or outdoor. Meanwhile when a user is indoors, it is either stationary or nomadic; however, when a user is outdoor it may travel slowly up to 60 km/h.
3.2.2 Realization Considerations
3.2.3 Potential Requirements
3.3 Use-Case: Small Area Connectivity
3.3.1 Description
Small area connectivity covers e.g. an office scenario where the users and their serving nodes are expected to be deployed indoors. In an education environment virtual presence can give a remote student real time 360° video communication with their classmates and teacher. The coverage area per each serving node is small. In office, users do real-time video meeting and frequently upload and download data from company’s servers and they are various in size which could be up to terabit of data. The productivity is dependent on the efficiency of the system response time and reliability.
3.3.2 Realization Considerations
3.3.3 Potential Requirements
3.4 Use-Case: User Generated Content
3.4.1 Description
The users capture various types of media contents, e.g., high fidelity, immersive media, VR, 4K, or UHD, using various devices, e.g., drones, professional cameras, omnidirectional cameras, or IOT devices. They want to share the contents with their families or friends, in one-to-one or one-to-many fashions, at the same or different times.   
3.4.2 Realization Considerations
For a uplink live streaming solution that meet the use cases, the following should be considered:
a. One or more media streams can be originated from the captured devices at the same or different times which the uplink service can group for future distribution
b. Uplink service provides sufficient storage and security configurations so the end users are assured of content security
c. Uplink services provide near-to-optimal reliability so the end users are assured of guaranteed services
3.4.3 Potential Requirements
The system capable of FLUS should support the following:
a. The system should allow transmission of various media types from the end user clients to the uplink service
b. The system should support transmission of media contents with different QoS levels as sought by the end user
c. The system should support end-to-end secure transmission of media contents 
*** End change 1 ***
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