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1 Introduction

In this contribution, we provide more details about the realization of the overlay solution using scene description. We define the scene description sub-protocol using the WebRTC data channel. 
To demonstrate the feasibility of this approach, we invite all delegates to join a glTF 2.0-based virtual conference room that was created for this purpose and to follow the presentation of this contribution there. For best user experience, we recommend using your VR HMD with controllers as well as to access the link on a Firefox browser: https://hub.link/iDZoSUm
2 Additional Details on Scene Description for Overlays
2.1
SD Data Channel Specification
It is proposed to use a WebRTC data channel for the exchange of the scene description and updates between the ITT4RT session participants. 

The following restrictions shall apply:

· the channel shall use the reliable message transmission mode of SCTP

· the channel shall use the in-order message delivery mode of SCTP

· The channel label shall be set to ‘sd’ for a complete scene description message or ‘sd-update’ for a scene description update message
· The payload protocol shall be set to ‘3gpp-sd’

· The priority field shall be set to 1024 for highest priority

The message payload shall be a JSON formatted string in UTF-8 format that carries either the scene description document in glTF 2.0 format or the update commands.
2.2
Scene Updates
Scene updates are required to signal changes to the scene and share them among all participants. Each participant is only allowed to modify scene graph nodes that it has ownership of (and their child nodes). This implies that the call host has ownership of the full scene and may modify all nodes of the scene as it owns the root node. 

Participants may join and leave the call at will and they may also decide to share or un-share overlay content during the lifetime of the ITT4RT session. These operations are supported through the ability of the participants to create new scene graph nodes and to remove scene graph nodes.

The JSON Patch protocol as specified in [1] shall be used for signaling scene graph updates. Each update operation shall consist of a JSON Patch document, where all update operations are considered as a single timed transaction. All update operations of a transaction shall be executed successfully for an update operation to be considered successful. 

After successfully performing an update operation, the resulting scene graph shall be consistent, valid, and all references shall be correct. Since glTF 2.0 uses the order of elements for referencing, particular care should be used with update operations that change the order of elements in the graph, such as move and remove operations. The client shall update all references after every successful update operation. 
Scene Update documents are carried using the scene description data channel and they are identified by using the label ‘sd-update’. 
3 Dependency on MPEG

It has been brought to the attention of the group that MPEG is currently working on several extensions to the glTF 2.0 to add support for MPEG media. We believe that these extensions are very valuable to the industry and to the enablement of several use cases. However, 3GPP may develop its own extensions to address its use cases, which might differ from those that MPEG is targeting. For similar needs, 3GPP should align with those extensions already developed by MPEG. However, we believe that it is not necessary to wait for MPEG to publish its final specifications before being able to develop our own solution. 
5
Proposal

We propose to include the content of section 2 into the permanent document and to take section 3 into account.
5
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