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Proposal
As VR and AR is becoming more and more relevant for industry and consumers, it is expected that the mobile segment is important and might dominate this market in the future (Figure 1) [1]. In this regards we believe that people will also more and more communicate in immersive environments (i.e. AR/VR) on mobile devices. As a starting point of discussing the technology impact to 3GPP SA4 and associated communication use cases in VR, a new work item was proposed (“Virtual Reality Support for 5G Conversational Services”), that will most likely be agreed in this meeting (SA4 #101 Busan). Currently in this WID the focus in on one particular use case, presented in TR 22.823 (4.5 VR Telepresence) [2] and TR 26.918 (5.9.2 Videoconferencing with 360 video) [3]. In brief summery it incorporates connecting a remote user into a room via omnidirectional video and “special” audio transmission. This is indeed a good starting point and already triggered multiple discussions in SA4. 
[bookmark: _GoBack]Adding to this ongoing discussion and looking at the current approach in the market of multi-user VR experiences, users are often represented as artificial avatars (for example [4][5]). This said, due to the limitations of this approach new innovative formats arise to represent user’s in photorealistic ways as well (via 2D Chroma-key video, Mashes and point-cloud) [6][7] and thus orchestrating individual user streams into immersive VR environments (i.e static/dynamic 360-degree and 3D environments).  Due to the relevance of AR/VR in terms of mobile deployment [1] and bearing in mind that currently most communication is not from home but on the go and in situ on mobile devices, we also see XR communication as relevant for the future of 3GPP. This can also be seen in more relevant use cases being identified in [2][3]. Thus, more clarification and discussions for the problem space of mobile based AR/VR services might be beneficial in 3GPP SA4. Some of the aspects that are interesting for this discussion might be: 
· Scope of AR/VR conversational aspects in 5G and 3GPP SA4
· Multi point VR conferencing
· Media formats (mixed 2D, 360-degree, 3D, volumetric, …) 
· Other system aspects (Metadata, Transmission, orchestration) regarding audio and video

To conclude this contribution, we propose 3 options to proceed and like to have common agreement in the 3GPP SA4 group on how to proceed best:
A. Extend current scope of WID conversational services
B. Add relevant questions and use cases to 5G XR study
C. Create new study focusing on a wider scope of XR conversational services in 3GPP
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Figure 1. Impact and usage forecast of AR and VR [1]
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(Note: scales on both charts are no the same)
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