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1
Introduction
The initial synopsis of the keynote speech given by Scot Barber, Sony Pictures Entertainment (SPE), at the “Immersive Media Meets 5G” workshop was revised at SA4 #104 based on the more detailed observations of a Sony colleague at the workshop.

In the meantime Scot has provided his authoritative synopsis of his keynote speech that is now proposed to replace the existing text in the FS_XR5G permanent document [1]. The text is in clause 2 below.
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Pseudo-CR text for SPE keynote summary
	
	
	Morning Keynote

	
· 
· 
· 
· 
· 
· 

· 

In terms of technology, Hollywood and Silicon Valley are merging in many respects regarding shared technology and content creation:
· Each strives to bridge the uncanny valley of realism;
· Each is leveraging technology more than ever in order to engage and interact.

With VR/AR and other interactive content creation a new art form is being born:
· We are creating works that allow for an extended sensory input and output to and from our content - it takes us beyond the sense of immersion and into the sense of exposure.

The fundamental difference between a movie and a game need to be understood in order to be incorporated:
· A Movie is traditionally a passive experience, with an audience who has the expectation of remaining passive. It is their passive sense of immersion which triggers the imagination which allows engagement with the content 

· A Game is an active experience with the user’s active involvement that not only provides a sense of exposure to the environment, but also the ability to affect the outcome.

If an audience has either expectation of a passive or active experience, and that experience delivers something else, it will be rejected.

· There is now the fine line between these two types of experiences, and these two types of industries which are merging. On the creative front, there is indeed a balance between too much tech and not enough to accomplish a goal. Further, there is also a means to successfully mix gaming and movies by way of employing interactivity specifically in just the right manners and dosages.

On the technical front:
· In order to create a single source file for any content creation - pixel or poly, we’ve settled on Point Cloud as that mezzanine format. With it, both pixel and poly based content can be generated to extremely high levels of detail at a relatively low computing cost per creation time and consumption resource.
	
	Scot Barbour
Sony Pictures Entertainment
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