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1. Introduction
During the Video SWG telco in Jan. 19th, it was agreed to have several device types and their detailed functional architectures. Based on those agreements and the use cases identified, this contribution is proposing the basic architecture and the immersive service flow. 

2. Immersive Media Flow
The use cases of this study, as described in Table 5.1 of TR 26.998, fall into one of the three immersive media flow scenarios, depending on the use case’s source and destination:
1. Unidirectional : from server to UE
2. Unidirectional : from UE to server
3. Bi-directional
We have identified that a majority of the collected use cases contain scenarios where immersive media is exchanged between 2 UEs in a bidirectional manner, mostly in a real-time communication or conversation scenario such as an AR call or AR conference (3)). Also, there are some typical cases like AR streaming which falls into 1), and 3D image messaging which can be a combination of 1) and 2). 
For example, the use case #2 (AR sharing), described in Table 5.1 of TR 26.998 is the story about buying a new couch at home. A user would receive 3D model of the couch from the server of furniture store and enjoy an AR experience by augmenting this virtual model into the living room. Additionally, this augmented scene (virtual couch surrounded by real living room) would be captured to share with the friends or to upload to the server. In this case, the exchanged media from the server to UE should be immersive in order to maximize the sense of augmented reality. On the other hand, the captured scene may be simply 2D picture/image or even 3D (depending on the capturing device capability). Therefore, depending on the detailed scenario, this use case #2 can be solely the case of 1) (Unidirectional: from server to UE) or the combination of 1) and 2). 
This contribution is covering the case of 2). 

2.2 Unidirectional Immersive Media Flow – from UE to Server
Figure X identifies this unidirectional immersive media flow according to each of device type, described in Table Y of clause 4.2 in TR26.998. 
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Figure X: Unidirectional immersive media flow – from UE to server

[bookmark: _GoBack]As similar to SA4-210111, there are three paths to represent the combination of device types and split processing, as follows;
· Path 1 : Type 1 (when AR/MR functions are available in AR device)
· Path 2 : Type 2 & Type 1/Type 3 (when AR/MR functions are split to cloud/edge)
· Path 3 : Type 3 (when AR/MR functions are split to tethered device)
Each of media path has its characteristics / properties in terms of QoS such as required data rate and latency. Below shows some of key observations
· Type 1 device may be able to choose either path 1 and path 2 depending on the processing capability and power limitation compared to the required immersive media quality
· Path 2 requires to convey multiple of 2D image/video and/or depth information to reconstruct the immersive media in cloud/edge. 
· Media data and its relevant metadata for Path 3 are almost identical to those of Path 1. The difference comes from the processing capability (AR device vs. smartphone) and the extra latency from 2D encoder/decoder. 
Typical scenario for immersive media flow from UE to server are mostly the cases in conjunction with another path (from server to another UE), which will be discussed in another contribution, S4-210110. 

3. Proposal
We propose to include the text and table in section 2 of this document into the Permanent Document as a baseline for detailed discussions and the way forward.
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