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Abstract: In order to make the progress for the AR/MR QoE identification, it’s proposed to discuss and define the basic AR/MR use case as baseline for study of the QoE metrics. 
1. Introduction
During last Toulouse SA4#121 meeting, it’s agreed to move forward to the QoE metrics identification after the collection of activities for AR/MR QoE related work in other SDOs. Before identifying the QoE metrics, it’s proposed to discuss and define the basic AR/MR use case as baseline. 
2.	Use case for AR/MR QoE 
There are 22 core use cases identified for AR/MR devices in TR 26.998 [1] and they are further clarified into the several categories based on the similar requirements for media flow and device functional structure:
· Immersive media downlink streaming
· 5G interactive immersive service
· 5G cognitive immersive service
· AR conversational service 
· Shared AR conversational service.
2.1 Basic use case for AR/MR QoE
Although all the 22 use cases are possible scenarios of AR/MR service, the current standard work majorly focuses on basic use case which is quite common among them.
According to [1], the basic use case for AR/MR is defined as:
“A user wears AR glasses and opens an AR application. The AR contents and spatial mapping are provided by the cloud/edge server over the 3GPP unicast network connection. A virtual AR object is displayed through the spatial location over the desk in front of the user and the user can move the AR object via a certain gesture.”
For this use case:
1)	Content part: study needs to be conducted on factors which would help analyse user experience, e.g. spatial mapping construction accuracy and latency, spatial consistency.
2)	Delivery part: changing network conditions may lead to problems in user experience, especially the impact of transmission latency on user experience, e.g. the transmission delay contributing to the initial AR content loading latency, the transmission latency contributing to the latency between motion and photo to the user, the average network throughput. 
3)	Device part: device capabilities will also have impact on user experience, e.g. the decoder capability, the sensor detection latency/accuracy in case of gesture change.
QoE metrics relevant with the above aspects need to be studied under this study item, and based on the result of this study, user experience of AR/MR service could be evaluated.

3.	Proposal
[bookmark: _GoBack]Based on the above-mentioned discussion, it is proposed to agree and capture section 2 into the TR 26.812.
References
1. [bookmark: _Ref100750727]3GPP TR 26.998, “Support of 5G Glass-type Augmented Reality / Mixed Reality (AR/MR) devices”

 
3GPP
SA WG4 TD

