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1. Introduction 
This contribution proposes to include a metric on the identification of a safe area around the end user in which the AR/MR objects can be placed safely and comfortably.
4. Proposal
If agreeable, it is proposed to add the following changes to the draft TR 26.812.


* * * First Change (All new text) * * * *
5.1 Safe viewing zone
5.1.1	Introduction
Immersive experiences in AR/MR offer various types of degrees of freedom (DoF). Depending on the user’s surrounding environment, AR/MR experiences may be limited due to the collision between AR visual objects and real ones.
This is also true for Virtual Reality (VR) experiences in which the user has no sense of the proximity of the closest objects in the room.
It is therefore useful to detect the area in which the AR/MR experience is offered in a comfortable, intelligible, and secure way as illustrated in Figure 5.1-1.
[image: ] 
Figure 5_1-1: Illustration of the safe viewing zone
5.1.2	Metric definition
The safe viewing zone is defined by the distance from the user all around him/her and eventually the radius that indicates the field of view in which the AR/MR object is safely placed as shown in figure 5.1-2. The distance is an integer expressed in millimeters and the radius is an integer expressed in degrees.
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Figure 5.1-2: Description of the safe viewing zone metric
5.1.3	Metric potential syntax
The following syntax is proposed in Table 5.1-1 for expressing the safe viewing zone.
Table 5.1-1: Safe viewing zone signalling
	Information element
	Type
	Description

	Safe viewing zone flag
	Binary
	If present, indicates the presence of parameters describing the safe area in which visual objects are safely placed

	Distance
		Integer
	Distance from the viewing device expressed in millimeters

	Radius
	Integer
	Angle between the center axis of the viewing equipment and the side angle



The overall field of view of the safe zone is assumed to be twice the Radius value. More advanced metrics may differentiate the left and right Radius.
5.1.4	Impacts on QoE
With the knowledge of the safe viewing zone, the service provider can limit the immersive experience to the available area. Depending on the service, the user may only see the objects fitting into the safe viewing zone without any visual collision with the real environment.
Alternatively, a service provider may decide to only offer immersive experiences compliant with the defined viewing zone. In another scenario, the virtual scene may be scaled down to be displayed as being in the safe viewing zone.

* * *End of Change * * * *
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