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1 Introduction

To most video service providers, their huge amount of 2D video sources is expected to be converted into 3D videos for the upgraded service. This contribution presents a use case on 2D to 3D conversion and we propose it be included in the draft TR for further evaluation.
2 Use Case Description

2.1 3D video delivering based on 2D video warehouse
Apart from creating new 3D video content, existing 2D video resources may also be delivered and displayed as 3D content. This is especially important to cover for the still low amount of 3D content. Users may decide to watch an originally 2D content in 3D. Figure 1 illustrates this scenario.
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Figure 1: To deliver 3D videos from a 2D video database
3 Working assumptions and operation points
Firstly the 2D to 3D conversion is required at certain point of the system. It could be either done by an offline conversion operation (which is not covered by this document), or by converting in real time.
In one way, the PSS/MBMS servers shall decode the 2D video, and then re-encode it into 3D video, and finally distribute it to the UEs. The 3D-enabled UEs are expected to be able to decode and render 3D video at their UE devices.
Another way is to let the PSS/MBMS servers simply deliver the 2D video to the UEs, and the UEs are expected to conduct 2D to 3D conversion and 3D rendering.
In the first approach, the conversion procedure is done completely at the server and so the complexity at the terminal is reduced. In the latter approach, the terminal needs to provide sufficient processing power to implement the 2D to 3D conversion in real-time. Hybrid approaches, where the depth map extraction is performed at the server and the 3D rendering is done based on a 2D view plus the depth map at the client may be possible. 
The trade-off between complexity and bandwidth usage is to be studied in these different approaches. The feasibility of real-time 2D to 3D conversion either fully or partly at the UE is to be studied as well.
4 Proposal

Based on the discussion above, we propose to adopt the scenario in the draft TR and further investigate feasibility based on this use case. 
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