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1. Introduction

This contribution proposes a set of use cases based on traditional media formats delivery. After a first presentation, it is now proposed to include these use cases into a dedicated section: HMD-based Content consumption. Unlike use cases based on 360 degrees video formats, the immersive experience is not created by the delivered media itself but rather by the application-generated scene inside which the medias are presented.

2. HMD-based content consumption
2.1. Introduction
Unlike use cases based on 360 degrees video formats, the immersive experience is not created by the delivered media itself but rather by the application-generated scene inside which the medias are presented.
2.2. Private TV
Bob is at home and wants to watch a nature documentary from the 3GPP TV bouquet but his family has decided to rather watch a song contest, “The best 3GPP Voice”, on TV. Bob then decides to use his HMD for watching his documentary while his family watches their favorite program on TV.
Bob receives the TV programs usually distributed over 3GPP services to his smartphone. They are mapped by the device into a 360 environment as shown in the Figure 1. Bob has multiple choices for selecting the virtual environment such as a movie theater or a living room… 
The TV channel is rendered in front of him by default in a virtual screen but may be fixed, meaning that head movement tracking is not active.
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Figure 1: TV channel mapping into a 360 environment

2.3. Floating mosaic
Bob browses TV contents on his HMD. He receives multiple streams in thumbnail version that are displayed around him on small virtual screens, as illustrated in Figure 2. He can quickly monitor a channel by turning his head in the direction of the desired channel. When pointing to a mosaic channel he can hear the associated audio. 
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Figure 2: Mosaic representation in a 360 environment

When interested by a specific channel, Bob selects it and the mosaic channel becomes the main channel with a higher resolution and is centered in front of the user.

2.4. Enriched TV 
Bob is watching a TV program on his HMD. The TV program is rendered on a virtual screen in front of him. A 360 scene covers the background of the spherical environment.
Bob can activate the contextual menu so as to display additional information related to the current program such as the EPG (electronic program guide), a selection of different viewing angles... The Figure 3 illustrates such a use case.
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Figure3: enriched TV representation in a 360 environment

3. Proposal

These use cases are proposed to be taken into account as part of the study on Virtual Reality. If agreed they will be documented into the Technical Report.
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