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See Annex A



Annex A
A.1 justification for proposed draft new Recommendation G. QoE-AR

	Question:
	13/12
	Proposed new ITU-T Recommendation
	Geneva, 1 – 10 May 2018

	Reference and title:
	ITU-T G.QoE-AR "QoE factors of Augmented Reality (AR) "

	Base text:
	N/A
	Timing:
	2019

	Editor(s):
	Lei Yang, yangleiyj@chinamobile.com
Jiajun Zhou, zhoujiajun@chinamobile.com
Lily JI, lily.jili@huawei.com
	Approval process:
	AAP

	Scope (defines the intent or object of the Recommendation and the aspects covered, thereby indicating the limits of its applicability):

	The following aspects will be included:
a) Identify the sort and key technologies of AR services.
b) Identify what aspects of experience are related with AR service.
c) Identify the key factors affecting user experience of AR services. 

	Summary (provides a brief overview of the purpose and contents of the Recommendation, thus permitting readers to judge its usefulness for their work):

	AR is a new type of media that is different from traditional audio and video, and it is also fundamentally different from the VR currently being popular. The general AR content includes two parts, one is the real physical world that the camera collects, and the other part is the virtual content that the device renders. The virtual part has the exact position and size. Compared with traditional, the degree of integration of real and virtual content in AR imposes a new set of requirements to QoE assessment. Benchmarking is the key point to measure user perceived performance of ARs. However, the problem faced by us is that we need to explicitly identify the key factors of the AR quality difference at first place, so that we can use it as a reference for establishing detailed QoE measurement models in the future. 

	Relations to ITU-T Recommendations or to other standards (approved or under development):

	G.QoE_VR 

	Liaisons with other study groups or with other standards bodies:

	SG9, SG16, ITU-R WP6C, 3GPP SA4

	Supporting members that are committing to contributing actively to the work item:

	China Mobile Communication Co. Ltd., Huawei Technologies, Ericsson
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