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1. Introduction
This pCR proposes new Key Issue Autonomous Virtual Human management.
2. Reason for Change
3GPP TR 22.856 [3] simplifies Virtual humans and digital humans as avatars. In wiki, A virtual human (or digital human) is a software fictional character or human being.

There are two main classes of virtual human:

•
Avatars: an avatar (computing) is the graphical representation of the user. Avatars have been popularized by online worlds like The Palace, Second Life, Active Worlds, IMWU, Zepeto and others.
•
Autonomous Virtual Human: an autonomous virtual human is an autonomous agent with embodiment or an embodied agent.
Since the objectives of the study include potential management and exposure service of avatar related information, it is suggested to study autonomous virtual human further.

3. Proposal

It is proposed to agree the following changes to 3GPP TR 23.700-21. 
* * * First Change * * * *

4.X 
Key issue #X: Autonomous virtual human support
4.x.1
Description

Clause 5.12 "Use Case on Virtual humans in metaverse" of 3GPP TR 22.856 [3] provides detailed use case for Virtual humans. Virtual humans (or digital representations of humans, also referred to as 'avatars' in this use case) are simulations of human beings on computers. There is a wide range of applications, such as games, film and TV productions, financial industry (smart adviser), telecommunications (avatars), etc. Virtual humans are refer from https://en.wikipedia.org/wiki/Virtual_humans.
Clause 5.24 " Use Case on Authorization of Avatar Usage rights" of 3GPP TR 22.856 [3] describes digital humans. In metaverse, digital humans (avatars) are widely used in business activities, such as advertising, news reporting, live shows. With the maturity of digital human technologies and the continuous growth of market demands, lifelike avatars have become reality in recent years.
3GPP TR 22.856 [3] simplifies Virtual humans and digital humans as avatars. In wiki, A virtual human (or digital human) is a software fictional character or human being.

There are two main classes of virtual human:

•
Avatars: an avatar (computing) is the graphical representation of the user. Avatars have been popularized by online worlds like The Palace, Second Life, Active Worlds, IMWU, Zepeto and others.
•
Autonomous Virtual Human: an autonomous virtual human is an autonomous agent with embodiment or an embodied agent.
ITU-T Recommendation F.748.15 (03/22): "Framework and metrics for digital human application systems" defines digital human: A computer application that integrates the technologies of computer graphics, computer vision, intelligent speech and natural language processing. It can be used for digital content generation and human-computer interaction to help improve content production efficiency and user experience.
Generally, an avatar is related to a user, real person which has a User Identity. An autonomous virtual human is an agent, is not a user, real person which has no User Identity or no real User Identity. An autonomous virtual human is generated by metaverse system, which can be used in different applications, e.g. virtual customer service, navigation guide, virtual teacher, virtual news anchor.
Since the objectives of the study include potential management and exposure service of avatar related information, it can also include autonomous virtual human in avatar study scope.


 on application layer support for AI/ML services
4.x.2
Open issues

SA6 defined enablers as of now do not support operations required for managing autonomous virtual human. The open issues are:
-

-
How to potential management and exposure service of autonomous virtual human in avatar scope.
AIMLAPP
