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Background
In the ongoing study [1], a wide variety of media services using VR is being discussed and classified. The services covered in the draft TR include use cases that are likely to span vastly different ranges of bit-rate, delay, and production time and methods but the quality of VR has not been evaluated in 3GPP or other organizations yet.
Problem Description
In clause 4.3.1 of [1], it is specified that “Virtual Reality requires Audio Systems that deliver to the consumer a perception of immersion in a virtual environment.” A quick question that the readers of [1] might have would be the criteria for the perception of immersion, which might be the key aspect of VR that conventional 3GPP services cannot deliver.
Note that the term immersion is used many times in [1] without a definition. The readers may think that audio systems can provide a perception of immersion and are therefore capable of providing an experience of VR if the following requirements specified in [1] are met:
(a) The experience/sound of the scene adapts continuously as the viewer changes position, providing an optimized experience of the audio/video scene, according to the individual viewer’s actual position in the environment. (Broadcast/multicast use cases, 5.2.2, 5.2.3)
(b) Anne is wearing a stereo headset. She can clearly localize the voices of all participants. The sound scene rotates as she swipes the screen keeping the sounds and images spatially aligned. (VR calls use cases, 5.6.2)
 
However, one might question the uniqueness of (a) as a characteristic of VR since a listener of conventional multi-channel audio would have a similar experience as she/he changes position inside an area covered by multiple speakers. Requirement (b) is clearly not found in the previous services of 3GPP but the level of localization and the criteria to apply to this feature remain to be discussed.
Proposal

We ask SA4 to consider how best to differentiate VR-based services from conventional 3GPP services, and clarify how the expected performance might vary between the different use cases. We also ask SA4 to consider defining the criteria or metrics that can characterize the quality or performance of VR audio systems as part of a future work or study item.
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