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	First Change



[bookmark: _Toc152687578][bookmark: _Toc157685484][bookmark: _Toc159940548]5.8	3D scenes and assets
The capability 26143_SCENE_GLTF20 is defined as the capability of rendering glTF 2.0 scenes as specified in [2] for which all components of the 3D scene are included as multiple parts in a related MMBP as defined in clause 4.4, for which the root MMBP is a glTF2.0 JSON document.
The capability 26143_SCENE_GLTF20_GLB is defined as the capability of rendering glTF 2.0 scenes as specified in [2] for which all components of the 3D scene are either 
-	encapsulated in a GLB file, or 
-	included as multiple parts in a related MMBP, for which the root MMBP is a GLB file.
The capability 26143_SCENE_GLTF20_AR is defined as the capability of 26143_SCENE_GLTF20 with the addition, that the scene may include MPEG_anchor extension, EXT_lights_image_based and MPEG_lights_texture_based extensions as defined in [3].
The capability 26143_SCENE_GLTF20_GLB_AR is defined as the capability of 26143_SCENE_GLTF20_GLB with the addition, that the scene may include MPEG_anchor extension, EXT_lights_image_based and MPEG_lights_texture_based extensions as defined in [3].
It is recommended that clients supporting such capabilities determine if the media can be safely processed prior to any processing and rendering.
In the context of this specification, the media type for scenes with this capability 26143_SCENE_GLTF20 and 26143_SCENE_GLTF20_ GLB_AR shall be signalled with model/gltf+json as defined in [2]. 
In the context of this specification, the media type for scenes with this capability 26143_SCENE_GLTF20_GLB and 26143_SCENE_GLTF20_GLB_AR shall be signalled with model/gltf-+binary as defined in [2]. 

	2nd Change



[bookmark: _Toc157685499][bookmark: _Toc159940563]Annex B (informative):
Examples
NOTE: 	Examples are for further study
B.1 Example fo a related MMBP message with a 3D asset
In this example we show an excerpt of a message that contains a 3D asset. The root entry is a glTF 2.0 file. The message has two additional parts: a binary file that contains the geometry of the 3D asset and an image that provides the texture of the 3D asset.
	MIME-Version: 1.0
Content-Type: multipart/related; boundary="==============="

===============
Content-Type: model/gltf+json
Content-Disposition: attachment; filename="sofa.gltf"

{
    "asset": {
        "version": "2.0"
    },
    "buffers": [
        {
            "uri": "buffer.bin",
            "byteLength": 1024
        }
    ],
    "images": [
        {
            "uri": "texture.jpg"
        }
    ],
    "scenes": [
        {
            "nodes": [0]
        }
    ],
    "nodes": [
        {
            "mesh": 0
        }
    ],
    "meshes": [
        {
            "primitives": [
                {
                    "attributes": {
                        "POSITION": 0
                    },
                    "indices": 1
                }
            ]
        }
    ],
    "accessors": [
        {
            "bufferView": 0,
            "componentType": 5126,
            "count": 24,
            "type": "VEC3"
        }
    ],
    "bufferViews": [
        {
            "buffer": 0,
            "byteOffset": 0,
            "byteLength": 288
        }
    ]
}

===============
Content-Type: application/octet-stream
Content-Disposition: attachment; filename="buffer.bin"

… binary data …

===============
Content-Type: image/jpeg
Content-Disposition: attachment; filename="texture.jpg"

… binary data …

===============
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Annex C 
Transcoding Guidelines
C.1 Transcoding 3D scenes and assets
Transcoding may need to be performed to support UEs that lack the capabilities to render 3D scenes and assets as defined in clause 5.8. The transcoding operation for 3D scenes and assets is effectively a rendering operation, where the 3D scene or asset is rendered into an image, image sequence, or video. The MMS Server/Relay may select an appropriate pose or set of poses (e.g. along a pre-defined path) that it uses to render the 3D scene or asset.
