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1. Introduction
The FS_HapticsMedia study was approved at the last SA plenary. A tentative workplan has been shared during the Release19 work plan offline session with the following objectives for this meeting.
	SA4#129-e (19 - 23 August, Online)
	· Agree TR skeleton and time plan
· Start (1) Identify and extract the Haptic-related use cases and requirements defined in TR22.847 and/or in SA4 studies and refined them as necessary.
· Start (2) Identify and describe the candidate input formats for haptic experience, relevant to the above use-cases.
· Start (3) Identify relevant device types with support for haptic playback and/or capture


The proposed contribution revised the device types text to provide information on rendering and capture.
2. Reason for Change
Complement the text for device types.
3. Proposal
It is proposed to agree the following changes to 3GPP TR 26.854 in the clause dedicated to the documentation of device types.

[bookmark: _Hlk61529092]* * * First Change * * * *
[bookmark: _Toc169871223][bookmark: _Toc170381218]6.3	Haptics device types
6.3.1	Introduction
Haptics devices may be categorized into types defining their primary capability. Each category reflects the device's intended application and the type of haptic experience it provides. Distinction is done between input devices (sensors) and playback devices (actuators or rendering devices).
6.3.2	Haptics device type 1: Basic sensory feedback
[bookmark: _Hlk174427211]Devices in this category are designed to provide passive, non-spatialised sensory feedback, in applications such as simple mobile game and entertainment, alerting, or communication. 
They include actuators integrated into smartphone, smartwatch, wearables, finger UI, headphone, HMD. They usually have a low number of actuators and usually vibrotactile actuators.
In this category it is anticipated that the haptic signals are synthetic haptic effects created by a designer. 
In addition, some simple sensors to capture sensory information mostly related to the environment, such as temperature, pressure, sound, humidity can be available into smartphones and wearables. Generally, it consists of a single sensor with time sampled signals recorded or sent.
6.3.3	Haptics device type 2: Sensorial texture feedback or Spatial sensory feedback
Devices in this category are designed to deliver highly detailed and precise haptics (e.g., tactile, kinaesthetic, proprioception) sensations. These devices simulate the feel of textures, pressure, and other subtle interactions, enabling users to experience intricate touch-based feedback. They are commonly used in applications where detailed touch interaction is crucial, such as virtual reality gloves or touch-sensitive surfacestry-on, objects manipulation, training/education. 
Fine-tuned sensory feedback devices include Haptic gloves, and Haptic touchpads, touch-sensitive surfaces and screens. Haptic modalities here are not restricted to vibrotactile, kinesthetic and mid-air feedback is also considered. 
For the capture, sensors in this category capture sensory information related to objects surfaces physical properties. It consists of more complex systems combining tracking and measurement to get the localization and physics. The tracking measures location and speed of the sensors, the measurement unit captures pressure, force feedback and motion to infer smoothness, roughness, relief and other physical properties of a 2D surface. 

6.3.4	Haptics device type 3: Full-body and complex motion feedback
Devices in this category provide immersive, whole-body sensations, but as a passive feedback to the user. They are ideal for enhancing immersion in virtual environments or simulation scenarios by delivering comprehensive, multi-sensory (e.g., vibrotactile, thermal, pneumatic, electrotactile) feedback
These rendering devices use a network of actuators to simulate a wide range of physical experiences, such as vibrations, impacts, and movements across the body. They are ideal for enhancing immersion in virtual environments or simulation scenarios by delivering comprehensive, multi-sensory feedback. Haptics suits and furniture such as racing game seats, motion platforms and simulators are example of Full-Body and complex feedback devices. Multiple modalities are also provided ranging from vibrations, wind, water spray, heat or motion. 
For the capture, sensors in this category capture information related to position, speed and forces. Typical GPS units and accelerometers can be used (such as those integrated into smartphones), as well as pressure sensors. The information is related to position in 3D space with global tensor fields and targeted force vectors. 

6.3.5	Haptics device type 4: Interactive and spatialised feedback	Comment by Serhan Gül: A lot of the devices in cat1-3 can be used for interactive applications. Is there a motivation behind separating interactivity?
Devices in this category are focused on providing targeted, spatialised interactive haptics (e.g., tactile, kinaestetic, proprioception, thermal) feedback. 
These devices simulate specific actions or interactions, such as button presses or in-game effects, through vibrations or adaptive triggers. This category includes haptic controllers such as game console, phones, HMD or VR controllers offering localized feedback through vibration motors and adaptive triggers to simulate various in-game sensations and interactions.  Usually bi-directional interaction is considered.
Sensors for capturing haptics signals in this category are mostly related to pressure sensors to get a position and force related to an action. Here typically input devices such as phone, HMD or VR controllers are used for feedback but also their sensors are used to capture interactions, motion and forces.

* * * End of Changes * * * *

