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Abstract: This paper proposes to add the conclusion section for KI#8 in FS_NG_RTC_Ph2 TR. 
1. Discussion
[bookmark: _Hlk162528057]Eight solutions were proposed for KI#8: #17, #23, #24, #25, #26, #27, #31, #32.
These solutions have the following similarities:
-	Solutions are based on data channel architecture, a new NF is added to store avatar representation and related data;
-	The avatar representation and related data can be accessed by Avatar-id and user identity;
-	MF/MRF supports avatar representation animation and rending based on audio/video/text or metadata received from UE.
In the following table solutions are classified based on following categories:
-	Which NF connect to DAR;
-	How the UE downloads the avatar representation;
-	Which NF downloads the avatar representation;
-	Which NF controls the avatar service logic;
-	The role of animation/rendering the avatar;
	
	Which NF connect to DAR
	How the UE downloads the avatar representation
	Which NF downloads the avatar representation
	Which NF controls the avatar service logic
	The role of animation/rendering the avatar

	Solution #17: Solution for support of IMS avatar communication using data channel
	XR AS
	over ADC
	XR AS
	XR AS
	UE-A or MF/MRF or UE-B

	Solution #23: Download avatar representation in bootstrap data channel from avatar repository
	DCSF
	over BDC
	N/A
	N/A
	N/A

	Solution #24: Transition Between Avatar and Audio/Video Communication
	DCSF
	over ADC
	DCSF
	DCSF
	MF/MRF or UE-B

	Solution #25: Supporting network-based avatar communication by media capability invocation
	XR AS
	over ADC
	MF/MRF
	XR AS
	MF/MRF

	Solution #26: Support for Avatars in AR Calls
	MF
	unclear
	unclear
	XR AS
	MF/MRF or UE-B

	Solution #27: Early capability negotiation for IMS Avatar Communication
	NEF
	through NEF
	DCSF 
	DCSF
	UE-A or MF/MRF or UE-B

	Solution #31: Support of IMS DC based avatar communication
	DCSF
	over BDC
	N/A
	DCSF
	UE-A or MF/MRF or UE-B

	Solution #32: Solution for support of IMS avatar communication without using data channel
	MF
	unclear
	MF
	IMS AS
	UE-A or MF/MRF or UE-B




2. Text Proposal
It is proposed to capture the following changes vs. TR 23.700-77.
[bookmark: _Toc519004414][bookmark: _Toc517082226]* * * * First change * * * *
[bookmark: _Toc27897949][bookmark: _Toc26287185][bookmark: _Toc3469646][bookmark: _Toc25656938]8.x Conclusions Related to Key Issue #8
The following conclusions are agreed for supporting IMS Avatar communication:
1.	In release 19, avatar communication is only supported based on the data channel architecture. 
2.	In release 19, network based rendering and UE based rendering is supported, which means:
2a.	In network based rendering case the rendering of avatar representation and animation stream is executed in the network.
2b.	In UE based rendering case rendering of avatar representation and animation stream is executed by the local or peer UE. 
3.	A new Base Avatar Repository (BAR) stores Avatar representation and related user specific dataavatar ID. 
4.	The Avatar ID list is downloaded to the UE through bootstrap data channel via DCSF. DCSF can retrieve Avatar ID list from BAR. DCSF can verify whether UE is allowed to use an avatar representation.


5.	DC AS, MF directly or via DC AS (i.e. using MDC2) and/or DCSF interactss with BAR to retrieve the avatar representation by using user identity information and/or Avatar ID. BAR can verify whether UE is allowed to use an avatar representation.
NOTE 1: 	How the avatar representation can be downloaded to UE using data channel and how DCSF verifies whether UE is allowed to use an avatar representation will be specified during normative phase.
6.	The Avatar representation can be animated using audio/video or metadata (such as action and facial expression data) by UE or network. The metadata can be generated by UE or the network. 
7.	The Avatar representation and metadata isare transmitted between the UE and the IMS network using data channel and/or RTP.
8.	The avatar representation can be downloaded to UE using data channel. 
NOTE 2:	The metadata media format and the negotiation procedure for Avatar representation animation is further defined in SA4.
NOTE 3:	Whether using RTP to transport avatar representationmetadata is feasible will be further aligned with SA4.
98.	When network based rendering is used, DC AS sends Avatar communication service control instruction to the MF, the MF should support media transcoding, e.g. ASR/TTS/SLR/SSL.
109.	The transition between Avatar communication and MMTel session using audio/video is based on the media negotiation between UEs, or between UE and network.
NOTE 4:	The list of the instruction sent from DC AS to MF will be defined in SA4 or CT1.
NOTE 5:	Whether the authentication and authorization of avatar representation is needed will be decided by SA3.
NOTE 6:	Whether a reference point between UE and BAR is needed and how it is used will be further align with the conclusions of SA4.
NOTE 7: The DCSF can for example retrieve the Avatar ID list from DC AS or HSS repository data as a part of subscription data in HSS.
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3GPP
SA WG2 TD

