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1 [bookmark: _Toc504713888]Introduction
This document collects some initial discussion on architectures for SmarTAR.
2 Scenario
The basic problem to solve is shown in the below figure. An Application Server, for example on the edge uses the 5G System to distribute to a UE. The UE has a pair of tethered glasses. The question is now how to set up connectivity and media work flows to provide a best user experience under latency and processing constraints on different links. 
[image: ]

Architectural decisions can be made based on different applications, capabilities of the glasses and UE, link qualities and so on. Architectural decompositions may even be changed on the fly, based on updated scenarios.
3 Architectures
Processing functions to be split include:
· Scene Rendering
· Spatial computation

Type 3a: 5G Split Rendering WireLess Tethered AR UE [TR26.998]
· Spatial computing, scene rendering are split between glasses and UE
· Pose correction is on the glasses



Type 3b: 5G Relay WireLess Tethered AR UE
· Spatial computing, scene rendering are split between glasses and Edge
· Pose correction is on the glasses




Spatial computing and scene rendering may be split among glasses, UE and Edge AS. So there are quite many different architectures, in total 17 potential new architectures: 33-2-8=17 according to the below figure.

	Architectures
	Glasses
	UE
	Edge

	
	Spatial, Scene
	Spatial, Scene
	Spatial, Scene

	
	Spatial, Scene
	Spatial, Scene
	Spatial

	Type 3-a
	Spatial, Scene
	Spatial, Scene
	

	
	Spatial, Scene
	Spatial
	

	
	Spatial, Scene
	Scene
	

	…
	…
	…
	…



Other aspects to be considered:
· The architectures may change dynamically
· Different relay functions may exist.
4 Proposal
It is proposed to:
· Identify different selected architectures based on use cases
· Document Architectures, Call Flows, Media Handling and QoS aspects.
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