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1. Introduction
In the SA4#127-bis-e meeting, different end-to-end reference scenarios were contributed to the FS_Beyond2D study which were all noted after email and online discussions. 

The scenarios contributed by Nokia (co-signed by Interdigital and Philips) are on-demand streaming of volumetric video (S4-240837) and real-time communication of volumetric video (S4-240836). 

The scenarios contributed by CMCC focus on the use cases glasses-free 3D live streaming (S4-240827) and free-viewpoint TV (S4-240828).

During the discussion in SA4#127-bis-e, Qualcomm and Xiaomi raised objectionsexpressed their concerns regarding the complexity and market relevance of the proposed scenarios.
· Qualcomm objected stated that the proposed scenarios are too complex and are addressing specific deployments. Qualcomm also stated that market relevance requires existence of “well-defined contribution formats” which are currently not available in the market for volumetric video.
· Xiaomi stated that industry prototypes only prove implementability of a technology and do not indicate market relevance. Xiaomi also stated that the current device implementations and services running at scale should be considered to assess market relevance in FS_Beyond2D.

Nokia’s view is that market relevance is defined by current and future market needs as well as market trends. Therefore, market relevance for a technology should be measured by its ability to meet the current and future needs and demands of the market effectively. 

From Based on the above summary of the views on market relevancecompany positions, it is clear that there is a need to agree on a way forward regarding market relevance in FS_Beyond2D, so that SA4 experts can focus on the technical work instead of rediscussing market relevance of thethe topic for each proposed scenarios each time.

This contribution provides  a way forward on considerations on market relevance in 3GPP and a way forward on market relevance in FS_Beyond2D.  It isand proposeds to assess future scenario submissions according to this agreement.
2. Market relevance in 3GPP
The market relevance of a technology can be evaluated through various criteria. To name a few:
· Does the technology address a real current or future problem or need in the market? 
· Potential for the technology to disrupt existing markets.
· Size of the potential market and its growth potential.
· Long-term viability and sustainability of the technology in the market. Technologies that can adapt to evolving market needs and technological advancements are more likely to remain relevant over time.
· Presence of strategic partnerships and integration within larger ecosystems, as demonstrated by industry collaborations.
3GPP, as a collaborative organization, aims to address both current and future market needs in the realm of mobile telecommunications. 3GPP actively monitors market trends, technological advancements, and user demands with the help of its Market Representation Partners (MRPs) which have “the ability to offer market advice to 3GPP and to bring into 3GPP a consensus view of market requirements (e.g., services, features and functionality) falling within the 3GPP scope”. Therefore, scenarios and applications identified by MRPs are considered to be market relevant. More information on MRPs can be found in the 3GPP working procedures: https://www.3gpp.org/ftp/Information/Working_Procedures/3GPP_WP.htm#Article_7

3. Market relevance of volumetric video
5G-MAG, one of the MRPs of 3GPP, published a report on media services beyond 2D a collection of use cases, high-level architectures and requirements (https://www.5g-mag.com/post/media-services-beyond-2d-use-cases). 
One of the scenarios considered relevant for beyond 2D media services is volumetric video XR for media production. The scenario defines a high-level production architecture and potential requirements to enable the service.
DVB initiated a study mission to further understand the potential use cases for volumetric video alongside the existing industry activity and technology developments (https://dvb.org/wp-content/uploads/2024/02/S101_Study-Mission-on-Volumetric-Video_Feb-2024.pdf).
The study mission report provides information on the recent public demonstrations of volumetric video technologies and on some relevant use cases (e.g. free viewpoint video, immersive live events). The report states: “This study mission report shows that a reasonable level of industry activity around Volumetric Video exists, especially in the sports and artistic entertainment domains as well as the presence of technologies that can bring interactivity and immersiveness to the user experience.”
Furthermore, following organizations are actively working on volumetric video related standardization activities:
· Streaming Video Technology Alliance (SVTA) created a dedicated immersive video working group (https://www.svta.org/working-group/immersive-video).
· Moving Picture Experts Group (MPEG) have two working groups, WG4 and WG7, developing compression technologies for volumetric video. 
· Metaverse Standards Forum (MSF) created a Volumetric Media Interoperability Exploratory Group (https://portal.metaverse-standards.org/document/dl/6451).
· Volumetric Format Association is working on distribution formats for volumetric video (https://www.volumetricformat.org)
· Brazilian SBTVD Forum has adopted volumetric video for inclusion in their TV 3.0 standards (optional support in receivers, focus on content distribution over the Internet and consumption on smartphones and HMDs). TV3.0 services are planned to be launched in 2025 (https://forumsbtvd.org.br/tv3_0/#panel-phase2).

Several prototypes, demos, collaborations as well as initial deployments of volumetric video have emerged within the industry. Those related to streaming and real-time communication use cases are listed in the related scenario descriptions in S4-241094 [1], S4-240989 [2] and S4-240997 [3].

43. Proposal
As described in clause 3, significant industry and market interest exist around volumetric video. Nevertheless, market relevance is not an objective metric and goes beyond the technical mandate of 3GPP SA4. Therefore, any information on market relevance should be viewed as informative rather than serving as selection criteria in FS_Beyond2D.
Therefore, it is proposed to:
· For each proposed scenario, provide the following template information shall be used to provide as evidence indicators of market relevance. 
· Related demos, incubations, products
· Evidence of industry collaborations
· Relevant work in MRPs
· Relevant work in other standardization bodies
· Consider scenarios that provide the above to be market relevant.
Since market relevance is not an objective metric and goes beyond the technical mandate of 3GPP SA4, consensus on market relevance should not be used to select the scenarios. 
· For fairness, if at least 2 companies are interested in a scenario, it shall be studied in FS_Beyond2D. 
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