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Abstract: This pCR proposes editorial updates on TR 22.856 v1.0.0.
1. Introduction
This pCR proposes editorial updates on TR 22.856 v1.0.0.
2. Reason for Change
There is a defined term "autonomous virtual alter ego" in 3.1 of TR 22.856.
The term can be defined by NOTE in 5.17 because it is specific word to 5.17 and acutually used only in use case 5.17.
3. Proposal
It is proposed to agree the following changes to 3GPP TR 22.856.
Changes in xxxx from 1214
· Removing the numbering of NOTEs


* * * Start of First Change * * * *
[bookmark: _Toc120012967][bookmark: _Toc120025081][bookmark: _Toc120025234][bookmark: _Toc120091312][bookmark: _Toc129348799]3.1	Terms
Editor's Note: The term avatar will be defined.
For the purposes of the present document, the terms given in 3GPP TR 21.905 [1] and the following apply. A term defined in the present document takes precedence over the definition of the same term, if any, in 3GPP TR 21.905 [1].
autonomous virtual alter ego: an AI-based digital representation behaving autonomously on behalf of a user herself/himself in the mobile metaverse services.
Conference: An IP multimedia session with two or more participants. Each conference has a "conference focus". A conference can be uniquely identified by a user. Examples for a conference could be a Telepresence or a multimedia game, in which the conference focus is located in a game server.
NOTE 1: This definition was taken from TS 22.228 [2].
Conference Focus: The conference focus is an entity which has abilities to host conferences including their creation, maintenance, and manipulation of the media. A conference focus implements the conference policy (e.g. rules for talk burst control, assign priorities and participant’s rights).
NOTE 2: This definition was taken from TS 22.228 [2].
digital asset: anything that is stored digitally and is uniquely identifiable that can be used to realize value. Examples of digital asset include digital image (avatar). 
Editor's Note: this definition needs to be revisited.
digital asset container: virtual container, in which the user holds his/her digital assets (cryptocurrencies, tokens such as NFT, purchased items, IDs...). 
NOTE 3: This digital asset container must also allow to provide his/her Know Your Customer (KYC): to provide proof without disclosing information (to prove an element of the identity without revealing the personal data). 
NOTE 4: Some of the information stored in this digital asset container can be certified (such as IDs, because it has already been authenticated upstream and is encrypted). 
NOTE 5: User information can be managed by several different platforms (third parties).
digital representation: the mobile metaverse media associated with the presentation of a particular virtual or physical object. The digital representation could present the current state of the object. One example of a digital representation is an avatar, see Annex A.
digital twin: A real-time representation of physical assets in a digital world. 
Note: This definition was taken from [29].
gesture: a change in the pose that is considered significant, i.e. as a discriminated interaction with a mobile metaverse service.
immersive: a characteristic of a service offering AR/MR/VR media that appears realistic and acceptable to the user, generally so rapidly responsive to user interaction that the user can behave as they would interacting with real objects.
Editor's Note: the definition of immersive will be revised.
localization: A known location in 3 dimensional space, including an orientation, e.g. defined as pitch, yaw and roll.
location related service experience: user interaction and information provided by a service to a user that is relevant to the physical location in which the user accesses the service.
location agnostic service experience: user interaction and information provided by a service to a user that has little or no relation to the physical location in which the user accesses the service. Rather the service provides interaction and information concerning either a distant or a non-existent physical location.
mobile metaverse media: media communicated or enabled using the 5G system including audio, video, XR (including haptic) media, and data from which media can be constructed (e.g. a 'point cloud' that could be used to generate XR media.)
mobile metaverse: the user experience enabled by the 5G system of interactive and/or immersive XR media, including haptic media.
mobile metaverse server:	an application server that supports one or more mobile metaverse services to a user access by means of the 5G system.
mobile metaverse service: the service that provides a mobile metaverse experience to a user by means of the 5G system.
pose: the relative location, orientation and direction of the parts of a whole. The pose can refer the user, specifically used in terms of identifying the position of a user's body. The pose can also also refer to an entity or object (whose parts can adopt different locations, orientations, etc.) that the user interacts with by means of mobile metaverse services.
service information: this information is out of scope of standardization but could contain, e.g. a URL, media data, media access information, etc. This information is used by an application to access a service.
spatial anchor: an association between a location in space (three dimensions) and service information that can be used to identify and access services, e.g. information to access AR media content.
spatial map: A collection of information that corresponds to space, including information gathered from sensors concerning characteristics of the forms in that space, especially appearance information.
spatial mapping service: A service offered by a mobile network operator that gathers sensor data in order to create and maintain a Spatial Map that can be used to offer customers Spatial Localization Service.
spatial localization service: A service offered by a mobile network operator that can provide customers with Localization.
User Identifier: a piece of information used to identify one specific User Identity in one or more systems. 
NOTE 6: This definition was taken from TS 22.101 [4].
User Identity: information representing a user in a specific context. A user can have several user identities, e.g. a User Identity in the context of his profession, or a private User Identity for some aspects of private life.
NOTE 7: This definition was taken from TS 22.101 [4].
User Identity Profile: A collection of information associated with the User Identities of a user. 
NOTE 8: This definition was taken from TS 22.101 [4].
* * * Start of Next Change * * * *
[bookmark: _Toc120013077][bookmark: _Toc120025195][bookmark: _Toc120025350][bookmark: _Toc120091428][bookmark: _Toc129348916]5.17.1	Description
Artificial Intelligence (AI) is becoming more and more popular in many areas where especially humans cannot handle complicated tasks well (e.g., factory, vehicle, robot, mobile). This trend is likely to continue, and AI will be applied to even more areas. In addition to the rapid expansion of AI, the AI technology itself is also improving. AI that can express emotions like humans and AI that can communicate naturally are now emerging. Given these trends, AI could one day be used not only for industrial use cases, but also as our personal partner and personal assistant to perform many of the tasks around us.
This use case proposes a communication with an autonomous virtual alter ego, which is an AI-based digital representation acting autonomously on behalf of a user herself/himself in the mobile metaverse services. For example, user's autonomous virtual alter ego autonomously sends a mail to clients on user’s behalf. Also, the alter ego can autonomously communicate with the user, other physical users, and other alter ego by using the network capabilities based on the user’s 3GPP subscription. Therefore, the use of network by the alter ego has to be captured correctly by the network from charging point of view. 
NOTE:	The term "autonomous virtual alter ego" means an AI-based digital representation behaving autonomously on behalf of a user herself/himself in the mobile metaverse services.

All the experience and knowledge performed both in physical world and metaverse will be shared between the alter ego and its user, thus creating more than double the opportunities to play multiple roles simultaneously. This autonomous virtual alter ego concept aims to improve emotional well–being, health, and life satisfaction by enabling users to perceive many opportunities in life, such as balancing work and family and participating in many communities simultaneously.
[bookmark: _Toc120013078][bookmark: _Toc120025196][bookmark: _Toc120025351][bookmark: _Toc120091429][bookmark: _Toc129348917]5.17.2	Pre-conditions
John has a UE which has connectivity to 5GS based on subscription to MNO and a contract with an autonomous virtual alter ego service provider. The service setting and parameters for this alter ego service are stored in the user’s subscription data.
John’s virtual alter ego has been trained by the autonomous virtual alter ego service provider, so he can enjoy the alter ego application via his UE.
There are two kinds of application servers. One is for alter ego application. The other is for other applications which the alter ego application connects for executing tasks. 
The autonomous virtual alter ego service provider is trusted by MNO, and the alter ego can use the network capabilities autonomously based on user’s subscription to MNO. 
NOTE:	The autonomous virtual alter ego application server doesn’t always have connectivity to internet (e.g., the case that alter ego service is operated on edge servers). Therefore, there would be the case that alter ego application server connects to other application servers via 5GS not via internet.
The MNO offers a service enabler that allows John to request that the network limit how much resources his alter ego is able to consume on his behalf. The service enabler also provides John with storage space that he can use to store application specific data and information about himself in the network. John is able to configure the enabler to give the virtual alter ego limited access to John’s information.
* * *End of Changes * * * *
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