Contents Page
FOT@WOTM........c v
IIIETOMUICEION ... vi
1 SCOPI ...tk 1
2 NOTIATIVE FEEFEI@IICES ... 1
3 Terms and defIMITIONIS ... 1
4 OV VIR ..ok

41 Motivation to develop standards for distribution of scene-based media..
4.2 Immersive displays and their information requirements
A2 1 GEIETAL oo
4.2.2 Raster media, 3D graphics and information requirements of immersive displays......... 5
4.2.3 Defining necessary and sufficient thresholds of media information ... 6
4.2.4 Accommodating displays with a variety of information requirements.............cccccccccee. 6
4.3 Content creation not in scope for MPEG International Standards ... 6
4.4  Challenges for distribution of immersive media
441 Interoperability DetWeen IeNAEIErS. ...ttt
4.4.2 Interchange between media fOrmats . ...
4.4.3 Lack of standard specifications of media format........esssses s 8
5 On the usage of Immersive Technology Media Format for media interchange...............cocce.. 8
Media workflow from content production to distribution...............: 8
6.1 Introduction to media workflows
6.2 CAMIETA CAPEUTEM oo
6.3 COMPULET GEIETATEM ..ot
6.4 3174 01 5 U F
6.5 Display considerations
6.6 Clarifications on media workflow terminology..........cccncn
6.6.1  Mastering fOrmat ... ...
6.6.2 Contribution, mezzanine, or ingest format
6.6.3 Distribution or last-mile fOrmat ...
6.7 Observations about media formats and variety of diSplays ..., 11
7 REIUAGT IS ... 11
7.1 INELOAUCTION TO TEIMABTEI'S ..ot 11
7.2 Classification of rendering MEthOAS . ... 12
7.2.1  REAI-TIME TEIMABT OIS oot 12
7.2.2  Non real-time or offline FeNAETETS ... 12
7.3 Families of rendering techniques for immersive applications..........e 12
7.3.1  RASTEITISATION. oot 12
7.3.2  RAY ETACIIIE ek 12
7.3.3  HYDTIA e 13
7.4 Other rendering CONSIAETATIONS ... 13
7.4.1 Distributed and network rendering and “edge compute” ... 13
742 SCOIE COMIPT@SSION...oooiioviiieieieiieiesieiee e 13
TA.3  ANTIALTASTIIZ e 13
2 N 0 T3 o T8 (== 010 S 13
745 HATAWATE .ot 13
7.5 CUTTENE SEALE OF THE AT T et 14

ISO/IEC TR 23090-27:2025-06 (E)

Information technology - Coded representation of immersive media - Part 27: Media
and architectures for render-based systems and applications




8 IMIMEISIVE QESPIAYS .......oo ettt
8.1 Characterizing the immersive display
8.2 Fundamental output units of displays
8.2.1 Points of light
8.2.2 Raysoflight...............
8.2.3 Waves of light
8.3 Families of displays emitting points of light
8.3.1 Single panel planar displays........cccocisie,
8.3.2  Multi-planar displays
8.3.3  VOIUMELIIC AISPIAYS oo
8.4 Families of displays emitting rays of HEHt ...
8.4.1 Dense light field displays
8.4.2 Low density ray displays
8.5  Families of displays emitting waves Of Gt ...
9 Architectures AN INEETTACES ...
9.1 GEIIET AL
9.2 Architecture for streaming of frame-based media ...
9.3  Architecture for streaming of scene-based Mmedia..........e
9.4 Hypothetical immersive display archit@Cture ...
9.5  Architecture for scene graph repreSentations.... ...
9.6 Architecture for scene graph representations with a shared asset........c
9.7  Architecture for annotated scene graph using IMS........... e
9.8  Architecture for translation between scene graph representations using IMS
9.9 Adaptation of scene-based media to the capabilities of the client and/or to current
COTUATEIOTIS st 25
10 Use cases, requirements and assumptions
10.1  General...een
10.2 Scenario 1 Distribution to a single immersive media client (display).
10.2.1 Introduction to SCENATIO T ...
10.2.2 Desired features for SCENATTO 1 ...
10.3  Scenario 2 Distribution to heterogeneous set of immersive media clients (displays)
10.3.1 INtroduction £0 SCEMATIO 2 ...t
10.3.2 Desired features fOr SCENATIO 2 ...
10.4  Scenario 3 Distribution to both legacy and immersive media clients (displays)..............
10.4.1 Introduction t0 SCENATIO 3 ...
10.4.2 Desired features for scenario 3
T0.5  CUITENT ASSUIMIPTIONIS ..ot
BIDLEOGIAPIY ...t 28



		2026-06-09T14:31:54+0000
	DIN Deutsches Institut fuer Normung e. V.
	Dokument ist zertifiziert




