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1 Introduction

NBMP is designed to enable controlling media processing workflows in the cloud. With the emergence of 5G and Edge Computing, offloading media processing to the mobile edge enables realizing advanced XR and immersive media use cases on mobile handheld devices in a way that would otherwise not be possible with traditional client/server architectures or even with classical cloud platforms.

In this contribution we propose to address the use case of split rendering as part of NBMP phase 2. 

2 Split Rendering

With the emergence of cloud gaming services, split rendering has taken a different shape. In order to support real-time gaming on devices with limited graphics processing power, such as devices operating on battery, complex rendering operations of the game scene are performed in the cloud. This operation is denoted as scene baking. In the extreme case, the game scene is rendered completely and the result is encoded as a 2D video and streamed to the client. The client may perform some pose correction operations or may just render the received 2D video. 
The following figure shows how split rendering is used for cloud gaming:
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The client capabilities differ from client to client and may even change dynamically, e.g. based on current network connectivity or power level. The client is able to determine its current processing capabilities dynamically and should be able to control what gets offloaded and what is performed on the device. 
It is also possible that the workflow split is flexible enough to be allocated between source, different MPEs and the sink.
3 Requirements
We propose to consider the following requirements for the design and development of phase 2 of NBMP

· It shall be possible for the NBMP Sink to influence the NBMP workflow:
· To control the workload split between the sink and the network

· To dynamically adjust the workload split based on changes in client status and conditions
· It shall be possible to support streaming of media and metadata from the network to the sink in different formats that are appropriate to the different workload sharing strategies
4 Exploration 
The feasibility of this and similar use cases with NBMP is to be investigated. Identified gaps will be addressed by NBMP.
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