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JT-H430.2

Immersive Live Experience: Architectural framework

I .<Overview>

This Recommendation identifies the general framework and high—level functional
architecture for immersive live experience (ILE) services, in order to clarify ILE
services and the general functions of ILE systems. This Recommendation also

provides the general role model of ILE.

II. <References>
1. Relation with international standards

This Standard conforms to ITU-T Recommendation H.430.2 (02/2019).

2. Departures with international standards
2.1 Selection of optional items

None

2.2 Definition of national matter items
None

2.3 Others

Appendix I was not translated to Japanese, because that was not the body of standard.

2.4 Differences from the ITU-T Recommendation in the framing of the contents

None

3. Change history

Version Date Outline

Version—1 | Feb. 20, 2020 Enactment
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