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This is 5G Edge-XR
Demonstrating how 5G networks, in combination
with cloud graphics processing units, can provide
immersive experiences.
5G Edge-XR will demonstrate how 5G networks, coupled with cloud graphics processing
units, will enable users to view sporting events from every angle in a totally immersive
experience. These experiences will be available on a range of devices including
smartphones, tablets, AR & VR headsets and TVs. This approach will underscore the
vision and potential of 5G networks, creating new opportunities for UK and Global
businesses.
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About 5G Edge-XR
5G mobile networks have the capability to deliver both Virtual
and Augmented Reality (VR & AR) to users. VR and AR should be
better on 5G as 5G networks can be engineered to minimise
latency and deliver very high data through outputs required to
provide these types of experiences. 5G Edge-XR will demonstrate
how high-end graphical processing units (GPUs) located within
the 5G network can be used to offload the burden of
computationally demanding tasks from user devices.

#1

Today’s VR and AR experiences require powerful client
devices to render and display immersive experiences in
real time with minimal motion-to-photon latency.

#2

5G is designed to support a 100x increase in traffic
capacity and network efficiency.

#3

5G has a lower latency than standard mobile networks
which is important for delivering immersive experiences.
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5G Edge-XR: A
Collaborative Project
The Partnerships behind 5G Edge-XR working together to deliver a fully
immersive experience to all users.
5G Edge-XR is a joint project led by BT in partnership with the Department of
Digital, Culture, Media & Sport, The Grid Factory, Condense Reality, East
Dance, Salsa Sound and the University of Bristol. Together, these partners will
use 5G Edge-Xr to demonstrate the capabilities of 5G technology.
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5G Edge-XR Use Cases
5G Edge-XR will demonstrate how a combination of
5G networks and an Edge-GPU based architecture
can support a range of high-end XR services that will
serve a diverse variety of industries such as
Construction, Retail, Sports Broadcasting and Dance
Education. You can find more about each of the use
cases here:

Boxing
Real-time virtual volumetric video hologram on viewers’ coffee
tables. Live action and replays can be viewed from any angle. AR
scene viewable on smartphone, tablet and AR headsets.
Presentation can be synchronised with the live TV Broadcast feed.
Interactive Gfx and Statistics panel. Editorially driven experience
with commentary and automatic replays.
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Stadiums

MotoGP

An AR football experience for sports fans within stadia. Game stats
data overlaid onto players, virtual off-side guides and ball
trajectories. Overlays synchronised to the commentary. Replays
shown on virtual jumbotron screen. Video from other camera
viewpoints. Alternative partisan commentaries.

It is an AR immersive MotoGP sports fan experience. It involves
streaming video from multiple sources to an AR viewing device
which may be glasses, or to a tablet/phone.
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Dance

AEC

A live streamed AR dance class, hosted by a remote dance artist
who is presented as a video realistic avatar using real-time
volumetric video. Building on the current model of live streaming to
schools to enable artists and teacher to co-deliver a dance lesson,
the approach hopes to increase levels of pupil engagement and
active participation.

Architectural, Engineering and Construction use case, where a
building can be conceived, co designed, engineered and then
deployed as an 3D model off and on site.
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Retail

Health

Automotive Sales use case where photoreal VR can help buyers
customise, visualise and interact with their new car and the brand
at the dealership and at home.

This is a speculative use-case, one the project is hoping to address.
At the moment we are still looking for appropriate image files.
Clinicians value 3D imaging to aid the diagnosis and treatment of
disease. The ambition in this project is to see if we can make it
easier for clinicians to access such 3D imagery. By using a very
powerful edge GPU cluster to render complex 3D images, much
simpler devices, like iPads computers and phones, could be used to
view the images.
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www.5gedgexr.com

