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PROJECT SCOPE

Developing 5G-Advanced and 6G-enabled
media solutions for real-world impact.

6G-Holonet develops and validates 5G-Advanced and 6G-enabled media solutions
based on real business and societal needs across multiple sectors. It identifies key
use cases, defines requirements, and establishes KPIs/KVIs to guide development.
The aim is to co-create sustainable, high-performance, and inclusive applications
contributing to future 6G ecosystems.
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Overview

The aim of the project is to drive innovation in 6G so
that support for media applications is intrinsic via:

* Uplink-centric architectures
* Energy aware operation
e Real-time orchestration

From capturing to rendering to distribution
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Enablers, use cases, and goals
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Immersive live music
with holographic artists

Enables distributed performers to appear together
as real-time volumetric holograms, with XR/AR fan
interaction and on-stage participation.

5 ENTERTAINMENT

uc2
Interactive cultural
heritage experiences

Uses wireless volumetric capture and 3DGS to create
immersive digital replicas of artefacts and sites,
with remote XR-guided storytelling.

fil  HERITAGE

ucs
Cloud-native live media

| production

Transforms broadcast production into a cloud workflow
with real-time Al services including subtitles, translation,
sign language, accessibility, and audience engagement.
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uca
Distributed immersive
production network

Validates interoperability, scalability, orchestration,
and KPIs for immersive media across multiple sites.
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Vertical
Engagement

. Live Music &
\ﬁ\ Entertainment /
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Creating immersive live
experiences with holographic
artists and real-time

audience interaction.

Cultural
Heritage

\
g

Immersive digital replicas = =
of artefacts and sites with S
XR-guided storytelling,
including the Greek

National Opera.

\ Museums

Engaging museum
audiences in the UK and
the Netherlands with
immersive, interactive
experiences.

Project
Goals

A blueprint for distributed
immersive media production
Combining networking, Al, and XR.
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Networking Al
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A reusable
volumetric
streaming platform

Scalable models
for cross-border
immersive
experiences



Solutions need to be technically sound AND feasible

Tracking maturity across two dimensions -

TRL

Feasibility - tech
partners / use case
partners

ERL

Exploitation - Sound
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CYCLE1 - M1-8

TRL 4

PoC

Wireframe or storyboard
tested with users.

ERL 1

Assertion

The proposal names a user

and a need. Neither is tested.

CYCLE2 - M9-16

TRL 5

Prototype

Clickable, validated in user
sessions.

ERL 2

Insight

Named user type confirmed.

Problem validated with
evidence.

TRL for feasibility, ERL for exploitation

CYCLE3 - M17-24

TRL 6

Pilot

Live trial, real users in
context.

Willingness-to-pay signals
collected; demand evidenced
in context.

CYCLE4 - M25-32

TRL7

MVP

Deployable; exploitation
pathway confirmed.

Pathway

Pathway, governance and
owner defined for
exploitation.
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Thank you

abuchan@dtg.org.uk- https://6gholonet.eu/
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