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1. Call to Order   

· The meeting was called to order at 10:05 AM CST
· Introductions / Declarations of affiliation took place. 
· Roll Call, Membership Update, and Establish Quorum
Membership Update

8/13 members attended, 4/4 voting members attended, quorum achieved

2. Approval of Agenda 
Motion #1:
Move to approve the Agenda, IEEE CGWG Draft Meeting Agenda for 6 Dec 2022.
Motioned by: Chenxi Zeng, CAICT
Seconded by: Juan Zhao, HUST
Motion passes without opposition.

3. IEEE Patent / Copyright Policy  
Call for Patents and Copyright Policy slides have been shared.  No potentially essential patent claims were declared, and no holders of potentially essential patents were identified.

Copyright Presentation has been shared with the WG.
Participant Behavior Presentation has been shared with the WG.
4. Techincal Sharing

The Speaker is not ready for the presentation this time, so postpone this session to the next meeting.
5. Standard Open Discussions
· P2948 Standard for Framework and Definitions for Cloud Gaming
Xinda presented the slices to introduce the high-level discussion of the latest standard.

Xinda went through the P2948 documentation in detail.

Technical open discussion:

· BenLin & Xinda: 
For the resource layer, we should also add virtualization.
Virtualization technology is part of virtual resource. We updated the latest version to replace physical resources with physical and virtual resources.

· Team discussion including BenLin, Anzhong, Xinda and more: 

Do we include “thin client mode” in the scope of P2948? It means that the game logic is inside the client, but the client’s GPU is not strong enough to render it out. So, it sends the “rendering commands” to the server and get the render result back. It’s kind of a hybrid mode leveraging “remote rendering” technology. The key difference to the “graphics streaming” mode is the game logic. In the graphics streaming, the game logic is inside the server. While “thin client mode” means the gaming logic is inside client. Do we want to include “thin client mode” to our framework?
This is a hybrid mode. In the scope of Cloud Gaming, the gaming logic should be running in the cloud. So, this “thin client mode” is outside scope.
6. New Business
Approve P2948 to go through IEEE process

Motioned by: Chenxi Zeng, CAICT

Seconded by: Alicia Nie, Tencent

Motion passes without opposition.

4 voting member attitude:

· Tencent Alicia: approved

· CACIT Chenxi: approved

· Intel Charlie: approved

· Hisense Yijun: approved
All voting members in attendance agreed to pass.
7. Future Meetings  
Within 3-6 mounths
8. Adjourn
Meeting was adjourned at 12:00 PM CST.


