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1
Introduction

This document proposes clarifications to the definition of the User Experienced Data Rate KPI for Next Generation  access within TR 38.913. 

2
User Experienced Data Rate 
The following text gives the current definition for User Experienced Data Rate in the TR for Next Generation Access. 
7.15
User experienced data rate
User experienced data rate is the 5%-percentile (5%) of the user throughput. User throughput (during active time) is defined as the size of a burst divided by the time between the arrival of the first packet of a burst and the reception of the last packet of the burst. 

User experienced data rate is here defined as the data rate that, under loaded conditions, is available with 95% probability. It may be calculated as 

          user experienced data rate = 5% user spectrum efficiency × bandwidth

This first paragraph comes from the NGMN proposal which recommended the use of non-full buffer simulations to evaluate this KPI, and calculates the KPI based upon the times it takes to deliver data bursts.
The 2nd paragraph and following equation relates the User Experience Data Rate to the 5th Percentile User Spectrum Efficiency. The KPI is generally expected to be calculated using full buffer simulations. 
Overall, it would seem that this KPI is intended to be generated for both full buffer and non-full buffer simulation However it is important to realise that the different simulation methods will give rise to different values. 
While full buffer simulations still have a useful role for capacity analysis, they do not accurately capture the dependency of user experience upon load as they do not model the increasing number of simultaneously active users seen with increasing load and instead assume a-priori a certain number of users per cell. Furthermore, the associated area traffic capacity results tend to be inflated by allowing users in good radio conditions to download proportionally greater data volumes than users in poor conditions. 
For these reasons non-full buffer simulation methods have been developed to improve the evaluation of user experience in loaded networks and these have worked well. It seems a backward step for 3GPP to revert to the use of full buffer simulations to evaluate user experience. And in particular 3GPP should avoid a definition that implies two inconsistent ways of evaluation this KPI against the target values.
Therefore the following principles are proposed:

1. Non full-buffer simulations should be the preferred means of evaluating User Experienced Data Rate.
2. Any target values for User Experienced Data Rate should be associated with non-full buffer evaluation.
This should not restrict the future possibility that full buffer results are used to derive an Experienced User Data Rate, e.g. to reduce the complexity of simulations done for the ITU. But that requires more study so that the mapping attempts to predict the values than would have arisen from an non-full buffer evaluation, rather than generating a completely different value, creating inconsistency in the evaluation of this important metric. 
3
Proposal
3GPP RAN shall discuss the usage of non full-buffer evaluation and agree: 

Proposal 1:
Non full-buffer simulations should be the preferred means of evaluating User Experienced 
Data Rate.

Proposal 2:
Any target values for User Experienced Data Rate should be associated with non-full buffer evaluation.

