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Introduction

This contribution proposes a proximity-based multiplayer gaming use case Section 4.1 in TR228xx.

Discussion

The actors (device, game software and end users) and services defined in the proximity-based multiplayer gaming use case proposal are designated to show the need for supporting high density of use, relevant range, dynamic, secure and opportunistic mobile gaming interactions beyond the abilities of existing macro network and internet based capabilities. This use case is intended to show a mix of automated discovery filtering and direct user involvement when an interesting game opportunity is presented to the gamer. The multi-player gaming use case may have pre-arranged affiliations and subscriptions between users and gaming software actors (i.e. a dedicated game device, game console, subscription to a game, or a license to a mobile game on a UE). Friend and team relationships happen dynamically based on interest, skill, gamer availability and locale as part of proximity discovery.
Proposal

It is proposed to add the following to TR228xx (FS_ProSe).

*** First Change ***
4.1.x Multi-Use Gaming Use Case

A number of young adults are spending their Sunday afternoon in a sprawling neighbourhood square and on nearby pedestrian side streets.

Young adult Users A/B/C/D are spread around hundreds of meters and each owns a purpose specific device used for proximity-based, multi-player gaming (or, maybe a general-purpose smart phone with gaming apps). The following are true:

· Users A, B and C are interested in playing Game X

· User D is interested in playing Game Y 
The user experience characteristics are such that:

· Users are notified of their proximity to other gamers with which they have common consoles, platforms and games but not necessarily a direct friend relationship.

· High resolution media (voice & video) can be exchanged interactively either with all participants or team members within a gaming environment.

· The game control inputs are expected to be received by all game participants to maintain causality in the gaming experience.

User A, B and C establish multi-party communication as part of initiating a session for Game X. The user experience is such that participants in Game X can spread-out in the neighbourhood square and surrounding area, while maintaining proximity-aware indications for their co-players, potentially incorporating them in the game itself.

Users A/B/C are able to recognize that there is a game player (User D) in the vicinity, who is not interested in playing Game X. User D is also able to detect the proximity of other game players (Users A/B/C), but does not find anyone interested in playing Game Y.
The above scenario is valid for various in-door, out-door, over-ground, under-ground, and mixed locations in which GPS may or may not be available or practical. It is expected that the existence of walls and other physical structures may somewhat change the range of the proximity detection.
It is assumed that the system will be able to support this use case in combination with any number of other use cases defined in this document.
