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1. Introduction

This pCR specifies requirements for a common EAS discovery, such that a group of ACs get service from the same EAS.
2. Reason for Change

Key issue #17 requires discovery of a common EAS. There are different scenarios based on available EASs and their service areas that should be considered for drafting requirements for this key issue. Below is a set of scenarios that should be considered and expected result in those scenarios:

1.
All UEs are within the service area of same EAS i.e. EAS 1  

( UEs should be provided with information of EAS 1 as common EAS
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2.
UEs are distributed within service areas of two (or more) EASs, where EAS service areas don’t overlap 

( UEs should be provided with information of common EAS depending on their location and EAS service area. For e.g., UEs within service area of EAS 1 ahould be provided with information of EAS 1 and UEs within service area of EAS 2 should be provided with information of EAS 2. As a separate procedure if supported by the application, EASs can use solutions of Key Issue #13 (Edge enabler layer support for EAS synchronization) for EAS sync.
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3.
UEs are distributed within service areas of two (or more) EASs, where atleast one EAS service area covers all UEs. 

( One of the below results should be achieved based on application’s support for EAS-EAS synchronization and preference.
Option 1: UEs should be provided with information of the EAS whose service area covers all UEs.
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Option 2: UEs should be provided with information of the closest EASs if the application supports EAS-EAS synchronization.
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Following is an example use case from Operator Platform Evolution: Use Cases and Concepts:
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2.3 Description

The next use case is a multiplayer augmented reality game. Players participate in the real world,

supplemented by online features, for example, a role-

can be on different operators.
2.3.20P Dependency

For such a game, preference is that the players
‘share the same application server, which is on a

local cloudlet. A “shooter” game, for example, is
moderately latency-sensitive, and faifness

‘between players is crucial, requiring that the
‘players all get similar server processing.
‘performance and similar network performance.
An Operator Platform enabling the sharing of

edge nodes between operators would be able to
support this.

laying game. The players are thus all nearby but

Some games need specialist compute (e.g. GPU).
As indicated in the TEC whitepaper [2], a
federated model to deliver an Operator Platform
may require alignment between the federated
operators to ensure that they offer similar
resources. Thus, the party developing the game
can expect the same specialist compute
capabilities in all networks and consider them in
their application design and dimensioning.




3. Proposal

It is proposed to agree the following changes to 3GPP TR 23.700-98 v1.1.1.

* * * First Change * * * *

5.x
Common EAS

5.x.1
General

This clause specifies requirements for common EAS discovery, such that a group of ACs can get service from the same EAS.
5.x.2
Requirements

1.
Edge Enabler Layer shall enable a group of application clients to discover a common EAS i.e., same EASID, EAS endpoint and EDN.
2.
Edge Enabler Layer shall consider the information provided by the application (such as application layer group information, whether application supports EAS-EAS sync or not etc.) for finding the common EAS.  

3.
Edge Enabler Layer shall consider the information provided by the application (such as application layer group information, application client type, location, required KPIs etc) for determining a group of application clients seeking to connect to the common EAS.

NOTE 1:
Requirement of ACs to use a common EAS based on application client and EAS requirements is determined and managed at the application layer. 

4.
Edge Enablement Layer shall consider the KPI requirements (e.g., connection bandwidth, response time) for all the application clients in the group when determining a common EAS, if required by the application.
5.
Edge Enabler Layer shall enable a group of application clients to be relocated to a different common EAS.
NOTE 2:
Relocation to a different common EAS can happen due to several reasons such as additional ACs requiring to connect to the common EAS, EAS unavailability etc. 

NOTE 3:
Application clients can be running on the same UE or different UEs.
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