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1
Introduction
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2
Discussion

In the figure above, it can be noted that the UEs involved in the call will also be informed about the outcome in many cases. A Reason header is added in CANCEL when the reasons are 600 (Busy Everywhere) 603 (Declined) or 200 (call completed elsewhere, so in most cases the UEs involved in the call will be updated. If one UE responds 486 Busy, this UE will need to synchronize with the call log when the call log is updated.
OMA CPM has in OMA-TS-CPM_Message_Storage_Using_RESTFul_API-V1_0-20181025-D defined a call log structure and the possible outcome of the call. They specify access to this as a REST API. They define the fields needed for the message store and also possible values for the outcome of the call.
The question is if we need to involve SA2 for a definition or if we can just point at the OMA solution, which might require a format for the call log. An example is given in OMA-TS-CPM_Message_Storage_Using_RESTFul_API-V1_0-20181025-D, which uses JSON. It can be noted that SA6 has defined a message store for MCData short data service in 23.282.
3
Proposal

It is proposed to discuss the above and start the necessary activities.
_1611687874.vsd
AS


UE1


UE2


UE3


Call Log


INVITE UE1


INVITE UE2


UE1 and UE2 do not answer, so call is a missed call. UE3 is switched off


Update call log
with missed call


UE1 and UE 2 needs to be updated with the missed call


UE3 is switched on and needs to synch with the call log 


UE1 answers, so call is a completed. UE3 is switched off


Update call log
with call


UE1 and UE 2 needs to be updated with the call


UE3 is switched on and needs to synch with the call log 


Alt scenario: missed call


Alt scenario: completed call



