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1. Introduction

UE OTA test scenario with Phantom has been completed in RAN4. Several other test scenarios corresponding to UE service modes were also proposal and discussed in RAN4#43/44 meeting.[1][2][3]
In this contribution, UE OTA test in the handset modes, which are corresponding to UE in free space as well as with head Phantom only (H) scenario, are reviewed and test results are shown as our baselines. The UE OTA MBMS and Gaming test case with head and hand (H+H) Phantom, which was proposal by Doc[3], was verified as our second steps. 

UE OTA test in the MBMS and Gaming mode, which was proposed by Doc[2]corresponding to the test scenario with head, arm and hand configurations (H+A+H), are developed. The OTA measurement data based on real human body instead of Phantom are shown.. 

2. Test  Conditions
  The measurements used in this work were performed in the anechoic room and positioned controller ( Satimo 105)  and using tester (Agilent 8960 ).The tests are performed under  three case: the free space, the handset mode and the MBMS and Gaming mode shown in Figure 1,Figure2 and Figure 3,repectivly. Under the handset mode as Figure 2, the handset mount on the left side of the phantom head at an angle of 45 from the x-axis. When the MBMS and Gaming mode are performed, the distance from the phone to the ear is 35cm as Figure 3 and Figure 4.
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Figure I The OTA test in free space
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Figure II The OTA test in Handset mode
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Figure III the OTA test in the MBMS and Gaming Mode
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Figure IV the OTA test in the MBMS and Gaming Mode

3. Test  Results

The results of the mobile phones under different mode  are shown as follows in Figure V and VI, repectivly. There are about 4.3dB TRP lost and 3.3 dB TRS lost in the  MBMS and gaming mode  compared to handset modes.
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Figure V: TRP Test results for different mode of the Mobile Phone I
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Figure VI: TRS  results for for different mode of the Mobile Phone I
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Figure VII: TRP pattern for Mobile Phone I under MBMS and Gaming mode 
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Figure VII: TRS pattern for Mobile Phone I under MBMS and Gaming mode 
4. Conclusion

From the different mode radiated test, a variation of 3-4dB for the handset mode and the MBMS and Gaming mode are found. We can conclude that we should increase test mode inside of the phantom head in 34.114,not only including handset mode( the phantom head and hand )  ,but also the  MBMS and Gaming mode (the phantom half body and hand).
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