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Introduction

This contribution proposes a social application discovery and communication service use case Section 4.1 for study in TR228xx.
Discussion

Considering the growing trends for proximity discovery and communications, there is a need and an opportunity for 3GPP to add enhanced services to satisfy increasing demand of proximity-aware applications. In particular, 3GPP has the opportunity to become, in terms of performance, range, security, and integration with current mobile customer base, the platform of choice to enable and monetize a network of proximity devices, and consequently an even larger set of future proximity-aware services.

The proximity-based service use cases show new opportunities complementary to existing network based services by incrementally adding proximity discovery and communications. The new proximity-based services come from enabling discovery and direct communication for: 

· Social proximity apps – proximity friends & gaming
· Home/office automation – smart metering, office peering
· Commercial – hyper local advertising
· Opportunistic network offload
Integrating proximity-based discovery and communication with 3GPP services and architecture can simultaneously meet commercial goals and specific mission critical needs of LTE-based public safety systems. The service requirements are achievable for trustworthy operator service control, unique peer discovery, secure/reliable proximity data communications, and interoperability between proximity and macro network communications.
Social networking apps and web 2.0 are creating a high demand for proximity-aware mobile applications. Internet social networking applications are anxiously looking for any mechanism to keep in communication and track of their subscriber’s every move on the network and more recently their physical proximity as well. The general reasons are 2-fold:

1. To provide a better and farther reaching social app experience.

2. To provide more refined and targeted marketing modes for advertising placement. 

The actors (proximity-aware social app, UE’s and end users) and services defined in the social app use case proposal, are designated to show the need for supporting high density of use, relevant range, dynamic, secure and opportunistic social app interactions beyond the abilities of existing macro network or mobile social apps. This use case is intended to show a mix of device to device automated discovery filtering and direct user involvement when an interesting social opportunity is presented to the user. The social app use case generally has pre-arranged affiliations between users of the social networking app. Friends and group relationships can also happen dynamically based on interests, user 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 Social Use Case

Users A/B/C/D use a given proximity-aware social networking application with devices that are enabled for proximity discovery & communication (referred to as proximity-aware). 

In the context of this application the following relationships are established:

· Users A and B are friends. 

· User C is a friend of User A but not a friend of User B

· User D is not a friend of Users A, B and C
The user experience characteristics are such that Users are notified of their proximity to other Users with which they have a friend relationship. Their proximity-aware interactions are kept private from Users where there is no friend relationship. As Users A/B/C/D move around, say in a town center, a shopping mall, a sports ground etc they happen to be within walking distance (hundreds of meters) from each other. 
The proximity-aware social networking application running in Device A/B/C/D corresponding to Users A/B/C/D, should autonomously and without any further user interaction receive the following notification:

· User A is notified that Users B and C are in proximity

· User B is notified that User A is in proximity

· User C is notified that User A is in proximity

· User D does not receive any notifications

The user experience is such that the proximity status of friends is displayed persistently, dynamically, and timely, similar to online status indication provided by presence applications. 
Following notification, User A decides to contact User B. Depending on the capabilities of the social networking application, Users A and B should be able to engage in any of the following:

· Exchange of files, photos, text messages, etc

· VoIP conversation

· One-way streaming video

· Two-way video conference

· Any other type of data transfer commonly used in the Internet (e.g. HTTP, SIP, XMPP, etc.)

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 not 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.
