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C2 General

[bookmark: _Toc74142877][bookmark: _Toc74142878][bookmark: _Toc74142881]***************** First Change *******************
[bookmark: _Toc48052897][bookmark: _Toc74151367]5.12.1	Description
In many residential scenarios, indoor coverage will require deployment of multiple PRASs or WLAN Access Points (APs). It is expected that both 3GPP RATs and non-3GPP RATs (e.g. WLAN) offer wireless connectivity allowing UEs to connect to local or external IP networks via the eRG, thus, as users move through the home, switching of connectivity between different PRASs or APs is required to maintain service quality.
For certain services requiring low latency and high throughput such as playing an interactive game on a VR/AR headset UE, there is a need to connect to a dedicated device within the CPN, for example a gaming console or a set-top-box.
The gaming console will provide the necessary service experience such as reactiveness when computing and rendering a new AR/VR scene displayed on the VR/AR headset (UE #1). In this use case, the gaming console can either be a 3GPP device, a non-3GPP device or support both RATs (3GPP and non-3GPP). The gaming console is part of the CPN.
The VR/AR headset (UE #1) will connect to the gaming console via one of the points of access (PRAS or AP) connected to the eRG.
To guarantee the required bandwidth and latency to the participants in the game, an authorized user e.g. the home owner can initially, or dynamically via e.g. the gaming console or the eRG, reserve temporary access or capacity to particular UEs accessing particular PRASs and APs in the CPN during the game. Other UEs that generally are provided access to these PRASs and APs in the CPN, will during the game have a restricted or no access to certain PRASs and APs.
As a player moves around in the home, there will be a need to handover the VR/AR headset (UE #1) connection from one PRAS or AP to another. Although the VR/AR headset (UE #1) can connect simultaneously to an AP and to a PRAS, the VR/AR headset (UE #1) is not able to take educated decisions on its own with regards to capabilities of alternative accesses in the home, e.g. if a candidate handover access is overloaded. However, a centralized application can distribute accesses with respect to relevant applicative parameters like VR/AR headset, the position and the direction of the UE and buffer level. Besides, the centralized application can know the building map and where (e.g. location) the different players are and where they can be expected to move as the game progress.
The game application can also know the overall context for all players and can compute the best path for each UE for connecting to a particular point of access (PRAS or AP). This application can predict and adapt access to each 3GPP RAT or non-3GPP RAT for providing the best global service experience applied to each individual player at each time. The application can also learn from individual service experience resulting from past decisions applied to input parameters to improve access decisions.
To optimise the gaming experience, the gaming console can control which particular VR/AR headset (UE #1 or UE #2) connects to a particular point of access (PRAS #1 or PRAS #2 or AP #1 or AP #2) to reach the application. For example, the gaming console can disable a VR/AR headset (UE #1) to connect PRAS (PRAS #2) in order to force this VR/AR headset (UE #1) to connect to PRAS (PRAS #1).
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Figure 5.12.1-1. Local control of PRASs for UE #1 to access CPN device

***************** End of Change *****************
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