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1 Background

Document [1] proposed specifying a “boost” message for E-FLUS when the source temporarily needs more bandwidth to transmit its content to the FLUS sink.  While the concept of a boost message has some merit the details still need to be clarified, including:

1. QoS: is this used for traffic with best-effort, GBR, and/or non-GBR QoS?

2. Architecture: at what layer is this message sent and what are the APIs required to support this? 
3. Semantics: what information is sent in the boost message and what are the associated procedures?

This contribution addresses the first aspect of QoS.

2 Parenting QoS
My 11-year-old son, Rishi, likes to play the massively multiplayer online first-person-shooter and builder video game “Fortnite” so much that we are in a constant battle to limit his playing time: he gets 30 mins for each non-school day.
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Figure 1. Rishi caught sneaking some screen time while we were hiking in Big Sur California last weekend

For those who know about Fortnite skip the next paragraph.  
Think of Fortnite as the offspring of “Minecraft” married to “Call of Duty: Black Ops.” Each session starts with 100 players in a virtual world retrieving raw materials to build protective forts while all trying to kill each other, with many players celebrating each kill with a unique victory dance (sic, I know). The session ends when only one player survives. To try to control the duration of each session, the game incorporates a huge storm whose eye progressively narrows over time, forcing all the surviving players into a smaller and smaller geographic area, thus causing conflict and kills.  But even with this, the duration of a single player’s session can vary depending on their skill level, skill level of their opponents, and luck. 

So when Rishi’s 30 minute timer goes off, he's usually in the middle of a session.  And that's where he starts begging for more time to finish as he is always one of the few remaining players.

If each time he asked for an extension we granted it then he will never be limited to 30 minutes playing time. To overcome that we could try to shorten his timer to 25 minutes so that on the average he may be getting something close to 30 minutes of playing time.  But it is never exact.  Furthermore, if he knows that we have purposely shortened his timer to 25 minutes and his session ends soon after the timer goes off,  he will beg for more time because he knows he didn't get his full 30 minutes. 

Now add in the trust issue.  What if we can’t trust Rishi to just keep begging for more time and what if he can’t trust that we are setting the timer to a full 30 or 25 minutes?

Without trust he doesn't listen to his parents anymore, drops out of school, and starts taking drugs.  Or worse, he tries to become a professional video game player, succeeds, and has living proof that he should never listen to his parents ever again.  

3 Analogy

QoS should be an agreement between the UE/application and the network.  If the UE/application exceeds what was agreed, then tough – its packets are delayed or dropped.  If the network cannot sustain the guaranteed throughput for a short period it needs to try its best to compensate within the QCI/5QI averaging window.  In those circumstances where the network cannot meet the requirement due to real-world conditions, a boost request should not help. Otherwise this means the network was not really trying its best to begin with.
All this to say that enabling boost for GBR traffic will cause many young people to drop out of school, take drugs, and in some cases, think that they are smarter than their parents.
However, there is value in the boost when there is no GBR.  (Rishi, you can play now but there’s no guarantee that you will get to finish the session).  But the boost should be used with the following constraints: 

· Is only enabled when the network allows this for a user, i.e., Rishi, you are allowed to beg.
· Supports a means for tracking and charging the user for the feature, if not the individually granted boost requests, i.e., Rishi, this takes away from your allocated screen time tomorrow.
· Supports a means for telling the UE to pause in making any boost requests for a period of time, i.e., Rishi, I heard you so shut up for a while.
4 Proposal
Boost only be specified for use with best-effort (no QoS) or non-GBR QoS.  Furthermore, it should be used with the following constraints:
· Is only enabled when the network allows this for a user/application
· Supports a means for tracking and charging the user for the feature, if not the individually granted boost requests
· Supports a means for telling the UE to pause in making any boost requests for a period of time
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