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1. Overall Description:

SA1 would like to thank RAN2 for their LS S1-060370 = R2-060740 on Real Time Gaming requirements.

RAN2 asked SA1 to supply any requirements for RT Gaming, including:

a. Required round trip time (RTT) based on the communications model (Peer to Peer & Client-Server) 

b. Required RTT based on a hybrid model in which part of the game is implemented with the Client-Server model and the remaining part with the Peer-to-Peer model.

c. Required End to End Delay

d. Transferred peak and average data rates and probable required band width in each case.

e. Tabulate additional requirements

SA1 has produced a CR to TS 22.105 which provides more accurate values for End-user Performance Expectations on realtime gaming. 

Table 1 of TS 22.105 thus will contain the following values for gaming:

	Medium
	Application
	Degree of symmetry
	Data rate
	End-to-end One-way

Delay
	Delay

Variation within a call
	Information loss

	Data
	realtime games
	Two-way
	< 60 kb/s


	< 75 msec preferred

	N.A
	< 3% FER preferred,

< 5% FER limit 


It should be noted, that these values are considered the most demanding ones with respect to delay requirements (e.g. supporting First Person Shooter games). Other types of games may require higher or lower data rates and more or less information loss but can tolerate longer end-to-end delay.

We also believe, that from End-user point of view no distinction of the communications model (Peer to Peer & Client-Server) needs to be made.

2. Actions:

To RAN2 group.

ACTION: 
SA1 asks RAN2 to take the requirements given into account in their work on “Improved support of gaming over HSDPA/EDCH”

3. Date of Next TSG-SA1 Meetings:
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