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1. Introduction
The present contribution proposes to study how EAS discovery can be adapted in such a way that different players involved in a real-time multi-user gaming session select the same EAS, if within an EDN several EASs, possibly located at different locations are offering the same gaming service.

2. Reason for Change
It is possible that within an EDN covering a larger area, several EESs and several EASs offering the same service are deployed, possibly located at different locations.

For certain types of games, e.g. real-time multi-user gaming sessions between several users, it would be useful if the EAS discovery performed by each of the EECs results in selecting the same EAS, as this will make it easier for the EAS to handle the real-time interactions between the various users correctly.

It is proposed to study whether and how this can be achieved, possibly be adapting the existing procedures for service provisioning, EEC registration and EAS discovery
3. Conclusions

<Conclusion part (optional)>
4. Proposal

It is proposed to agree the following changes to 3GPP TR 23.700-98, v 0.4.0.
* * * First Change * * * *

4.X
Key issue #X: EAS discovery for multi-player sessions
If an EDN is covering a larger area, an ASP can deploy several EASs providing the same service in different locations within the EDN. For example, a gaming service provider may deploy game servers in different locations to serve its users. 
If the EAS is supporting real-time multi-user gaming sessions between several users, it can be an advantage if all users are served by the same EAS, as this will make it easier for the EAS to handle the real-time interactions between the various users correctly. 

Dependent on the type of gaming session, it may be necessary to determine this common EAS so that the latency for all the players in the session is approximately the same. Otherwise, some of the players could get penalized in an unfair way.

Open issues:

1)
Whether and how the EECs of different users can select the same EAS within an EDN?

Note:
This open issue is dealing with the issue how different EECs can peform EAS discovery so that they select the same EAS within an EDN, whereas KI#13 is dealing with the issue how, after different EECs have selected different EASs located in different EDNs, these EASs can synchronize their contexts.

2)
Whether and how selection of a common EAS can be achieved across 2 EDNs, i.e. when initially different UEs are communicating with different EDNs?
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Figure 4.x-1 Several EASs (with same service) deployed in different locations in the same EDN

