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1. Introduction
This pCR introduces a new key issue to study the challenges resulting due to dependencies between different Edge Application Servers associated with a single application.
2. Reason for Change
Rel-17 EEL procedures are designed such that services like EAS discovery and service continuity support are performed per EAS, where individual EASs are uniquely identified using EAS endpoints (e.g., URI, FQDN, IP address). 

However, to provide services to the end user a typical AC communicates with multiple endpoints i.e., multiple EASs. This creates a linkage between these EASs, which impacts the support provided by the Edge Enabler Layer. 
3. Proposal

It is proposed to agree the following changes to 3GPP TR 23.700-98 v0.4.0.
* * * First Change * * * *

4.x
Key issue #x: Linkage between EASs
Rel-17 EEL procedures are designed such that services like EAS discovery and service continuity support are performed per EAS, where individual EASs are uniquely identified using EAS endpoints (e.g., URI, FQDN, IP address). 

However, to provide services to the end user a typical AC communicates with multiple endpoints i.e., multiple EASs. This creates a linkage between these EASs, which impacts the support provided by the Edge Enabler Layer. Taking an example of an online game where to support large number of users, different game functions are split across multiple servers; like, a game engine for game state and user input management, in-game chat server for communication between players and a capture server for capturing rendered images, encoding, and transporting them to the player’s device. If each of these EASs are discovered, controlled, and relocated individually, it may impact the overall quality of service. For e.g., ACR failing for the game engine should cancel the ACR of the capture server to maintain their proximity. 

This key issue is to study the impacts on the EEL’s support functions created by such linkages or dependencies between the EASs. 
NOTE:
This KI does not focus on enabling communication between the EASs, rather, it focuses on coordination at the EEL when multiple EASs are serving the same AC on a UE.

Open issue:

-
How can the EEL identify linkages between the EASs? 
-
What are the impacts on EEL procedures due to linkage between the EASs e.g., when the linked EASs are served by the same EES and require ACR due to UE mobility?
