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[bookmark: _Toc462478989]1	Discussion
FS_XRM provides several scenario related to the KI#4 : KI#4: Influencing UPF and EAS (re)location for collections of UEs on FS_Edge_Ph2.  
2	Proposal
It is proposed to adopt the following changes into TS23.700-48

[bookmark: _Toc510607461]		* * * * Start of Change * * * *
[bookmark: _Toc101008243]5.4.2	Scenarios
Editor's note: This clause will document the scenarios (and potential associated use cases) applicable to KI#4, if any. This clause will be removed if left empty.
There are use cases that UEs belonging to a non-predefined dynamic group should be treated the same way, and members of the dynamic group is likely to change dynamically, e.g. UE could join/leave the group randomly. For example:
-	Multi-user low latency Gaming: In such use cases, the Application client running on the UE are served by a particular application server which is the corresponding game hosting server i.e. Edge Application Server (EAS). This EAS provides gaming services and maintains individual UEs gaming profile, user level registration details, etc. These members could change dynamically over period of time. Also, due to maintenance purposes or due to overload situation EAS would require to be relocated to another one, thus moving all registered users to the new EAS.
-	Platooning: In case of platooning use case, all the member UEs involved have similar attributes and requirements, for example, all UEs in a particular platoon have similar mobility characteristics i.e. moving in the same direction and with similar speed, located in proximity to each other, and so on.
-	XR application which consists of a group of application components on multiple UEs: In the use case, the XR application consists of multiple application components running on different UEs for different purposes e.g. recognizing, modelling, rendering of a group of objects. The application components processing for the group of UEs should be run on a single EAS instance. 


* * * * End of Changes * * * *

