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This paper proposes new potential requirements of a high speed moving scenario part of Section 5.10 (“Mobile broadband services with seamless wide-area coverage”). 
---------- Use Case template ----------
5.10
Mobile broadband service anytime and anywhere for high speed moving scenario
5.10.1
Description

As a basic scenario of mobile communications, the seamless wide-area coverage scenario aims to provide seamless service to users. In future, mobile broadband services such as mobile cloud office, online games/videos, and augmented reality, etc. will become more and more popular and helpful. People hope mobile broadband services are provided wherever they go, for example, urban areas, rural areas, high-speed railways and fast ways between cities. That is to say, mobile broadband services are provided in seamless wide-area coverage [3] [4] [5]. 
Here is an example of this use case.
1. 
Jack works in an urban city, and today he travels on a business trip. He takes a taxi to the high-speed railway station, and spends 4 hours on the high-speed train. Meanwhile, some urgent work needs to be settled. He continues to work on the taxi and the train using his smart phone or laptop as if he was working in his office. Necessary relevant data (such as document, video, etc.) is obtained from the company’s cloud storage server. He can communicate with his colleagues and share the work results with them conveniently and timely.
2.
Getting off the train, he arrives at the destination which is in rural areas and meets his customers. He introduces a new product of his company to customers, and at the same time, a video conference by operators’ network is held so that his colleagues who are still in their office can also get involved.
3.
After the conference, Jack feels tired and goes to the company’s guest room which locates beside the factory.  It’s the evening game time, by connecting to the operators’ network; he plays online games with his friends.
4.
On the return high-speed train, he watches the football match online that he missed last midnight using his smart phone.
In this case, Jack gets consistent user experience of mobile broadband services on his trip, including on the taxi, the high-speed train, and the rural areas with the assist of operator’s network.
5.10.1.1
Mobile broadband service anytime and anywhere for high speed moving scenario

This is related to above steps 1 and 4, when Jack is on High speed train. 
However, besides the original requirements, the high speed moving scenario is also required to consider some other necessary issues as follows:
1.  A high speed moving train usually contains hundreds of passengers (e.g., 500 passengers in a train). Therefore, it may consider that at least hundreds of active UEs may access the internet for different services/applications in a high speed train. Thus, the system shall provide sufficient bandwidth for these active UEs simultaneously at least.
2. Some users may use on-line gaming or other real-time applications/services for spending travelling time in the high speed moving train. Therefore, these kind of application/services require more stringent delay requirement such that users can have satisfaction with these application/services.

According to the above discussions, this contribution proposes following potential service requirements.
5.10.2
Potential Service Requirements

For wide area coverage, the system shall support user experienced data rate for mobile broadband services anytime and anywhere, e.g., 100Mbps.
NOTE: The above requirement assumes reuse of an existing base station site grid. 
The system shall support high mobility, e.g., 500km/h.
The system shall support high connection density for high speed scenarios,  e.g., 500 active UEs simultaneously.

The system shall support low latency for high speed scenario, e.g., 10 ms E2E delay
5.10.3
Potential Operational Requirements

