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7.x Use Case X: Predictive Trick Play in DASH 
7.x.1
Description

User A wants to view a football game video, but user A has limited time to do it. User A will skip some of the video sections (e.g. teams are shaking hands etc.).  After User A watched beginning of the football game video, User A would like to jump to kick off directly and start to fast forward the football game video. As a media server in a Dynamic Adaptive Streaming over HTTP (DASH) system can learn the “hot spots” in specific media content from the behaviour of other viewers, or anticipate the “hot spots” based on historical behaviour of a particular user.  The media sever will download and present User A the first “hot spot” immediately. The “hot spots” are the location in a media stream that is likely to be of more than typical interest.  “Hot spots” in football game video would be things like beginning of the game, goals, scene changes, normal fast forward intervals, and so on. 

After the User A watched a while of the football game, User A would like to see the goals of the game. The media server will take User A to the next “hot spot” – goals directly because the media server knows the “hot spots” of the football game video from the behaviour of other viewers. 
The media server also collects trick play data from User A when User A initiates trick play actions and saves trick play data and associates it with the specific media content for future viewers. By saving these “hot spots”, it will save lot of bandwidth to download the video which users will not watch and provide good user experience to users.
7.x.2
Potential Requirements
· A media server in a DASH system shall be able to learn the “hot spots” in specific media content from the behaviour of other viewers, or anticipate the “hot spots” based on historical behaviour of a particular user.  

· The system shall be able to collect and share “hot spot” data between a media client and a media server for predictive trick play.
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