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[bookmark: _GoBack]x.1	Vehicular Internet & Infotainment
[bookmark: _Toc355779204][bookmark: _Toc354586742][bookmark: _Toc354590101]x.1.1	Description
This Use Case describes the provision of internet to the vehicle and its use for general browsing and infotainment. A high quality data connection and good coverage makes possible the reliable delivery of media and internet to a vehicle. This facilitates the provision of infotainment by internet as a standard feature of vehicles in the future.  
As well as infotainment from the general internet, dedicated infotainment suppliers for vehicles may become available.

[bookmark: _Toc355779205][bookmark: _Toc354586743][bookmark: _Toc354590102]x.1.2	Pre-conditions
Built-in, dedicated vehicular UE registered to a network with an active data connection OR Portable UE tethered to the vehicle and registered to a network with an active data connection.
Vehicle entertainment system linked to a dedicated or tethered UE.

[bookmark: _Toc355779206][bookmark: _Toc354586744][bookmark: _Toc354590103]x.1.3	Service Flows
A passenger in the vehicle accesses the internet using the vehicle’s entertainment system.  
The passenger is able to use the internet while the vehicle is in motion up to at least 200km/h. The passenger accesses web sites, uses social media and downloads files/apps in the same way as on a device at home.
The passenger then selects an internet radio station and plays music in the vehicle that is streamed over the internet.
After a while, the passenger decides to select an Infotainment supplier to which he is registered. The passenger signs into the supplier and selects a movie. This is streamed to the passenger over the internet.
After the movie has finished, the driver of the vehicle accesses traffic information for the next stage of the journey.
The connection is maintained throughout the journey. Short interruptions are tolerated by the in-vehicle system that has sufficient buffering to ensure a smooth presentation of the media.   

[bookmark: _Toc355779207][bookmark: _Toc354586745][bookmark: _Toc354590104]x.1.4	Post-conditions
The vehicle remains connected to the internet while the entertainment system and the UE (either built-in or tethered) are still operating. 
[bookmark: _Toc355779209][bookmark: _Toc354586747][bookmark: _Toc354590106]x.1.5	Potential Impacts or Interactions with Existing Services/Features
There is little perceived interaction with existing services and features. The provision of infotainment is “over the top” of an existing data connection. The data connection has to be of the appropriate quality and speed to sustain the service.
Such a service will need to be provided by at least a 4G network.

x.1.6	Potential Requirements
Consistent data rate that is high enough to support the chosen media is needed. 
· For internet browsing and general information at least 0.5Mb/sec
· For high quality music streaming at least 1Mb/sec
· For standard quality video streaming at least 5Mb/sec
· For high quality (up to UHD) video streaming at least 15 Mb/sec
Low latency is not critical for media streaming, a latency of no more than 100ms for internet browsing should be provided.
High reliability and good coverage along major and minor highways is essential.
Ability to deliver the required connection quality up to 200km/hr.
High capacity is needed especially on busy highways and for traffic jams where potentially a lot of vehicles will share the same coverage.



