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Instant Internet®

Service Challenges




Instant Internet

Target Conéctate al

Internet inalambrico
que ofrece alta velocidad
y la mejor cobertura.

$20descuento‘

mensual a clientes de Gentennial

 Source of business defined as
coming from dial up or DSL, not

too price sensitive, that values -

 Medium to high usage: email,
browsing, gaming.
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Instant Internet Bandwidth Usage by Application
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Instant Internet Bandwidth Usage by Application
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DPI - Technology Overview

T e——_———

Authentication
Accounting
Profile

Subscriber Data

EVDO
Network




cenTeNNIAL (@

Upload Bandwidth

Upload Bandwidth Usage by Application
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Gaming — Hours of use

Bandwidth usage per Gaming Aplication OPC: Counter-Strike

aPC: Day of Defeat

35 OPC: Lineage

OPC: Unclassified PC Game Traffic
OFC: Battlefield 2
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BF3: Star Wars Battlefront
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BPC: Counter-Strike Source
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Conclusions

1. In the “old” world of Wireless TDM technologies required little
attention from the Operators to different usage and applications of
the service; at the end a Minute is a Minute.

2. The world of IP & Convergence requires a new level of
understanding of Subscriber behavior, application behavior and
the cross — dependencies of them. This is new for Wireless
carriers, who are not accustomed nor generally have the tools and
knowledge to easily move towards the future.
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