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1 Description

Description and Objectives of Work to be Undertaken (including Justification and Use Cases):

In-Game Advertising(IGA) is a potential service which integrated the technologies of game and advertisement.  The service allows operators and game vendors to enable advertisement functionality that is turn games to advertisement media. As the game and advertisement market grows, it is expected that the IGA would become a big revenue source in telecommunication and game area.
Because game is very interactive service, it’s easy to bother game user when advertisements is applied in game. Besides advertisements require lots of experience on that, game developers should take a deep think to realize advertising model in game. To save the effort, there are big needs for well-defined IGA models and considering interfaces.
The purpose of IGA is to specify groups of advertisement models for game services with seamless game context integration. Through this WI, OMA could provide abstraction for game developer from advertisement-related consideration. Another objective of IGA is defining related functionalities which enable the models and to focus game-ad specific usecases and functionalities which could not be covered by other OMA enablers.
In-Game Advertising covers the area of:

· In-game advertising models : one of the most important point for the IGA is how to handle the Ads in playing game and to prevent bothering or interrupting game which may caused by the Ads. In addition, because game service providers and developers (CPs) are not advertisement experts, they don’t have enough experience and knowledge for the point. In other words, to make as many as games support IGA, OMA needs to ease development of IGA supporting game which predictably meet game developer expectations. To fulfil this requirements, there is need to formalize the way of handling Ads in game. The object of this area is making the follows:
· AD presentation models, e.g. background ad-image, ad-shape stage, ad-BGM(Backgrpund Music), etc.

· Metadata for the presentation models
· Interface between game client and server for IGA
· Ads handling in game : to support the models, there should be good methods for handling IGA data in game services. For example, the method gets user interactions during game playing, and extracts game-purposed data and ad-metrics data from the interactions. The method will send the game-purpose data to game logic and the ad-metrics data to related enabler that may be defined by other OMA groups. The methods should be well-integrated with game services and other OMA enablers to avoid the problems which were formerly mentioned. The goal of this area is defining the follows:
· Separate ad-metrics from game-metrics

· Related metadata

· Interface between IGA and other related enablers

· Best-practice and case for in-game advertising : to stimulate the market adaptation, OMA should research the current technology, market status, best-practice and case. In addition, OMA should provide well-documented guidance to potential user of IGA such as operators, solution providers and game developers.
Even though IGA will consider advertising area as well as related technical activity is expected (e.g. defining new entities, interfaces, metadata, etc), IGA will reuse existing technologies as much as possible. Many of that work will be shared and reused between other OMA WGs. IGA also has activities to involve and co-operate with existing fora in order to share the information and experience.
Existing Specifications or Documents Affected:

None.
Linked Work Items:
None
Linked Affected OMA Groups and External Fora

OMA GS (Game Services)
OMA CD-MobAd (Mobile Advertising)

MEF (Mobile Entertainment Forum)

2 Planned Deliverables

Enabler Release Package:

 FORMCHECKBOX 

Full life-cycle work flow with specifications (RD, AD, TS, etc) and interoperability testing.
Reference Release Package:

 FORMCHECKBOX 

RD Package – This is not intended to be part of an enabler.

 FORMCHECKBOX 

AD Package (Includes associated RD, if needed) – This is not intended to be part of an enabler.

 FORMCHECKBOX 

White Paper Package – Informative technical document not associated with an enabler.
 FORMCHECKBOX 

Data Description Package (e.g. Schema, MO) – Data description whose definition is not part of an enabler.
 FORMCHECKBOX 

Other – Describe:_______________________________________________________________
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Service Impacts:

Terminals may implement specific IGA functions. Servers may use of this WI to customize for specific game services.
Architecture Impacts:

IGA doesn’t affect so much on overall architecture of OMA.
Charging/Billing Impacts:

This WI may address suggestions and/or requirements of charging and billing.
Security Impacts:

IGA doesn’t affect so much on security issue.
Privacy Impacts:

IGA doesn’t affect so much on privacy.
IOT Impacts:

IOT will be necessary and test specification for IGA will be needed to be developed.
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