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1 Reason for Contribution

In the context of mobile advertisement, three aspects are crucial:
· The user experience has to be as good and as non-intrusive as possible in order to gain user acceptance. Hence, in many mobile advertising applications it is of utmost importance not to delay or interfere in user’s interaction with the application to the highest extent possible. There are many applications where the situation of the user having to wait for the advertisement to be downloaded is simply unacceptable.
· In many cases, the users are envisaged to use ad-consuming applications offline. Some examples can be playing a game on the subway or reading one’s messages on the plane. Nevertheless, the ads still have to be possible to show, and their quality, relevance, freshness as well as reporting back are of crucial importance.

· Although the market of mobile applications is relatively mature, the notion of using them to present different types of advertisements is quite new. At the same time, the non-trivial advertising technologies and processes are new to most applications developers. Hence, for purposes of the number and quality of advertising applications to reach the critical mass, in many cases most of the complexity needs to be hidden and handled automatically on behalf of the developer or the application they are developing.
For the above reasons, many mobile advertising applications will have to use local functions which manage the advertising full cycle on their behalf, by helping them deliver the most appropriate, fresh ads and handling the reporting mechanisms in both online and offline scenarios, and do so in a user-friendly manner.
2 Summary of Contribution

Based on previous discussions and agreement around input contributions #12, 13, 14 and 15, this contribution defines the notion of AdEngine as a function which addresses the above and outlines related flows and requirements.
3 Detailed Proposal

5.1 General AdEngine-related use case

5.1.1  ASK  \* MERGEFORMAT Short Description

The AdEngine (pre)fetches relevant advertisements when required, feeds AdApps with them, and facilitates metrics of shown advertisements.
5.1.2 Actors

	Actor
	Description

	 User
	A user with a mobile device, who is to be shown an advertisement.

	 AdApp1..n
	A mobile application (e.g. a game) which consumes a potentially interactive advertisement at any given point of time, and presents it to the User.

	 AdEngine
	An device-resident application  which has multiple functionalities, e.g. fetches appropriate ads from the   AdSelector and feeds different AdApps, as well as provides feedback mechanism . May use pre-fetching.

	 AdSelector
	An application or a set thereof selecting and  serving appropriate ads to the User, via the underlying handlers (AdEngine and AdApps)


5.1.2.1 Actor Specific Issues

n/a
5.1.2.2 Actor Specific Benefits

	Actor
	Benefit

	 User
	Can be shown relevant, fresh advertisements when either online or offline.

	 AdApp1..n
	Can show relevant and fresh ads regardless of whether online or offline, while most of the complexity is hidden from it.

	 AdEngine
	Can successfully manage ads regardless of whether online or offline and provide crucial metrics accurately and timely.

	 AdSelector
	Can successfully select and serve ads regardless of whether online or offline and potentially benefiting from relevant context information and crucial metrics accurately and timely.


5.1.3 Pre-conditions

· The AdEngine, AdApp1 and AdApp2 are already installed and configured

· Either of the above actors may have some relevant context information (e.g. type of the game is a football simulation)
5.1.4 Post-conditions

· The AdApp1 and AdApp2 have presented their respective advertisement to the User during their execution

· The AdEngine has used a couple of ads and can report about it, as well, as potentially pre-fetch the next batch

5.1.5 Normal Flow

1. The User starts AdApp1.

2. Upon its initiation and at some point during its execution, the AdApp1 requests an ad to present from the AdEngine, by potentially also passing relevant context information.

3. Assuming the AdEngine has not already pre-fetched a (potentially generic) ad, it contacts the AdSelector requesting an appropriate ad and potentially passing relevant information.

4. The AdSelector delivers one or several ads to the AdEngine.

5. The AdEngine delivers one or several ads to the AdApp.

6. AdApp1 presents the Ad to the User.

7. The User starts AdApp2.

8. Upon its initiation and at some point during its execution, the AdApp2 requests an ad to present from the AdEngine, by potentially also passing relevant context information.

9. Assuming the AdEngine now already has one or several already fetched and still relevant ads, it delivers them to the AdApp2.
5.1.6 Alternative Flow

In case ads have already been pre-fetched at any previous point of time and relevant ads are available to the AdEngine, there will be no step 3.) and 4.)
5.1.7 Operational and Quality of Experience Requirements

n/a
6 Requirements
(Normative)

6.1 
High-Level Functional Requirements

	Label
	Description
	Enabler Release

	TBD (by editor)
	The AdEngine SHALL be able to expose a mechanism to AdApps through which they can pass relevant context and similar data, and in return obtain one or more advertisements.


	MobAd 1.0

	TBD (by editor)
	The AdSelector SHALL be able to expose a mechanism through which relevant context and similar data can be passed to it, and return one or more advertisements.


	MobAd 1.0

	TBD (by editor)
	The  AdEngine SHALL be able to  report metrics data, such as: 

a. AdApp identifier/name/description by which the ad was presented to the user

b. context it was presented in 

c. how many times it was served 

d. customer interactions with the ads (e.g. did the customer click to call...) 

e. how long was the banner served 

f. time of day 
g. location (if available)
	MobAd 1.0

	TBD (by editor)
	The  AdEngine SHALL be able to  obtain metrics data from AdApps, such as: 

a. AdApp identifier/name/description by which the ad was presented to the user

b. context it was presented in 
c. customer interactions with the ads (e.g. did the customer click to call...) 

d. how long was the video clip served 


	MobAd 1.0

	TBD (by editor)
	The  AdSelector SHALL be able to communicate to the AdEngine rules, instructions and metadata related to usage of advertisements, such as: 

a. frequency capping related – how many times to be shown

b. storyboarding order – first show one ad then another

c. context based (e.g. Nike ads in sport games) 

d. Location (e.g. Starbucks ad only when nearby)

e. time of day (e.g. server beer ads only after 9pm). 

f. ad customisation rules and metadata (e.g. don’t resize or shorten a clip)
g. ad expiry date and time, and similar

	MobAd 1.0

	TBD (by editor)
	The AdEngine SHALL be able to retrieve rules, instructions and metadata related to usage of advertisements from the AdSelector, as well as manage and execute them.


	MobAd 1.0

	TBD (by editor)
	The AdEngine SHALL support the pre-fetching capability at a given point of time, such as:

a. Upon AdEngine being started

b. Ad-hoc when other criteria are met, e.g. when the repository is empty

c. At SP-defined times

d. Upon AdSelector trigger


	MobAd 1.0

	TBD (by editor)
	The AdSelector SHALL be able to initiate AdEngine clearing or pre-fetching its inventory.


	MobAd 1.0


Table 1: High-Level Functional Requirements

4 Intellectual Property Rights

Members and their Affiliates (collectively, "Members") agree to use their reasonable endeavours to inform timely the Open Mobile Alliance of Essential IPR as they become aware that the Essential IPR is related to the prepared or published Specification.  This obligation does not imply an obligation on Members to conduct IPR searches.  This duty is contained in the Open Mobile Alliance application form to which each Member's attention is drawn.  Members shall submit to the General Manager of Operations of OMA the IPR Statement and the IPR Licensing Declaration.  These forms are available from OMA or online at the OMA website at www.openmobilealliance.org.

5 Recommendation

We recommend that the group agrees the above and adds it to the MobAd Requirements Document (RD).









NO REPRESENTATIONS OR WARRANTIES (WHETHER EXPRESS OR IMPLIED) ARE MADE BY THE OPEN MOBILE ALLIANCE OR ANY OPEN MOBILE ALLIANCE MEMBER OR ITS AFFILIATES REGARDING ANY OF THE IPR’S REPRESENTED ON THE “OMA IPR DECLARATIONS” LIST, INCLUDING, BUT NOT LIMITED TO THE ACCURACY, COMPLETENESS, VALIDITY OR RELEVANCE OF THE INFORMATION OR WHETHER OR NOT SUCH RIGHTS ARE ESSENTIAL OR NON-ESSENTIAL.

THE OPEN MOBILE ALLIANCE IS NOT LIABLE FOR AND HEREBY DISCLAIMS ANY DIRECT, INDIRECT, PUNITIVE, SPECIAL, INCIDENTAL, CONSEQUENTIAL, OR EXEMPLARY DAMAGES ARISING OUT OF OR IN CONNECTION WITH THE USE OF DOCUMENTS AND THE INFORMATION CONTAINED IN THE DOCUMENTS.

USE OF THIS DOCUMENT BY NON-OMA MEMBERS IS SUBJECT TO ALL OF THE TERMS AND CONDITIONS OF THE USE AGREEMENT (located at http://www.openmobilealliance.org/UseAgreement.html) AND IF YOU HAVE NOT AGREED TO THE TERMS OF THE USE AGREEMENT, YOU DO NOT HAVE THE RIGHT TO USE, COPY OR DISTRIBUTE THIS DOCUMENT.

THIS DOCUMENT IS PROVIDED ON AN "AS IS" "AS AVAILABLE" AND "WITH ALL FAULTS" BASIS.

© 2007 Open Mobile Alliance Ltd.  All Rights Reserved.
Page 1 (of 6)
Used with the permission of the Open Mobile Alliance Ltd. under the terms as stated in this document.
[OMA-Template-InputContribution-20070101-I]

© 2007 Open Mobile Alliance Ltd.  All Rights Reserved.
Page 2 (of 6)
Used with the permission of the Open Mobile Alliance Ltd. under the terms as stated in this document.
[OMA-Template-InputContribution-20070101-I]

