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1 Reason for Contribution

To start the work on the GS requirements document

2 Summary of Contribution

The in-game communication part of the GS requirements for OMA GP 2.0

3 Detailed Proposal

7. Use Cases

7.1 Text messaging between a group of participants

Alice, Bob, Carole and Dan are playing bridge together with their new handsets. John is watching the game remotely with his handset as an adviser to Alice. During the game, Alice and John chat using text messages from within the game. To send a message Alice selects the “Send message to my team” option, and enters her message in the dialogue that opens up. Only John gets the message that appears as a ticker at the bottom of his display. The text is with red background to indicate it was sent from Alice.

7.2 Text messaging between all participants

Alice, Bob, Carole and Dan are playing bridge together with their new handsets.  Dan just had a funny comment, so he selects the “Send message to all” option from the menu and enters his text message. The message is sent to all players and watchers with the nickname of the Dan in front of it. John is watching the game with his handset as a neutral bystander. John wants to know what bidding system is used here and also selects “Send message to all” to ask the question.

7.3 Text messaging while game session is suspended

Alice, Bob, Carole and Dan have to suspend their game, as Dan had to get out of the game for a while. After a few hours, Dan sends a text message to all the players and watchers in his open Bridge session. When they enter the game again and ask to resume their suspended session, each player gets a “please wait” message. When all players are in, the game continues.

High level requirements

The messaging service must have the following abilities:

· The ability to allow nicknames – the players may not want to reveal their network IDs;

· The ability to allow a player to see whether other players can be accessed through messaging – the in-game messaging may not be required in a game;

· The ability to block messaging access from/to certain users – the game rules may prohibit private chat between certain players/watchers;

· The ability to create and manage messaging groups – the players may need to send messages to a group of people;

7.4 Security

7.4.1 MSISDN security

Users are able to see other player’s properties only according to the users defined policy; esp. players MSISDN is confidential.

7.5 Charging

Users are able to get advice of charge on the messaging between them, if it deviates from their normal rates.

7.6 Administration and configuration

None

7.7 Terminal devices and smartcards

7.7.1 Terminal devices

The terminal should have the ability to sustain the inter-personal communication in addition to the game session.

7.7.2 Smartcards

None

7.8 Platforms

None

7.9 Network interfaces

None.

7.10 Usability

Though the messaging service may be independent of the gaming service, the gaming platform should avoid making the user aware of that. The user should experience a seamless integration of the gaming and messaging.

7.11 Interoperability

There must be a uniform interface to the messaging service. With the protocol and implementation details hidden behind such an interface, the gaming platform can be compatible with different messaging protocols and implementations.

4 Intellectual Property Rights Considerations

None

5 Recommendation
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