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1 Reason for Contribution

To start the work on the GS requirements document

2 Summary of Contribution

The DRM and Billing part of the GS requirements for OMA GP 2.0

3 Detailed Proposal

7. Use Cases

1 Basic Download Free – limited rights whilst stored in device

John wants to play a new game on his handset but he doesn’t want to spend any money. He uses his device’s web browser to enter the carrier’s portal site and selects the link to “free games”. John is only shown games, which are compatible with his handset and are free to download without additional application charges. John browses the list and selects “Astrosmash”. He clicks the link and the OTA download commences. The game is stored in John’s device for future use.

2 Basic Download Paid – limited rights whilst stored in device

Peter wants to play a new game on his handset and he is prepared to pay in order to have a great new game he read about in the press. He uses his device’s web browser to enter the carrier’s portal site and selects the link to “great new games”. Peter is only shown games, which are compatible with his handset. Each listing shows the price Peter will be charged. Peter selects “Dare Devil”. He is prompted with an “advice of charge” screen. He agrees to the charge. He clicks the link and the OTA download commences. The game is stored in Peter’s device for future use.

3 Basic Download Free – limited number of plays

John wants to play a new game on his handset but he doesn’t want to spend any money. He uses his device’s web browser to enter the carrier’s portal site and selects the link to “free games”. John is only shown games, which are compatible with his handset and are free to download without additional application charges. John browses the list and selects “Pacman” which is listed has “limited plays only”. He clicks the link and the OTA download commences. The game is stored in John’s device for future use. The game or device will count the number of times John plays the game. When the creators limit is reached, the device or game will not permit John to play it or any more or re-download it. John will need to delete the game from his device.

4 Basic Download Free – limited time usage

Peter wants to play a new game on his handset but he doesn’t want to spend any money. He uses his device’s web browser to enter the carrier’s portal site and selects the link to “free games”. Peter is only shown games, which are compatible with his handset and are free to download without additional application charges. Peter browses the list and selects “Pacman” which is listed has “trial period only”. He clicks the link and the OTA download commences. The game is stored in Peter’s device for future use. The game or device will always check the date each time Peter starts the game. If the agreed time limit is reached, the device or game will not permit Peter to play it any more or re-download it. Peter will need to delete the game from his device.

5 Basic Download Paid – limited number of plays

Mary wants to play a latest game on her handset and she is prepared to pay to have a top name title. She uses her device’s web browser to enter the carrier’s portal site and selects the link to “top new games”. Mary is only shown games, which are compatible with his handset. She browses the list and selects “Dare Devil” which is listed has “limited plays only”. She clicks the link and the OTA download commences. The game is stored in Mary’s device for future use. The game or device will count the number of times Mary plays the game. When the creators limit is reached, the device or game will not permit Mary to play it any more. Mary will need to delete the game from her device.

6 Basic Download Paid – limited time usage

Jane wants to play a new game on her handset she is prepared to pay to have a latest top title. She uses her device’s web browser to enter the carrier’s portal site and selects the link to “top new games”. Jane is only shown games, which are compatible with her handset. She browses the list and selects “Dare Devil” which is listed has “trial period only”. He clicks the link and the OTA download commences. The game is stored in Jane’s device for future use. The game or device will count the date each time Jane starts the game. If the agreed time limit is reached, the device or game will not permit Jane to play it any more. She will need to delete the game from his device.

7 Free Download – pay-to-play – arcade model

Ron wants to play a game from the games arcade collection.  He used his device browser to access the carrier’s portal and selects the “Games Arcade”. He is only shown games, which are compatible with his device. Each game is listed with the per play fee. Ron selects “Star Wars III” and the OTA download to his device commences. Each time Ron starts the game he is presented with an “advice of charge” screen, which advises him of the charge to be incurred e.g. 10 cents. When he accepts the charge, the device or the game records the action. Later the device or game picks a suitable time when the device is active on the network to communicate to the carrier’s download server how many time Ron has played the game since the last communication. The carrier download server records the transactions and Ron will be billed for the usage of the game on his next phone bill.

8 Subscription Download Free – limited time usage

Jane has heard about a great new family life simulation game, which all her friends are playing. It is only available by subscription. She uses her device’s web browser to enter the carrier’s portal site and selects the link to “subscription simulation games”. Jane is only shown games, which are compatible with her handset. She browses the list and selects “Simulies”. She clicks the link and is presented with a screen that informs her that “Simulies” costs $3 per month and her phone bill will be charged accordingly. She agrees to the charge. There is no additional charge for the download. The OTA download commences. The game is stored in Jane’s device for future use. The game or device will periodically check with the carrier’s download server, whilst the device is in network coverage to insure that Jane’s subscription is paid up-to-date. If the subscription is no longer valid, the game will advice Jane that she must renew her payment before the game will work again.

Later Jane is bored with the game and she decides to cancel the subscription by visiting her personal page at the carrier portal. Jane’s subscription expires and the game no longer works. Jane decides to delete the game from her device.

9 Free Download of Game – paid download of game levels and other data such as characters, or equipment

 Joe has downloaded “Doomsday Dungeon” from the carrier’s portal to his handset. “Doomsday Dungeon” is free but only has a single level. When Joe successfully completes the level, he is prompted to ask if he would like to download the next level. When he replies “yes”, he is shown a screen informing him that it will cost $0.50. Joe accepts the charge and the data for the next level is downloaded from the carrier download server and he continues to play

10 Paid Download of Game – paid download of game levels and other data such as characters, or equipment

Eric has downloaded “PGA Golf” from the carrier’s portal to his handset. “PGA Golf” cost $3 and comes with a single championship golf course, “Augusta” included. When Eric becomes bored with the game, he selects to load another course. He is prompted with a list of course. He selects “Palm Springs”. He is then shown a screen informing him that it will cost $0.50. Eric accepts the charge and the data for the Palm Spring course is downloaded from the carrier download server and he continues to play.

8. High level requirements

The ability for users to be able to pay for a downloaded content, in this case a game, when chosing it in the browser.

The ability for games to count the number of times they have been activated on the handset.

The ability for the game to check the time and date.

The ability for the game to charge the user an amount, when the game is started.

The ability for the game to charge the user, whilst playing the game, amounts for different services.

8.1 Security

8.1.1 MSISDN security

None

8.2 Charging

A secure method is needed for payments, when downloading a game, and also when the game is executing on the handset, to be able to charge for different services.

8.3 Administration and configuration

The application shall be able to achieve the date and time.

8.4 Terminal devices and smartcards

8.4.1 Terminal devices

None

8.4.2 Smartcards

None

8.5 Platforms

None

8.6 Network interfaces

The protocol of the handset with the server can for example be based on HTTP, TCP or UDP.

All protocol transactions are optimised in terms of their size.

8.7 Usability

Should be seamless for the user.

8.8 Interoperability

The protocol used shall not be confined to a specific gaming platform implementation, but shall be able to be used by all gaming platforms, connecting to a server.

4 Intellectual Property Rights Considerations

None

5 Recommendation

Accept the requirements
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