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1 Reason for Contribution

The examples of this contribution are created to support how the GP2.0 fits into a real life scenario.

We hope these can help to make the game platform more clearly.
2 Summary of Contribution

The contribution describes two example scenarios of playing games on the mobile game platform. The examples are based on Chinese & Korean real-life mobile game service
They present the basal operations of Game Platform 2.0.
3 Detailed Proposal

The real-life examples are as follows:
Example Scenario 1: Turn-based game playing
  One young man, named as Mr. Zhang, likes playing game very much. 
  When he heard that it is easy to play game on the mobile terminal anywhere and anytime, his interest is inspired, then:
1) He applies to the network operator for the game service.

2) The network operator connects and add his identification information to the server of game platform, such as MSISDN and passwd.
3) He registers the web portal of the game platform by PC or other ways, and modify some private information ,such as passwd.(optional)
4) He sets web related parameters into the mobile terminal, for example the URL of the web portal. 
5) He connects the web portal by mobile terminal, and enters his identification information.
6) After authenticated by the game platform, he finds out the interesting game in the web portal, for example the chess.

7) He selects one chess game instance running in the game platform, then asks to attend the game instance.

8) His ask is accepted by the owner of the chess game owner.

9) He downloads the chess game’s client into his mobile terminal.

10) By the client in his mobile terminal, he plays the chess with other players through the mobile network, and enjoys the happiness provided by the mobile game.
11) When the game instance is over, he exits the game web portal. 
Example Scenario 2: Real-time game playing
Mr. Gildong Hong loves mobile game and he want to play game as usual. His phone has a mobile game platform (WIPI), WIPI application manager program (WAM), and a button to direct connect to the application download server. He wants to download a 3D shooter game.

1) Mr. Hong press the download server connect button of his mobile phone.

2) His phone runs WAM and connects the download server.

3) WAM receives a menu list of application from the download server and displays them on the screen.

4) Mr. Hong selects a game menu from the menu list.

5) WAM connects the download server and receives a list of game application. The list may aligned by hit rate.

6) Mr. Hong selects a game from the list.

7) WAM connects the download server to request downloading application and waits for the downloading initiation from the server.

8) The download server connects the billing server to notice of billing.

9) The download server initiates downloading the game application.

10) WAM receives game application and saves it on the internal memory of the phone.

11) After the game application is downloaded completely, WAM reports it to the download server.

12) The download server receives the report and connects the billing server to bill the game fee.

13) The download server informs WAM of it and closes the connection between WAM and the server.

14) Mr. Hong confirms the completion of download and selects the game to play.

15) WAM runs the game.

16) When the game program starting, the game connects game host server to register Mr. Hong as a current game player. While the registering, the authentication process is made.
17) The game host sends billing information to the billing server.

18) The game downloads a list of game rooms which has n to n shooting player lists and displays it on the screen.

19) Mr. Hong found his friend’s name on the list and selects the game room to join the game.

20) He plays 3D-shooter game and earns lots of points. The game host server saves the points.

21) He buys a new automatic gun from the game shop. The game host sends billing information to the billing server.

21) He stops the game playing and exit the game room.

22) The game program connects the game host server to get the rank data.

23) Mr. Hong confirms his rank and ends the game.
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

The GS working group should use these real-life examples to make Game Platform 2.0 more clearly.
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