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1 Reason for Contribution

The purpose of this contribution is to enhance the understanding of the Game Service enabler interaction with other systems.

2 Summary of Contribution

There are few possible combination scenarios where a client obtaining game with DRM and charging capabilities.  The following proposal shows the simplest example of the how the client interact with game download server/ DRM, and charging system. This example is based on the [GSRD] Used Case B.

3 Detailed Proposal

2.1
Normative References
[DLOTA] 
Generic Content Download Over The Air Specification, Version 1.0, OMA-Download-OTA-v1_0-20030221-C, http://www.openmobilealliance.org/
4.2
Use Cases

The following figure illustrates an example of using Java game download use case.  The use case is based on the Use Case B (Basic Download Paid – limited rights whilst stored in device) [GSRD], where the client is capable of downloading and executing applications, and game service provider must be aware of handset capabilities.  The download procedure is based on OMA Generic Content Download OTA [DLOTA].
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Figure1: Example of Java game download and online charging.

Step 1-2:
The user uses his client browser to enter the Game Service Provider’s portal site and selects the link to a list of great games.  The client displays only games, which are compatible with the client. Each listing shows the price will be charged.  

Step 3:
The user selects “chess” game.

Step 4:
The client sends a HTTP GET with JAD-chess-URL to the game download/DRM.

Step 5:
The game download/DRM responses with JAD file with DRM attributes.

Step 6:
The user is asked to confirm to pay a certain amount.  The user approves download of the MIDlet.

Step 7:
The client uses a HTTP GET with URL from the MIDlet-Jar-URL attribute of the JAD file to request the “chess” game DRM message.  

Step 8-9:
Upon receiving the game requested, the game download/DRM server request credit from the charging system. If game installation would not be successful, then the money can be refunded to the charging system.

Step 10:
The OMA DRM combined delivery method protected MIDlet has its JAR file wrapped into the DRM message, and accompanied with the rights object.

Step 11:
After the DRM message is in the client, the rights object is stored.
Step 12:
Then, the installation process continues with all necessary verifications are made.
Step 13:
The client reports the installation status to the game download/DRM server.

Step 14: 
The game is stored in the user client, are ready play.
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

Nokia recommends the working group to adopt the following proposal.
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