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1 Reason for Contribution

This contribution is created to fulfill the request from the conference call with ARC.

2 Summary of Contribution

This contribution describes example scenarios of playing games on the mobile game platform. The examples are based on Chinese & Korean real-life mobile game services and present how the game platform can be shown in real-life.
3 Detailed Proposal

4.2.1  Real-life Example Scenarios

The scenarios illustrate numbers of the real-life Chinese & Korean mobile game services example in which game server may be used. The game server functionality is not limited to these example scenarios. These scenarios are based on the Use Cases in the OMA game service requirements. [GSRD].

4.2.1.1   Turn based game playing

When Mr. Zhang heard that it is easy to play game on the mobile device anywhere and anytime, his interest is inspired to acquire the game services.  The following steps are example procedures.
1) Mr. Zhang subscribes to the network operator for the game service.

2) The network operator accepts the game service order and provisions user service information to the game service.

3) Mr. Zhang logs on to the web portal of the game service by either the PC or mobile phone to modify user private information, such as password. (optional)

4) He configures game service related parameters into the mobile device, for example the URL of the game server. (optional)
5) He connects to the game server by the mobile game device, and performs the registration process.

6) After the registration process, the game server provides all of the available game listing.
7) Mr. Zhang is interested in the chess game. He downloads the chess game client into his mobile device, since the chess game client is not available in his device.

8) Upon completion of the download and installation, he starts the chess game.
9) The chess game client connects the game server and receives all the chess game information. (Lobby and other player information)
10) He enters the game lobby and selects one chess game room. He requests to join the chess game instance.
11) The host of the chess game room accepts the request.

12) He plays the chess game with other players on the mobile network.
13) When the chess game is over, the game score is posted to the game server.

14) He exits the chess game.
4.2.1.2   Real-time multiplayer game playing

This section describes a user who wishes to play a real-time multiplayer game. Real-time multiplayer gaming provides the player in-real-time to interact with other players, purchase additional games features (i.e. weapons, extra life) based on real-time game points.
Mr. Hong wants to play a 3D-shooter game at this time.
1) Mr. Hong uses a browser to get a list of game.  The list may be sorted by popularity ranking.
2) Mr. Hong selects a 3D-shooter game from the list.
3) The browser requesting the 3D-shooter game from the download server.
4) The download server sends a billing notification to the billing system.
5) The download server initiates downloading of the game.

6) The browser receives the game client, stores it, 
7) and reports to the download server.
8) Upon receiving the confirmation report from the browser, the download server informs the billing server to bill the game fee.
9) The download server informs the browser of billing status and closes the session between the browser and the download server.
10) The browser displays completion notice of the game download.  Mr. Hong confirms it.

11) 
12) Mr. Hong activates the game to play. 
13) Upon activating the game, Mr. Hong registers to the game server as a new player. The game server creates an account and a user session.
14) Mr. Hong receives a listing of active game rooms and active players from the lobby service of the game server.
15) Mr. Hong selects the game room where he recognizes his friend’s nickname. The game server adds Mr. Hong to the selected game room.
16) Mr. Hong plays 3D-shooter game and earns lots of points.
17) During the game, the game client and game server exchange game data dynamically, e.g. stage information, game map, position of players, position of monsters, etc.
18) During the game, Mr. Hong sends a game message to his friend, letting him know the position of hidden item.

19) Mr. Hong buys a new item (e.g. automatic machine gun) from the game shop. The game server sends billing information to the billing server.

20) Mr. Hong stops playing the game and leaves the game room. The game server saves the score. The game server deletes Mr. Hong from the game room.
21) The game client receives the rank data (highscore) from the game server
22) . Mr. Hong views his rank and quits the game.
23) The game client log-out from the game server. The game server removes Mr. Hong session.
24) The game client displays the number of remains count of game playing.

25) Mr. Hong confirms the game count.
26) The game is over.
4 Intellectual Property Rights
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5 Recommendation


This contribution should go into the Game Enabler AD as a part of section 4.2 Use cases.
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