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1 Reason for Change

The Figure 4 of the section 4.2.2.3 “Highscore” illustrates how one player uploads own highscore to the game server. 

But it is only one of the ways of player uploading his highsore to the game server for the online game.

We should have another figure to illustrate how the player of “off-line game” uploads his/her highscore  to the game server :

The player does not login game server when he plays game. Only after he has finished  playing game and hopes to upload his best score ,he has to  login game server.

2 Impact on Other Specifications

None.

3 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.

4 Recommendation

Accept this contribution, and add the another figure.  .

5 Detailed Change Proposal

/**************************Begin of changes***************************************/

4.2.2.3 Highscore
The following figure 4.1 illustrates an example of highscore use case.  The use case is based on the Use Case 6 Extended Game Experience, Post Data (Saving a score on the server highscore list) [GSRD].
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Figure 4.1: Example of highscore for online game
Step 1-2:
When the game is over, the game client request the game server to end of game.  

Step 3-4:
The game client sends the score of the game playing to the game server. The server returns the identification of score.

Step 5-6:
If the game client needs to show the highscore list to the player, it requests the server to return the list.  The list is returned, the game client displays the list to the player.
The above figure 4.1  is for the online game. As for offline game, where the highscore is uploaded after the game has ended is illustrated by figure 4.2. :
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Figure 4.2: Example of highscore for offline game
Step 1-2:
When the player has finished playing game and selects to upload score to game server, he/she  requests to login(or registration) the game server.  

Step 3-4:
The game client sends the score of the game playing to the game server. The server returns the identification of score.

Step 5-6:
If the game client needs to show the highscore list to the player, it requests the server to return the list.  The list is returned, the game client displays the list to the player.
4.3 Real-life Example Scenarios

/**************************End of changes*****************************************/
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