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1. Scope

This document describes in detail available test cases for GS CSI V1.0 enabler (http://www.openmobilealliance.org).

This test specification only covers interoperability test cases.

The interoperability test cases are aimed to verify that implementations of the specifications work satisfactory.

If tests do not exists at the creation of the test specification this part should be marked not available.

2. References

2.1 Normative References

	[IOPPROC]
	“OMA Interoperability Policy and Process”, Version 1.1, Open Mobile Alliance™, OMA-IOP-Process-V1_1, URL:http://www.openmobilealliance.org/

	[RFC2119]
	“Key words for use in RFCs to Indicate Requirement Levels”, S. Bradner, March 1997, URL:http://www.ietf.org/rfc/rfc2119.txt

	[OMA GS RD]
	“OMA Game Services Requirements”, Version 1.0, Open Mobile Alliance™, V1_0-20050403-A, URL:http://www.openmobilealliance.org/

	[OMA GS CSI 1.0]
	“OMA Game Services Client/Server Interface” Version 1, Open Mobile Alliance™, Draft

Version 0.1.4-2 , URL:http://www.openmobilealliance.org/


Table 1 Normative References

2.2 Informative References

	[OMADICT]
	“Dictionary for OMA Specifications”, Open Mobile Alliance™. OMA-Dictionary, URL:http://www.openmobilealliance.org/ 

	[OMA GS AD]
	“OMA Game Services Architecture ”, Version 1.0, Open Mobile Alliance™, V0_3_6-20050907-D, URL:http://www.openmobilealliance.org/


Table 2 Informative References

3. Terminology and Conventions

3.1 Conventions

The key words “MUST”, “MUST NOT”, “REQUIRED”, “SHALL”, “SHALL NOT”, “SHOULD”, “SHOULD NOT”, “RECOMMENDED”, “MAY”, and “OPTIONAL” in this document are to be interpreted as described in [RFC2119].

All sections and appendixes, except “Scope”, are normative, unless they are explicitly indicated to be informative.

Following test case numbering scheme is followed in the ETS for different Test Sections.
Note: In following numbering scheme “int” stands for “Interoperability Test Cases”. E.g. the first Interoperability test cases will be “GS CSI-1.0-int-M-0100”.

Following is the definition of fields in the naming convention:

	GS-CSI-1.0
	Int
	M/O
	01
	00

	Specification Release (Game services-CSI Enabler Version) number.
	Int – Interoperability


	M-Mandatory

O-Optional
	Test-category
	Test Sequence Number


3.2 Definitions

	Player
	A person using UE.

	Player[X]
	A subscriber assigned to UE, where X is an integer number (i.e. Player1, Player2, etc.)

	UE[X]
	A client terminal used for testing where X is an integer number (i.e. UE1, UE2, etc.).


3.3 Abbreviations

	OMA
	Open Mobile Alliance

	GS
	Game Services

	CSI
	Client Server Interface

	RD
	Requirements Document

	URI
	Universal Resource Identifier


3.4 Testing Policies

This section is intended to describe the testing policies used throughout the document.

For the UE testing, the focus is on UE1 (from Company1), UE2 (from Company2) and UE X (from either Company). UE1, UE2 and the Game Server MUST be from different vendors. 

3.5 Testing Assumptions

For all test cases throughout the document, the following assumptions are valid unless stated otherwise.  Therefore, these assumptions shall be seen as a part of the preconditions:

General:

· The UE will contain a Game Client, and is able to communicate with a Game Server.
· UE can run a Game Client program, the following UE means Game Client.
4. Introduction

The purpose of this document is to provide test cases for Game Services CSI Enabler Release V1.0.

The following items on an overall level are needed to adequately test the Game Services CSI Enabler:

· Game Server.
· Game Client.
Detailed information will be included in the specific test case descriptions. 

5. GS-CSI Test Cases

This section covers the test cases defined for interoperability testing of the Game Services CSI Enabler.

5.1 Mandatory Test cases

5.1.1 GS-CSI Features 

5.1.1.1 Normal Flow

5.1.1.1.1 GS CSI-1.0-int-M-0100 Login
	Test Case Id
	GS CSI-1.0-int-M-0100

	Test Object
	UE, Game Server.

	Test Case Description
	Using valid Game Server register information, player logs on Game Server successfully.
TEST CASE GOAL: validate whether Login operation is executed correctly by Game Server.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE1
· Game Server  
· Prerequisite for this test:

· Player1 uses UE1.

· Player1 is a valid user of GS.
· AppID ，Unique Application ID (provided by the platform).
· Player1 runs Game Client program of UE.

	Test Procedure
	1.    Player1 logs on Game Server, using AppID, Username, and Password.

	Pass-Criteria
	1.    UE1 displays message that Player1 has logged on successfully.


5.1.1.1.2 GS CSI-1.0-int-M-0101 User register
	Test Case Id
	GS CSI-1.0-int-M-0101

	Test Object
	UE, Game Server.

	Test Case Description
	Register is needed when invalid Player logs on.
TEST CASE GOAL: validate whether User register operation is executed correctly by Game Server.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	SWTest code
	N/A

	Preconditions
	· Equipment:

· UE 1
· Game Server

· Prerequisite for this test:

· Player1 uses UE1.
· Player1 is an invalid user at present.
· Player1 runs Game Client program of UE1.

	Test Procedure
	1. Player1 logs on Game Server using UE1.
2. As a response, Game Server displays message that logging on failure, and prompt Player to register.
3. Player1 registers a new account to Game Server.

	Pass-Criteria
	1.    Player1 can register a new account and logs on Game Server successfully.


5.1.1.1.3 GS CSI-1.0-int-M-0102 Game Creation,public 
	Test Case Id
	GS CSI-1.0-int-M-0102

	Test Object
	UE, Game Server.

	Test Case Description
	Player1 creates a new game instance which others players can join in.
TEST CASE GOAL: validate whether Game Creations operation is executed correctly by Game Server.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1、UE2(with Player 1  、Player2 credentials)

· Game Server

· Prerequisite for this test:

· Player1 and player2 use UE1 and UE2 respectively.
· Player1 runs Game Client program of UE, and logs on Login GS successfully.

	Test Procedure
	· Player1 requests to create a public game instance.

·  Player2 logs on Game Server.

	Pass-Criteria
	      1.    UE1 displays message that a game instance has been created successfully.
      2.    Player2 is assigned to the game instance created by Player1.


5.1.1.1.4 GS CSI-1.0-int-M-0103 Game Creation,private
	Test Case Id
	GS CSI-1.0-int-M-0103

	Test Object
	UE, Game Server.

	Test Case Description
	Player1 creates a new game instance which others players can join in.

TEST CASE GOAL: validate whether Game Creation operation is executed correctly by Game Server.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1、UE2 (with Player 1  and  Player 2 credentials)

· Game Server

· Prerequisite for this test:

· Player1 and player2 use UE1 and UE2 respectively.
· Player1 runs Game Client program of UE, and logs on Login GS successfully.

	Test Procedure
	1.  Player1 requests to create a new private game instace which allows Player2 to join in.

2.  Player2 logs on Game Server.
3.  Player2 requests for invitations created by Player1.

	Pass-Criteria
	1.    UE1 displays message of creation a game instance successfully.
2.    UE2 receives and displays invitation message created by Player1.


5.1.1.1.5 GS CSI-1.0-int-M-0104 Get Actor Data
	Test Case Id
	GS CSI-1.0-int-M-0104

	Test Object
	UE, Game Server.

	Test Case Description
	UE1 gets information about other Asctors in the same game instance.
TEST CASE GOAL: validate whether Getting Actor Data operation is executed correctly by Game Server.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE1 (with Player 1  credentials)

· Game Server

· Prerequisite for this test:

· Player1 uses UE1.
· Player1 runs Game Client program of UE, and logs on Login GS successfully.
· Player1 joins in other game instances.

	Test Procedure
	1. UE1 requests Game Server for the information about Player1

2. Response of Game Server includs all ActorSessions data of Player1

	Pass-Criteria
	1.    UE1 displays ActorSessions information about Player1.


5.1.1.1.6 GS CSI-1.0-int-M-0105 Get Invitation
	Test Case Id
	GS CSI-1.0-int-M-0105

	Test Object
	UE, Game Server.

	Test Case Description
	Player gets all invitations for him from Game Server.
TEST CASE GOAL: validate whether Getting Invitation operation is executed correctly by Game Server.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· 3 UEs (with Player  1 and Player 2、Player 3 credentials)

· Game  Server

· Prerequisite for this test:

· Player1, Player2 and Player3 use UE1, UE2, and UE3 respectively.
· Player1, Player2 and Player3 run Game Client program in UE1, UE2 and UE3 respectively, and log on GS successfully.
· Player2 creates a new private game instance which allows Player1 to join in.

	Test Procedure
	1.  Player1 requests Game Server for all invitations for him.
2.  Player3 requests Game Server for all invitations for him.

	Pass-Criteria
	1.  UE1 receives and displays invitation created by Player2

2.  UE3 would not receive invitation created by Player2


5.1.1.1.7 GS CSI-1.0-int-M-0106 Activate
	Test Case Id
	GS CSI-1.0-int-M-0106

	Test Object
	UE, Game Server.

	Test Case Description
	Activates a specific ActorSession. An EvActivate is sent to all ActorSessions of the same ApplicationInstance.
TEST CASE GOAL: validate whether Activate operation is executed correctly by Game Server.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· 2UEs (with Player  1  and  Player2  credentials)

· Game  Server

· Prerequisite for this test:

· Player1 and Player2 use UE1 and UE2 respectively.
· Player1 and Player2 run Game Client program in UE1 and UE2 respectively, and log on Login GS successfully.
· Player1 creates a new game instance which is inactive.
· Player2 can join this game instance created by Player1.

	Test Procedure
	1.  Player1 activates this game instance.

	Pass-Criteria
	1.    UE2 displays that game instance is activated.


5.1.1.1.8 GS CSI-1.0-int-M-0107 Deactivate
	Test Case Id
	GS CSI-1.0-int-M-0107

	Test Object
	UE, Game Server.

	Test Case Description
	Deactivates a specific ActorSession. An EvDeactivate is sent to all ActorSessions of the same ApplicationInstance。
TEST CASE GOAL: validate whether Deactivate operation is executed correctly by Game Server.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· 2 UEs (with Player1  andy Player 2 credentials)

· Game  Server

· Prerequisite for this test:

· Player1 and Player2 use UE1 and UE2 respectively.
· Player1 and Player2 run Game Client program in UE1 and UE2 respectively, and log on Login GS successfully.
· Player1 and Player2 are in the same active game instace.

	Test Procedure
	1.    Player1 Deactivate the game instance.

	Pass-Criteria
	1.    UE2 displays that the game instance is Deactivated.


5.1.1.1.9 GS CSI-1.0-int-M-0108  Game Instance Naming
	Test Case Id
	GS CSI-1.0-int-M-0108

	Test Object
	UE, Game Server.

	Test Case Description
	Gives a Name to an ActorSession 。
TEST CASE GOAL: validate whether Naming operation is executed correctly by Game Server.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· 1 UE (with Player  1  credentials)

· Game  Server

· Prerequisite for this test:

· Player1 uses UE1.
· Player1 runs Game Client program in UE1, and log on Login GS successfully.
· Player1 has an ActorSession.

	Test Procedure
	1.  Player1 designates a name for ActorSession.

	Pass-Criteria
	1.    Player1 designates a name for ActorSession successfully.


5.1.1.1.10 GS CSI-1.0-int-M-0109 Matchmaking
	Test Case Id
	GS CSI-1.0-int-M-0109

	Test Object
	UE, Game Server.

	Test Case Description
	Player1 plays games with other players.

TEST CASE GOAL: validate whether Player Matchmaking operation is executed correctly by Game Server.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· UE1,UE2,UE X (with Player 1, Player 2 and Player X credentials)

· Game Server

· Prerequisite for this test:

· Player1 Player2 and PlayerX use UE1 UE2 and UEX respectively.
· Player2 and PlayerX run Game Client program in UE respectively, and log on Login GS successfully.
· Player2 creates a new game instance AI.

	Test Procedure
	1. Player1 logs on Game Server.

2. Player1 is designated to AI created by Player2.
3. Player2 requests to start game.
4. Game starts.

	Pass-Criteria
	2.  Player1 and Player2 are in the same AI.

4.  Player1 and Player2 start to play games


5.1.1.1.11 GS CSI-1.0-int-M-0110 Game Start
	Test Case Id
	GS CSI-1.0-int-M-0110

	Test Object
	UE, Game Server.

	Test Case Description
	Player1 starts a game instance.

TEST CASE GOAL: validate whether game start operation is executed correctly by Game Server.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· 2UEs (with Player 1 and Player2 credentials)

· Gamer Server

· Prerequisite for this test:

· Player1 and Player2 use UE1 and UE2 respectively.
· Player1 and Player2 run Game Client program in UE1 and UE2 respectively, and log on Login GS successfully.
· Player1 and Player2 join the same game instance.

	Test Procedure
	1. Player1 requests to start a new game instance.

2. UE1 and UE2 receive response of the game instance and game data.

	Pass-Criteria
	2.    Player1 and Player2 start to play.


5.1.1.1.12 GS CSI-1.0-int-M-0111  Handover turn
	Test Case Id
	GS CSI-1.0-int-M-0111

	Test Object
	UE, Game Server.

	Test Case Description
	Players in the same game instance control game alternately.
TEST CASE GOAL: validate whether Handover turn operation is executed correctly by Game Server.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· 2 UEs (with Player 1 and Player 2 credentials)

· Game Server

· Prerequisite for this test:

· Player1 and Player2 use UE1 and UE2 respectively.
· Player1 and Player2 run Game Client program in UE1 and UE2 respectively, and log on Login GS successfully.

	Test Procedure
	1. Player1 has control right of game.
2. Player1 finishes operation of game.
3. Control right of game is delivered to Player2 by game logic.

	Pass-Criteria
	4.    Player2 obtains control right of game.


5.1.1.1.13 GS CSI-1.0-int-M-0112Game End
	Test Case Id
	GS CSI-1.0-int -M-0112

	Test Object
	UE, Game Server.

	Test Case Description
	UE1 can receives message that game is over after game is finish.
TEST CASE GOAL: validate whether Game End operation is executed correctly by Game Server.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· UE1，UE X (with User1and UserX credentials)

· Game Server

· Prerequisite for this test:

· Player1 and PlayerX use UE1 and UEX respectively.
· Player1 and PlayerX run Game Client program in UE respectively, and log on Login GS successfully.

	Test Procedure
	Player1 starts a new game.

Game process finishes.

	Pass-Criteria
	1.    UE1 and UEX in this game display that this game is over.


5.1.1.1.14 GS CSI-1.0-int-M-0113 Chat

	Test Case Id
	GS CSI-1.0-int-M-0113

	Test Object
	UE，Game Service

	Test Case Description
	Validate that two Player could communicate with each other using text information provided by Game Server.
TEST CASE GOAL: validate that when UE1 sends text message to UE2, UE2 will receive and display text message, while UEX would not receive it.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· UE1,UE2,UE X (with Player 1, Player 2 and Player X credentials)

· UE, Game Server.
· Prerequisite for this test:

· Player1 Player2 and PlayerX use UE1 UE2 and UEX respectively.
· Player1 Player2 and PlayerX run Game Client program in UE respectively, and log on Login GS successfully.

	Test Procedure
	Player1 Player2 and PlayerX play game together.
Player1 choose Player2 from players list, then send message to Player2 using text information provided by Game Server.
UE2 receives and displays text information.
UEX would not receive any text information.

	Pass-Criteria
	1. UE2 displays text information sent by UE1.
2. UEX would not receive any text information sent by UE1.



5.1.1.1.15 GS CSI-1.0-int-M-0114 Game points Processing
	Test Case Id
	GS CSI-1.0-int-M-0114

	Test Object
	UE，Game Server

	Test Case Description
	Validate that a Player could either upload game point to Game Server, or download game points from Game Server.
TEST CASE GOAL: validate whether a Player could get his history points list and his own information sush as his rank among all Players after uploading his game points.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Player 1  credentials)
· Game Server

· Prerequisite for this test:
· Player1 uses UE1.
· Player1 runs Game Client programs in UE, and log on Login GS successfully.
· After Player1 finishes his game, Game Server ginves game point.

	Test Procedure
	After Player1 finishes his game, Game Server gives game point.
Player1 saves point to Game Server.
Player1 get point information through parameters such as POS, ID and USER.

	Pass-Criteria
	       3.    UE1 displays point information of Player1.


5.1.1.1.16 GS CSI-1.0-int-M-0115 Logout
	Test Case Id
	GS CSI-1.0-int-M-0115

	Test Object
	UE，Game Server

	Test Case Description
	Validate whether Player can successfully logs out Game Service after finishing using Game Service.
TEST CASE GOAL: validate whether Logout operation is executed by Game Server correctly.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE1 (with Player1  credentials)
· Game Server

· Prerequisite for this test:

· Player1 uses UE1.
· Player1 runs Game Client program in UE, and log on Login GS successfully.

	Test Procedure
	1. Player1 finishes using Game Service.
2. Player1 logs out Game Server.

	Pass-Criteria
	1.    UE1 displays information of logout successfully.


5.1.1.1.17 GS CSI-1.0-int-M-0116 Get Date
	Test Case Id
	GS CSI-1.0-int-M-0116

	Test Object
	UE，Game Server.

	Test Case Description
	Validate whether UE could get system current date and time from Game Server.
TEST CASE GOAL: validate whether UE1 could get system current date and time from Game Server after logs on successfully.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· UE1
· Game Server

· Prerequisite for this test:

· Player1 uses UE1.
· Player1 runs Game Client program in UE1, and logs on Login GS successfully.

	Test Procedure
	1.     UE1 gets current date and time from Game Server.

	Pass-Criteria
	1.    UE1 gets current date and time based on UTC from Game Server.


5.1.1.1.18        GS CSI-1.0-int-M-0117 Ping
	Test Case Id
	GS CSI-1.0-int-M-0117

	Test Object
	UE，Game Server.

	Test Case Description
	Validate whether UE1 could get Ping Time between Game Server and himself.

TEST CASE GOAL: validate whether UE1 could get Ping Time between Game Server and himself after logs on successfully.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· UE1
· Game Server

· Prerequisite for this test:

· Player1 uses UE1.
· Player1 runs Game Client program in UE1, and logs on Login GS successfully.

	Test Procedure
	1.    UE1 sends Ping command to Game Server.

	Pass-Criteria
	1.    UE1 gets Ping Time between UE1 and Game Server.


5.1.1.1.18 GS CSI-1.0-int-M-0118 LBS
	Test Case Id
	GS CSI-1.0-int-M-0118

	Test Object
	UE1, UE2, Game Server.

	Test Case Description
	A user requests for other’s location.
TEST CASE GOAL: validate that after UE1 sends request for location of UE2, it will get the result form Game Server.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· UE1
· UE2
· Game Server

· Prerequisite for this test:

· Player1 uses UE1。

· Player2 users UE2。

	Test Procedure
	1. UE1 sends a request for UE2’s location to Game Server.
2. UE2 accepts UE1’s request from Game Server.

	Pass-Criteria
	1. UE1 receives location information of UE2.


5.1.1.1.19 GS CSI-1.0-int-M-0119 Client Update
	Test Case Id
	GS CSI-1.0-int-M-0119

	Test Object
	UE1, Game Server.

	Test Case Description
	Validate the client updates Game Lobby successfully.
TEST CASE GOAL: validate that after UE1 starts Game Lobby and accepts update, client updates the Game Lobby to the latest version successfully.

	Specification Reference
	Refer to Appendix A

	SCR Reference
	Refer to Appendix A

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· UE1
· Game Server

· Prerequisite for this test:

· Player1 uses UE1.

	Test Procedure
	1. UE1 starts Game Lobby.
2. UE1 accepts the update.

	Pass-Criteria
	1. Game Lobby of  UE1 is updated to the latest version.


5.1.1.2 Error Flow

Not Available

5.2 Normal Flow Optional Test Cases

Not Avaliable

Appendix A. SCR and Specification References

	Test Case Number in ETS
	SCR-reference
	Spec (AD,TS)-reference

	GS CSI-1.0-int-M-0100
	GSCSI-LR-C-001
	4.2.2.1

	GS CSI-1.0-int-M-0101
	GSCSI-LR-C-003
	4.2.2.1

	GS CSI-1.0-int-M-0102
	GSCSI-GCM-C-009
	4.2.2.2

	GS CSI-1.0-int-M-0103
	GSCSI-GCM-C-010
	4.2.2.2

	GS CSI-1.0-int-M-0104
	GSCSI-GPE-C-005
	

	GS CSI-1.0-int-M-0105
	GSCSI-GCM-C-009
GSCSI-GCM-C-011
	

	GS CSI-1.0-int-M-0106
	GSCSI-GPE-C-006
	4.2.3.2

	GS CSI-1.0-int-M-0107
	GSCSI-GPE-C-007
	

	GS CSI-1.0-int-M-0108
	GSCSI-GPE-C-008
	

	GS CSI-1.0-int-M-0109
	GSCSI-GCM-C-010
GSCSI-GPE-C-004
	4.2.2.2

	GS CSI-1.0-int-M-0110
	GSCSI-GPL-C-012
	

	GS CSI-1.0-int-M-0111
	GSCSI-GPL-C-015
	4.2.3.1

	GS CSI-1.0-int-M-0112
	GSCSI-MSG-C-013
	

	GS CSI-1.0-int-M-0113
	GSCSI-MSG-C-017
	

	GS CSI-1.0-int-M-0104
	GSCSI-HS-C-018

GSCSI-HS-C-019

GSCSI-HS-C-020

GSCSI-HS-C-021

GSCSI-HS-C-022
	4.2.2.3

	GS CSI-1.0-int-M-0115
	GSCSI-GPL-C-014
	

	GS CSI-1.0-int-M-0116
	GSCSI-MI-C-026
	

	GS CSI-1.0-int-M-0117
	GSCSI-MI-C-025
	

	GS CSI-1.0-int-M-0118
	
	

	GS CSI-1.0-int-M-0119
	
	


Appendix B. Change History
(Informative)

B.1 Approved Version History

	Reference
	Date
	Description

	OMA-ETS-GS_CSI-V1_0-20060110-D
	10 Jan 2006
	Initial version
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