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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.




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/


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/
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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.

The following numbering scheme is used:

xxx-y.z-con-number where:
xxx
Name of enabler, ”GS_CSI”
y.z
Version of enabler release, ”1.0”
’con’
Indicating this test is a conformance test case
number
Leap number for the test case

Or

xxx-y.z-int-number where:
xxx
Name of enabler, ”GS_CSI”
y.z
Version of enabler release, ”1.0”
’int’
Indicating this test is a interoperability test case
number
Leap number for the test case


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

	Shadow
	User ‘character’. A game can use shadow information when creating the player. Shadow can contain e.g. scores, skins and results.








	
	

	
	

	


3.3 Abbreviations

	OMA
	Open Mobile Alliance

	GS
	Game Services

	CSI
	Client Server Interface

	RD
	Requirements Document

	URI
	Universal Resource Identifier

	UE
	User Equipment




	
	

	
	

	
	

	


4. Introduction


The purpose of this document is to provide test cases for GS_CSI Enabler Release 1.0.

Some features in the GS_CSI enabler may optionally be implemented in mobile devices.








5. GS_CSI Conformance Test Cases
5.1 GS_CSI-1.0-int-0100 Login

	Test Case Id
	GS CSI-1.0-int-0100

	Test Object
	UE, Game Server.

	Test Case Description
	Logs in a User (Actor) for a specific Application. A new Session is created and a Session ID (SID) is returned. This session is the key for all other operation calls.

The number of assigned ActorSessions and Invitations is returned to reduce roundtrips to the server.

	Specification Reference
	6.2.1

	SCR Reference
	GSCSI-LR-C-001 Login

GSCSI-LR-S-001 Login

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE1
· Game Server
· Prerequisite for this test:

· Player1 launches the Game Client program on UE
· The Game Client program successfully attaches to the Game Server.
· The Game Client program has an associated Application ID
· Player1 has entered a Username and Password into the Game Client program.

	Test Procedure
	1. The Game Client program generates the Login message to the Game Server with the following parameters:

AppID: The Application ID of the Game Client program

Username: The username entered by Player1

Password: The password entered by Player1

	Pass-Criteria
	1. .  The Game Server successfully generates the Login response
· The Game Server receives the message and generates a response with the following parameters:

· SID: <string, bigger than 0>
· ERR: 0 (Zero)

· DBG: <empty>

· NumAS: <integer, bigger than 0>
· NumINV: <integer, bigger than 0> 
2.  Game Server generates EvStatus

· Code: <string, “EvStatus”>
· ActorNr: <integer, should be player 1 ActorNr>
3. The Game Client successfully receives and processes the Login response and EvStatus event.


Table 1: Test Information for Login Conformance Test 

5.2 GS_CSI-1.0-int-0101 User register

	Test Case Id
	GS CSI-1.0-int-0101

	Test Object
	UE, Game Server.

	Test Case Description
	Registers a new User. This User can use any Application on the server (if he has the appropriate rights).

	Specification Reference
	6.2.1

	SCR Reference
	GSCSI-LR-C-003 Registration

GSCSI-LR-S-003 Registration

	Tool
	N/A

	SWTest code
	N/A

	Preconditions
	· Equipment:

· UE 1
· Game Server

· Prerequisite for this test:

· Player1 launches the Game Client program on UE
· The Game Client program successfully attaches to the Game Server.
· Player1 has appropriate access rights to the Game Server.
· The Game Client program has an associated Session ID
· Player1 has entered a Username and Password into the Game Client program.

	Test Procedure
	The Game Client program generates the register message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program

Username: The username entered by Player1
Password: The password entered by Player1

	Pass-Criteria
	1. The Game Server successfully generates the Register response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>

2. The Game Client successfully receives and processes the Register response.


Table 2: Test Information for User Register Conformance Test 

5.3 GS_CSI-1.0-int-0102 Game Creation, public
	Test Case Id
	GS CSI-1.0-int-0102

	Test Object
	UE, Game Server.

	Test Case Description
	Creates a new public ApplicationInstance. An ActorSession for the Actor is automatically created (the Actor joins the ApplicationInstance).

	Specification Reference
	6.2.3

	SCR Reference
	GSCSI-GCM-C-009 CreateAI

GSCSI-GCM-S-009 CreateAI

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1
· Game Server

· Prerequisite for this test:

· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID

	Test Procedure
	The Game Client program generates the Create Application Instance message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program

MinAS: Min number of ActorSessions

MaxAS: Max number of ActorSessions

Name: Name of ActorSession

	Pass-Criteria
	1. The Game Server successfully generates the Create Application Instance response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be matched with the request >
· ASID: <string>
· Actors 
ActorNr:  <integer, initially could be 0>

Username: <string>

State: <integer>
· MinAS: <integer,  0 or greater to be same in the request>, 
· MaxAS: <integer, 0 or greater to be same in the request >
· Name: <string>
2. The Game Client successfully receives and processes the create application instance response.

	Notes
	The MinAS and MaxAS may be adjusted by the game server based on server situation.

This situation is not considered on error.


Table 3: Test Information for Game Creation-public Conformance Test 

5.4 GS_CSI-1.0-int-0104 Get Actor Data
	Test Case Id
	GS CSI-1.0-int-0104

	Test Object
	UE, Game Server.

	Test Case Description
	Retrieves detailed information about all assigned ActorSessions of an Actor.

	Specification Reference
	6.2.2

	SCR Reference
	GSCSI-GPE-C-004 GetAS

GSCSI-GPE-S-004 GetAS

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE1 (with Player 1)
· Game Server

· Prerequisite for this test:
· Player1 runs the Game Client program on UE 1
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID

	Test Procedure
	The Game Client program generates the Ger ActorSession message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program

	Pass-Criteria
	The Game Server successfully generates the Get ActorSession response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be matched with the request >
· ActorSessions <Vector>
ASID:  <string>

Name: <string>

Actors: <string. Comma separated list of Actors>

ActorNr: <integer, biggrer than 0>

MinAS: <integer>

MaxAS: <integer>

DTCreated: <DateTime>

State: <integer>

Active: <Boolean, yes or no>

NumInQueue: <integer>
2. The Game Client (UE1) successfully receives and processes the Get ActorSession response.


Table 5: Test Information for Get Actor Data Conformance Test 

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

	Test Object
	UE, Game Server.

	Test Case Description
	Get all invitations of an Actor. An Invitation is a special kind of ActorSession.

	Specification Reference
	6.2.2

	SCR Reference
	GSCSI-GPE-C-005 GetInv

GSCSI-GPE-S-005 GetInv

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE1 and UE2 (with Player 1 and Player 2)

· Game  Server

· Prerequisite for this test:

· Player 1 runs the Game Client program on UE 1.
· The Game Client programs are successfully registered to the Game Server.
· The Game Client programs have an associated Session ID
· Player 1 creates a private game instance which allows Player 2 to join in.

	Test Procedure
	The Game Client program (UE 2) generates the Get Invitation message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program

	Pass-Criteria
	1. The Game Server successfully generates the Get Invitation response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be matched with the request>
· ActorSessions <vector>
ASID:  <string>

Name: <string>

Actors: <string. Comma separated list of Actors>

MinAS: <integer>

MaxAS: <integer>

DTCreated: <DateTime>

ActorNr: <integer, biggrer than 0>

NumInGame: <integer, should be 2>

NumActive: <integer>

Active: <Boolean, yes or no, should be yes>

NumInQueue: <integer>

State: <integer>
2. The Game Client (UE2) successfully receives and processes the Get Invitation.


Table 6: Test Information for Get Invitation Conformance Test 

5.6 GS_CSI-1.0-int-0106 Activate
	Test Case Id
	GS CSI-1.0-int-0106

	Test Object
	UE, Game Server.

	Test Case Description
	Activates a specific ActorSession. An EvActivate is sent to all ActorSessions of the same ApplicationInstance.

	Specification Reference
	6.2.2

	SCR Reference
	GSCSI-GPE-C-006 Activate

GSCSI-GPE-S-006 Activate

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Player  1)
· Game  Server

· Prerequisite for this test:

· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID
· The Game Client program has an associated Application Instance which is inactive.

	Test Procedure
	The Game Client program generates the Activate message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ASID: The ActorSession ID of the Game Client program.

	Pass-Criteria
	1. The Game Server successfully generates the Activate response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be same in request>
· ActorNr: <integer>
· Username: <string>
· State: <integer>
2.  Game Server generates EvActivate event

· Code: <sting, “EvActivate”>
· ActorNr: <integer, should be player 1 ActorNr>
3. The Game Client (UE1) successfully receives and processes the Activate message response and EvActivated event.


Table 7: Test Information for Activate Conformance Test 

5.7 GS_CSI-1.0-int-0107 Deactivate
	Test Case Id
	GS CSI-1.0-int-0107

	Test Object
	UE, Game Server.

	Test Case Description
	Deactivates a specific ActorSession. An EvDeactivate is sent to all ActorSessions of the same ApplicationInstance.

	Specification Reference
	6.2.2

	SCR Reference
	GSCSI-GPE-C-007 Deactivate

GSCSI-GPE-S-007 Deactivate

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Player1)

· Game  Server

· Prerequisite for this test:

· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID
· The Game Client program has an associated Application Instance.which is activated.

	Test Procedure
	The Game Client program generates the Deactivate message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ASID: The ActorSession ID of the Game Client program

	Pass-Criteria
	1. The Game Server successfully generates the Deactivate response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be same in request>
2.  Game Server generates EvDeactivateEvent

· Code: <sting, “EvDeactivate”>
· ActorNr: <integer, should be player 1 ActorNr>
3. The Game Client (UE1) successfully receives and processes the Deactivate message response and EvDeactivated event.


Table 8: Test Information for Deactivate Conformance Test 

5.8 GS_CSI-1.0-int-0108 Game Instance Naming
	Test Case Id
	GS CSI-1.0-int-0108

	Test Object
	UE, Game Server.

	Test Case Description
	Gives a Name to an ActorSession 。

	Specification Reference
	6.2.2

	SCR Reference
	GSCSI-GPE-C-008 Name

GSCSI-GPE-S-008 Name

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Player  1)

· Game  Server

· Prerequisite for this test:

· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID
· The Game Client program has an associated Application Instance.

	Test Procedure
	The Game Client program generates the Game Instance Naming message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ASID: The ActorSession ID of the Game Client program
Name: Name to use for active ActorSession

	Pass-Criteria
	The Game Server successfully generates the Game Instance Naming  response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be same in request>
2. The Game Client (UE1) successfully receives and processes the Game Instance Naming.


Table 9: Test Information for Game Instance Conformance Test 

5.9 GS_CSI-1.0-int-0109 Matchmaking
	Test Case Id
	GS CSI-1.0-int-0109

	Test Object
	UE, Game Server.

	Test Case Description
	The Actor joins randomly an open public ApplicationInstance. The ApplicationInstance to join is decided by the platform.

An EvJoinAIRnd is sent to all Actors attached to the AI.

	Specification Reference
	6.2.3

	SCR Reference
	GSCSI-GCM-C-011 ForceAIRnd

GSCSI-GCM-S-011 ForceAIRnd

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· UE1,UE2 (with Player 1, Player 2)

· Game Server

· Prerequisite for this test:

· Player 1 and Player 2 run the Game Client program on UE
· Player 1 makes public game instance.
· The Game Client programs are successfully registered to the Game Server.
· The Game Client programs have an associated Session ID

	Test Procedure
	The Game Client program (UE 1) generates the Matchmaking message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
MinAS: Min number of ActorSessions

MaxAS: Max number of ActorSessions

Name: Name of ActorSession

	Pass-Criteria
	1. The Game Server successfully generates the Matchmaking response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be same in request >
· ASID: <string>
· Actors <vector>: has two entries.
ActorNr:  <integer>

Username: <string>

State: <integer>
· MinAS: <integer, should be same in request>
· MaxAS: <integer, should be same in request >
· Name: <string>
· ActorNr: <integer, bigger than 0>
2. The Game Client (UE1) successfully receives and processes the Matchmaking message response.
3.  Game Server generates EvJoin event

· Code: <sting, “EvJoin”>
· ActorNr: <integer, should be player 1 ActorNr>
· Username: <string, should be player 1 ActorSession Name>
4. The Game Client (UE2) successfully receives and processes the EvJoin event..


Table 10: Test Information for Matchmaking Conformance Test 

5.10 GS_CSI-1.0-int-0110 Game Start
	Test Case Id
	GS CSI-1.0-int-0110

	Test Object
	UE, Game Server.

	Test Case Description
	Starts the ApplicationInstance. An EvStart is sent to all connected Actors.

	Specification Reference
	6.2.4

	SCR Reference
	GSCSI-GPL-C-012 Start

GSCSI-GPL-S-012 Start

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· 2UEs (with Player 1 and Player2)

· Gamer Server

· Prerequisite for this test:

· Player1 and Player 2 run (login and registration) the Game Client program on UE
· The Game Client programs are successfully registered to the Game Server.
· The Game Client programs have an associated Session ID and ActorSessionID.

	Test Procedure
	The Game Client program (UE 1) generates the Game Start message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ASID: The ActorSessionID of the Game Client program

	Pass-Criteria
	1. The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
2. The Game Client (UE1) successfully receives and processes the Game Start response.
3.  Game Server generates EvStart event

· Code: <sting, “EvStart”>
· ActorNr: <integer, should be player 1 ActorNr>
4. The Game Client (UE2) successfully receives and processes the EvStart  event.


Table 11: Test Information for Game Start Conformance Test 

5.11 GS_CSI-1.0-int-0111 Handover Turn

	Test Case Id
	GS CSI-1.0-int-0111

	Test Object
	UE, Game Server.

	Test Case Description
	Signals the handover of the turn to all connected Actors. An EvTurn is sent to all connected Actors.

	Specification Reference
	6.2.4

	SCR Reference
	GSCSI-GPL-C-015 Handoverturn

GSCSI-GPL-S-015 Handoverturn

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· 2 UEs (with Player 1 and Player 2)

· Game Server

· Prerequisite for this test:

· Player1 and Player 2 run the Game Client program on UE
· The Game Client programs are successfully registered to the Game Server.
· The Game Client programs have an associated Session ID and ActorSessionID.

	Test Procedure
	The Game Client program (UE 1) generates the HandoverTurn message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ASID: The ActorSession ID of the Game Client program

Data: Turn Data

ActorNr: Target ActorNr (need to be player 2 ActorNr)

	Pass-Criteria
	1. The Game Server successfully generates the HandoverTurn  response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, must be same in request>
2. The Game Client (UE1) successfully receives and processes the HandoverTurn response.

3.  Game Server generates EvTurn event

· Code: <sting, “EvTurn”>
· ActorNr: <integer, should be player 1 ActorNr>
· Who: <integer, should be player 2 ActorNr>
· Data: <Hashtable>
3. The Game Client (UE2) successfully receives and processes the EvTurn event.


Table 12: Test Information for Handover Turn Conformance Test 

5.12 GS_CSI-1.0-int-0112 Send Data

	Test Case Id
	GS CSI-1.0-int-0112

	Test Object
	UE, Game Server.

	Test Case Description
	Sends data to all connected Actors. An EvData is sent to all connected  Actors.

	Specification Reference
	6.2.4

	SCR Reference
	GSCSI-GPL-C-016 SendData

GSCSI-GPL-S-016 SendData

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· 2 UEs (with Player 1 and Player 2)

· Game Server

· Prerequisite for this test:

· Player1 and Player 2 run the Game Client program on UE
· The Game Client programs are successfully registered to the Game Server.
· The Game Client programs have an associated Session ID and ActorSessionID.

	Test Procedure
	The Game Client program (UE 1) generates the SendData message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ASID: The ActorSession ID of the Game Client program

Data: Data to all connected Actors

Actors: Target Actors (need to be player 2), it has follows

      ActorNr: <integer, should be player 2 ActorNr>
      Username: <string, should be player 2 Actor name>

State: <integer>

	Pass-Criteria
	1. The Game Server successfully generates the SendData  response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, must be same in request>
2. The Game Client (UE1) successfully receives and processes the HandoverTurn response.

3.  Game Server generates EvData event

· Code: <sting, “EvData”>
· ActorNr: <integer, should be player 1 ActorNr>
· Data: <Hashtable, should be same in request>
3. The Game Client (UE2) successfully receives and processes the EvData event.


Table 13: Test Information for Send Data Conformance Test 

5.13 GS_CSI-1.0-int-0114 Game End

	Test Case Id
	GS CSI-1.0-int-0114

	Test Object
	UE, Game Server.

	Test Case Description
	Ends the ApplicationInstance. An EvEnd is sent to all connected Actors.

	Specification Reference
	6.2.4

	SCR Reference
	GSCSI-GPL-C-013 End

GSCSI-GPL-S-013 End

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· 2UEs (with Player 1 and Player2)

· Gamer Server

· Prerequisite for this test:

· Player1 and Player 2 run the Game Client program on UE
· The Game Client programs are successfully registered to the Game Server.
· The Game Client programs have an associated Session ID and ActorSessionID

	Test Procedure
	The Game Client program (UE 1) generates the Game End message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ASID: The ActorSessionID of the Game Client program

	Pass-Criteria
	1. The Game Server successfully generates the Game End response
· The Game Server generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
2. The Game Client (UE1) successfully receives and processes the Game End response.
3.  Game Server generates EvEnd event

· Code: <sting, “EvEnd”>
· ActorNr: <integer, should be player 1 ActorNr>
3. The Game Client (UE2) successfully receives and processes the EvEnd event.


Table 13: Test Information for Game End Conformance Test 

5.14 GS_CSI-1.0-int-0116 Set Score

	Test Case Id
	GS CSI-1.0-int-0116

	Test Object
	UE，Game Server

	Test Case Description
	Send a Score to the server.

	Specification Reference
	6.2.6

	SCR Reference
	GSCSI-HS-C-018 SetScore

GSCSI-HS-S-018 SetScore

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Plsyer 1)
· Game Server

· Prerequisite for this test:
· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID.

	Test Procedure
	The Game Client program (UE 1) generates the Set Score message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ScoreTable: Score Table ID

Score: Highscore to set

	Pass-Criteria
	1. The Game Server successfully generates the Set Score response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, must be same in request>
· ScoreID: <string>
2. The Game Client (UE1) successfully receives and processes the Set Score response.


Table 14: Test Information for Set Score Conformance Test 

5.15 GS_CSI-1.0-int-0117 Get Score Position
	Test Case Id
	GS CSI-1.0-int-0117

	Test Object
	UE，Game Server

	Test Case Description
	Get the position of a Score with the ScoreID.

	Specification Reference
	6.2.6

	SCR Reference
	GSCSI-HS-C-019 GetScorePos

GSCSI-HS-S-019 GetScorePos

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Plsyer 1)
· Game Server

· Prerequisite for this test:
· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID.

	Test Procedure
	The Game Client program (UE 1) generates the Get Score Position message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
Score ID: Unique Score ID

TimeFrame: 

     d= day to day

     w = week

     m = month

      y  = year

o = overall

	Pass-Criteria
	1. The Game Server successfully generates the Get Score Position response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, must be same in request >
· Pos: <integer>
2. The Game Client (UE1) successfully receives and processes the Get Score Position response.


Table 15: Test Information for Get Score Position Conformance Test 

5.16 GS_CSI-1.0-int-0123 Logout
	Test Case Id
	GS CSI-1.0-int-0123

	Test Object
	UE，Game Server

	Test Case Description
	Logs out an Actor. The Session (SID) is invalidated.

	Specification Reference
	6.2.1

	SCR Reference
	GSCSI-LR-C-002 Logout

GSCSI-LR-S-002 Logout

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Plsyer 1)
· Game Server

· Prerequisite for this test:
· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID.

	Test Procedure
	The Game Client program (UE 1) generates the Logout message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program

	Pass-Criteria
	1. The Game Server successfully generates the Logout response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be same in request but invalidated>
2.  Game Server generates EvStatus

· Code: <sting, “EvStatus”>
· ActorNr: <integer, should be player 1 ActorNr>
3. The Game Client successfully receives and processes the Logout response and EvStatus event.


Table 16: Test Information for Logout Conformance Test 
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6. GS_CSI Interoperability Test Cases




6.1 GS_CSI-1.0-int-0100 Login

	Test Case Id
	GS CSI-1.0-int-0100

	Test Object
	UE, Game Server.

	Test Case Description
	Logs in a User (Actor) for a specific Application. A new Session is created and a Session ID (SID) is returned. This session is the key for all other operation calls.

The number of assigned ActorSessions and Invitations is returned to reduce roundtrips to the server.

	Specification Reference
	6.2.1

	SCR Reference
	GSCSI-LR-C-001 Login

GSCSI-LR-S-001 Login

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE1
· Game Server
· Prerequisite for this test:

· Player1 launches the Game Client program on UE
· The Game Client program successfully attaches to the Game Server.
· The Game Client program has an associated Application ID
· Player1 has entered a Username and Password into the Game Client program.

	Test Procedure
	1. The Game Client program generates the Login message to the Game Server with the following parameters:

AppID: The Application ID of the Game Client program

Username: The username entered by Player1

Password: The password entered by Player1

	Pass-Criteria
	1. .  The Game Server successfully generates the Login response
· The Game Server receives the message and generates a response with the following parameters:

· SID: <string, bigger than 0>
· ERR: 0 (Zero)

· DBG: <empty>

· NumAS: <integer, bigger than 0>
· NumINV: <integer, bigger than 0> 
2.  Game Server generates EvStatus

· Code: <string, “EvStatus”>
· ActorNr: <integer, should be player 1 ActorNr>
3. The Game Client successfully receives and processes the Login response and EvStatus event.


Table 17: Test Information for Login Interoperability Test 

6.2 GS_CSI-1.0-int-0101 User register

	Test Case Id
	GS CSI-1.0-int-0101

	Test Object
	UE, Game Server.

	Test Case Description
	Registers a new User. This User can use any Application on the server (if he has the appropriate rights).

	Specification Reference
	6.2.1

	SCR Reference
	GSCSI-LR-C-003 Registration

GSCSI-LR-S-003 Registration

	Tool
	N/A

	SWTest code
	N/A

	Preconditions
	· Equipment:

· UE 1
· Game Server

· Prerequisite for this test:

· Player1 launches the Game Client program on UE
· The Game Client program successfully attaches to the Game Server.
· Player1 has appropriate access rights to the Game Server.
· The Game Client program has an associated Session ID
· Player1 has entered a Username and Password into the Game Client program.

	Test Procedure
	The Game Client program generates the register message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program

Username: The username entered by Player1
Password: The password entered by Player1

	Pass-Criteria
	1. The Game Server successfully generates the Register response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>

2. The Game Client successfully receives and processes the Register response.


Table 18: Test Information for User Register Interoperability Test 

6.3 GS_CSI-1.0-int-0102 Game Creation, public
	Test Case Id
	GS CSI-1.0-int-0102

	Test Object
	UE, Game Server.

	Test Case Description
	Creates a new public ApplicationInstance. An ActorSession for the Actor is automatically created (the Actor joins the ApplicationInstance).

	Specification Reference
	6.2.3

	SCR Reference
	GSCSI-GCM-C-009 CreateAI

GSCSI-GCM-S-009 CreateAI

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1
· Game Server

· Prerequisite for this test:

· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID

	Test Procedure
	The Game Client program generates the Create Application Instance message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program

MinAS: Min number of ActorSessions

MaxAS: Max number of ActorSessions

Name: Name of ActorSession

	Pass-Criteria
	1. The Game Server successfully generates the Create Application Instance response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be matched with the request >
· ASID: <string>
· Actors 
ActorNr:  <integer, initially could be 0>

Username: <string>

State: <integer>
· MinAS: <integer,  0 or greater to be same in the request>, 
· MaxAS: <integer, 0 or greater to be same in the request >
· Name: <string>
2. The Game Client successfully receives and processes the create application instance response.

	Notes
	The MinAS and MaxAS may be adjusted by the game server based on server situation.
This situation is not considered on error.


Table 19: Test Information for Game Creation-public Interoperability Test 

6.4 GS_CSI-1.0-int-0103 Game Creation, private

	Test Case Id
	GS CSI-1.0-int-0103

	Test Object
	UE, Game Server.

	Test Case Description
	Creates a private ApplicationInstance. An ActorSession for the calling Actor is created.

ActorSessions for all invited Actors are created. These are marked as Invitations.

	Specification Reference
	6.2.3

	SCR Reference
	GSCSI-GCM-C-010 CreateAIPrivate

GSCSI-GCM-S-010 CreateAIPrivate

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

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

· Game Server

· Prerequisite for this test:

· Player1 runs (login and registration) the Game Client program on UE
· Player1 Gives Actors information to the Game Client (UE 1).
· Player2 is a registered user of the Game Server
· The Game Client programs are successfully registered to the Game Server.
· The Game Client programs have an associated Session ID 

	Test Procedure
	The Game Client program generates the Create Application Instance message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
Actors: The Actors for invitation

MinAS: Min number of ActorSessions

MaxAS: Max number of ActorSessions

Name: Name of ActorSession

	Pass-Criteria
	The Game Server successfully generates the Create Application Instance response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be matched with the request >
· ASID: <string>
· Actors <Vector>: It should have two entries. (Player1 and Player2)
ActorNr:  <integer>

Username: <string>

State: <integer>
· MinAS: <integer, to be same in the request >
· MaxAS: <integer, to be same in the request >
· Name: <string>
· ActorNr: <integer, this is for Player 1>
2. The Game Client (UE1) successfully receives and processes the create application instance response.
3. The Game Client (UE2) successfully receives invitation message.


Table 20: Test Information for Game Creation-private Interoperability Test 

6.5 GS_CSI-1.0-int-0104 Get Actor Data
	Test Case Id
	GS CSI-1.0-int-0104

	Test Object
	UE, Game Server.

	Test Case Description
	Retrieves detailed information about all assigned ActorSessions of an Actor.

	Specification Reference
	6.2.2

	SCR Reference
	GSCSI-GPE-C-004 GetAS

GSCSI-GPE-S-004 GetAS

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE1 (with Player 1)
· Game Server

· Prerequisite for this test:
· Player1 runs the Game Client program on UE 1
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID

	Test Procedure
	The Game Client program generates the Ger ActorSession message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program

	Pass-Criteria
	The Game Server successfully generates the Get ActorSession response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be matched with the request >
· ActorSessions <Vector>
ASID:  <string>

Name: <string>

Actors: <string. Comma separated list of Actors>

ActorNr: <integer, biggrer than 0>

MinAS: <integer>

MaxAS: <integer>

DTCreated: <DateTime>

State: <integer>

Active: <Boolean, yes or no>

NumInQueue: <integer>
2. The Game Client (UE1) successfully receives and processes the Get ActorSession response.


Table 21: Test Information for Get Actor Data Interoperability Test 

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

	Test Object
	UE, Game Server.

	Test Case Description
	Get all invitations of an Actor. An Invitation is a special kind of ActorSession.

	Specification Reference
	6.2.2

	SCR Reference
	GSCSI-GPE-C-005 GetInv

GSCSI-GPE-S-005 GetInv

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE1 and UE2 (with Player 1 and Player 2)

· Game  Server

· Prerequisite for this test:

· Player 1 runs the Game Client program on UE 1.
· The Game Client programs are successfully registered to the Game Server.
· The Game Client programs have an associated Session ID
· Player 1 creates a private game instance which allows Player 2 to join in.

	Test Procedure
	The Game Client program (UE 2) generates the Get Invitation message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program

	Pass-Criteria
	1. The Game Server successfully generates the Get Invitation response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be matched with the request>
· ActorSessions <vector>
ASID:  <string>

Name: <string>

Actors: <string. Comma separated list of Actors>

MinAS: <integer>

MaxAS: <integer>

DTCreated: <DateTime>

ActorNr: <integer, biggrer than 0>

NumInGame: <integer, should be 2>

NumActive: <integer>

Active: <Boolean, yes or no, should be yes>

NumInQueue: <integer>

State: <integer>
2. The Game Client (UE2) successfully receives and processes the Get Invitation.


Table 22: Test Information for Get Invitation Interoperability Test 

6.7 GS_CSI-1.0-int-0106 Activate
	Test Case Id
	GS CSI-1.0-int-0106

	Test Object
	UE, Game Server.

	Test Case Description
	Activates a specific ActorSession. An EvActivate is sent to all ActorSessions of the same ApplicationInstance.

	Specification Reference
	6.2.2

	SCR Reference
	GSCSI-GPE-C-006 Activate

GSCSI-GPE-S-006 Activate

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Player  1)
· Game  Server

· Prerequisite for this test:

· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID
· The Game Client program has an associated Application Instance which is inactive.

	Test Procedure
	The Game Client program generates the Activate message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ASID: The ActorSession ID of the Game Client program.

	Pass-Criteria
	1. The Game Server successfully generates the Activate response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be same in request>
· ActorNr: <integer>
· Username: <string>
· State: <integer>
2.  Game Server generates EvActivate event

· Code: <sting, “EvActivate”>
· ActorNr: <integer, should be player 1 ActorNr>
3. The Game Client (UE1) successfully receives and processes the Activate message response and EvActivated event.


Table 23: Test Information for Activate Interoperability Test 

6.8 GS_CSI-1.0-int-0107 Deactivate
	Test Case Id
	GS CSI-1.0-int-0107

	Test Object
	UE, Game Server.

	Test Case Description
	Deactivates a specific ActorSession. An EvDeactivate is sent to all ActorSessions of the same ApplicationInstance.

	Specification Reference
	6.2.2

	SCR Reference
	GSCSI-GPE-C-007 Deactivate

GSCSI-GPE-S-007 Deactivate

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Player1)

· Game  Server

· Prerequisite for this test:

· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID
· The Game Client program has an associated Application Instance.which is activated.

	Test Procedure
	The Game Client program generates the Deactivate message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ASID: The ActorSession ID of the Game Client program

	Pass-Criteria
	1. The Game Server successfully generates the Deactivate response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be same in request>
2.  Game Server generates EvDeactivateEvent

· Code: <sting, “EvDeactivate”>
· ActorNr: <integer, should be player 1 ActorNr>
3. The Game Client (UE1) successfully receives and processes the Deactivate message response and EvDeactivated event.


Table 24: Test Information for Deactivate Interoperability Test 

6.9 GS_CSI-1.0-int-0108 Game Instance Naming
	Test Case Id
	GS CSI-1.0-int-0108

	Test Object
	UE, Game Server.

	Test Case Description
	Gives a Name to an ActorSession 。

	Specification Reference
	6.2.2

	SCR Reference
	GSCSI-GPE-C-008 Name

GSCSI-GPE-S-008 Name

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Player  1)

· Game  Server

· Prerequisite for this test:

· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID
· The Game Client program has an associated Application Instance.

	Test Procedure
	The Game Client program generates the Game Instance Naming message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ASID: The ActorSession ID of the Game Client program
Name: Name to use for active ActorSession

	Pass-Criteria
	The Game Server successfully generates the Game Instance Naming  response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be same in request>
2. The Game Client (UE1) successfully receives and processes the Game Instance Naming.


Table 25: Test Information for Game Instance Interoperability Test 

6.10 GS_CSI-1.0-int-0109 Matchmaking
	Test Case Id
	GS CSI-1.0-int-0109

	Test Object
	UE, Game Server.

	Test Case Description
	The Actor joins randomly an open public ApplicationInstance. The ApplicationInstance to join is decided by the platform.

An EvJoinAIRnd is sent to all Actors attached to the AI.

	Specification Reference
	6.2.3

	SCR Reference
	GSCSI-GCM-C-011 ForceAIRnd

GSCSI-GCM-S-011 ForceAIRnd

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· UE1,UE2 (with Player 1, Player 2)

· Game Server

· Prerequisite for this test:

· Player 1 and Player 2 run the Game Client program on UE
· Player 1 makes public game instance.
· The Game Client programs are successfully registered to the Game Server.
· The Game Client programs have an associated Session ID

	Test Procedure
	The Game Client program (UE 1) generates the Matchmaking message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
MinAS: Min number of ActorSessions

MaxAS: Max number of ActorSessions

Name: Name of ActorSession

	Pass-Criteria
	1. The Game Server successfully generates the Matchmaking response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be same in request >
· ASID: <string>
· Actors <vector>: has two entries.
ActorNr:  <integer>

Username: <string>

State: <integer>
· MinAS: <integer, should be same in request>
· MaxAS: <integer, should be same in request >
· Name: <string>
· ActorNr: <integer, bigger than 0>
2. The Game Client (UE1) successfully receives and processes the Matchmaking message response.
3.  Game Server generates EvJoin event

· Code: <sting, “EvJoin”>
· ActorNr: <integer, should be player 1 ActorNr>
· Username: <string, should be player 1 ActorSession Name>
4. The Game Client (UE2) successfully receives and processes the EvJoin event..


Table 26: Test Information for Matchmaking Interoperability Test 

6.11 GS_CSI-1.0-int-0110 Game Start
	Test Case Id
	GS CSI-1.0-int-0110

	Test Object
	UE, Game Server.

	Test Case Description
	Starts the ApplicationInstance. An EvStart is sent to all connected Actors.

	Specification Reference
	6.2.4

	SCR Reference
	GSCSI-GPL-C-012 Start

GSCSI-GPL-S-012 Start

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· 2UEs (with Player 1 and Player2)

· Gamer Server

· Prerequisite for this test:

· Player1 and Player 2 run (login and registration) the Game Client program on UE
· The Game Client programs are successfully registered to the Game Server.
· The Game Client programs have an associated Session ID and ActorSessionID.

	Test Procedure
	The Game Client program (UE 1) generates the Game Start message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ASID: The ActorSessionID of the Game Client program

	Pass-Criteria
	1. The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
2. The Game Client (UE1) successfully receives and processes the Game Start response.
3.  Game Server generates EvStart event

· Code: <sting, “EvStart”>
· ActorNr: <integer, should be player 1 ActorNr>
4. The Game Client (UE2) successfully receives and processes the EvStart  event.


Table 27: Test Information for Game Start Interoperability Test 

6.12 GS_CSI-1.0-int-0111 Handover Turn
	Test Case Id
	GS CSI-1.0-int-0111

	Test Object
	UE, Game Server.

	Test Case Description
	Signals the handover of the turn to all connected Actors. An EvTurn is sent to all connected Actors.

	Specification Reference
	6.2.4

	SCR Reference
	GSCSI-GPL-C-015 Handoverturn

GSCSI-GPL-S-015 Handoverturn

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· 2 UEs (with Player 1 and Player 2)

· Game Server

· Prerequisite for this test:

· Player1 and Player 2 run the Game Client program on UE
· The Game Client programs are successfully registered to the Game Server.
· The Game Client programs have an associated Session ID and ActorSessionID.

	Test Procedure
	The Game Client program (UE 1) generates the HandoverTurn message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ASID: The ActorSession ID of the Game Client program

Data: Turn Data

ActorNr: Target ActorNr (need to be player 2 ActorNr)

	Pass-Criteria
	1. The Game Server successfully generates the HandoverTurn  response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, must be same in request>
2. The Game Client (UE1) successfully receives and processes the HandoverTurn response.

3.  Game Server generates EvTurn event

· Code: <sting, “EvTurn”>
· ActorNr: <integer, should be player 1 ActorNr>
· Who: <integer, should be player 2 ActorNr>
· Data: <Hashtable>
3. The Game Client (UE2) successfully receives and processes the EvTurn event.


Table 28: Test Information for Handover Turn Interoperability Test 

6.13 GS_CSI-1.0-int-0112 Send Data
	Test Case Id
	GS CSI-1.0-int-0112

	Test Object
	UE, Game Server.

	Test Case Description
	Sends data to all connected Actors. An EvData is sent to all connected  Actors.

	Specification Reference
	6.2.4

	SCR Reference
	GSCSI-GPL-C-016 SendData

GSCSI-GPL-S-016 SendData

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· 2 UEs (with Player 1 and Player 2)

· Game Server

· Prerequisite for this test:

· Player1 and Player 2 run the Game Client program on UE
· The Game Client programs are successfully registered to the Game Server.
· The Game Client programs have an associated Session ID and ActorSessionID.

	Test Procedure
	The Game Client program (UE 1) generates the SendData message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ASID: The ActorSession ID of the Game Client program

Data: Data to all connected Actors

Actors: Target Actors (need to be player 2), it has follows
      ActorNr: <integer, should be player 2 ActorNr>
      Username: <string, should be player 2 Actor name>
State: <integer>

	Pass-Criteria
	1. The Game Server successfully generates the SendData  response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, must be same in request>
2. The Game Client (UE1) successfully receives and processes the HandoverTurn response.

3.  Game Server generates EvData event

· Code: <sting, “EvData”>
· ActorNr: <integer, should be player 1 ActorNr>
· Data: <Hashtable, should be same in request>
3. The Game Client (UE2) successfully receives and processes the EvData event.


Table 29: Test Information for Send Data Interoperability Test 

6.14 GS_CSI-1.0-int-0113 Game Quit
	Test Case Id
	GS CSI-1.0-int-0113

	Test Object
	UE, Game Server.

	Test Case Description
	Quits the ActorSessions. (Important: The ApplicationInstance is NOT ended.) An EvQuit is sent to all connected Actors.

	Specification Reference
	6.2.4

	SCR Reference
	GSCSI-GPL-C-014 Quit
GSCSI-GPL-S-014 Quit

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· 2UEs (with Player 1 and Player2)

· Gamer Server

· Prerequisite for this test:

· Player1 and Player 2 run the Game Client program on UE
· The Game Client programs are successfully registered to the Game Server.
· The Game Client programs have an associated Session ID and ActorSessionID

	Test Procedure
	The Game Client program (UE 1) generates the Game Quit message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ASID: The ActorSessionID of the Game Client program

	Pass-Criteria
	1. The Game Server successfully generates the Game Quit response
· The Game Server generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <String, should be same in request>
2. The Game Client (UE1) successfully receives and processes the Game Quit response.
3.  Game Server generates EvQuit event

· Code: <sting, “EvQuit”>
· ActorNr: <integer, should be player 1 ActorNr>
3. The Game Client (UE2) successfully receives and processes the EvQuit event.


Table 30: Test Information for Game Quit Interoperability Test 

6.15 GS_CSI-1.0-int-0114 Game End

	Test Case Id
	GS CSI-1.0-int-0114

	Test Object
	UE, Game Server.

	Test Case Description
	Ends the ApplicationInstance. An EvEnd is sent to all connected Actors.

	Specification Reference
	6.2.4

	SCR Reference
	GSCSI-GPL-C-013 End

GSCSI-GPL-S-013 End

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· 2UEs (with Player 1 and Player2)

· Gamer Server

· Prerequisite for this test:

· Player1 and Player 2 run the Game Client program on UE
· The Game Client programs are successfully registered to the Game Server.
· The Game Client programs have an associated Session ID and ActorSessionID

	Test Procedure
	The Game Client program (UE 1) generates the Game End message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ASID: The ActorSessionID of the Game Client program

	Pass-Criteria
	1. The Game Server successfully generates the Game End response
· The Game Server generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
2. The Game Client (UE1) successfully receives and processes the Game End response.
3.  Game Server generates EvEnd event

· Code: <sting, “EvEnd”>
· ActorNr: <integer, should be player 1 ActorNr>
3. The Game Client (UE2) successfully receives and processes the EvEnd event.


Table 31: Test Information for Game End Interoperability Test 

6.16 GS_CSI-1.0-int-0115 Messaging
	Test Case Id
	GS CSI-1.0-int-0115

	Test Object
	UE，Game Service

	Test Case Description
	Sends a text message to all connected Actors.

	Specification Reference
	6.2.5

	SCR Reference
	GSCSI-MSG-C-017 SendTxtMsg

GSCSI-MSG-S-017 SendTxtMsg

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· 2 UEs (with Player 1 and Player 2)

· Game Server

· Prerequisite for this test:

· Player1 and Player 2 run the Game Client program on UE
· The Game Client programs are successfully registered to the Game Server.
· The Game Client programs have an associated Session ID and ActorSessionID.

	Test Procedure
	The Game Client program (UE 1) generates the Messaging message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ASID: The ActorSession ID of the Game Client program

Msg: Text Message

Actors: Vector of String (should be Player 2’s ActorSession Name)

	Pass-Criteria
	1. The Game Server successfully generates the Messaging response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, must be same in request >
2. The Game Client (UE1) successfully receives and processes the Messaging response.

3. The Game Server should generate asynchronous message 

EvTxtMsg with following paramemters:
·  Code: <string, “EvTxtMsg”>
· ActorNr: <integer>
· Message: <string, must be same in request> ) 
4. The Game Client (UE2) successfully receives and processes the Messaging response(EvTxtMsg).


Table 32: Test Information for Messaging Interoperability Test 

6.17 GS_CSI-1.0-int-0116 Set Score
	Test Case Id
	GS CSI-1.0-int-0116

	Test Object
	UE，Game Server

	Test Case Description
	Send a Score to the server.

	Specification Reference
	6.2.6

	SCR Reference
	GSCSI-HS-C-018 SetScore

GSCSI-HS-S-018 SetScore

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Plsyer 1)
· Game Server

· Prerequisite for this test:
· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID.

	Test Procedure
	The Game Client program (UE 1) generates the Set Score message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ScoreTable: Score Table ID

Score: Highscore to set

	Pass-Criteria
	1. The Game Server successfully generates the Set Score response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, must be same in request>
· ScoreID: <string>
2. The Game Client (UE1) successfully receives and processes the Set Score response.


Table 33: Test Information for Set Score Interoperability Test 

6.18 GS_CSI-1.0-int-0117 Get Score Position
	Test Case Id
	GS CSI-1.0-int-0117

	Test Object
	UE，Game Server

	Test Case Description
	Get the position of a Score with the ScoreID.

	Specification Reference
	6.2.6

	SCR Reference
	GSCSI-HS-C-019 GetScorePos

GSCSI-HS-S-019 GetScorePos

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Plsyer 1)
· Game Server

· Prerequisite for this test:
· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID.

	Test Procedure
	The Game Client program (UE 1) generates the Get Score Position message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
Score ID: Unique Score ID

TimeFrame: 

     d= day to day

     w = week

     m = month

      y  = year

o = overall

	Pass-Criteria
	1. The Game Server successfully generates the Get Score Position response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, must be same in request >
· Pos: <integer>
2. The Game Client (UE1) successfully receives and processes the Get Score Position response.


Table 34: Test Information for Get Score Position Interoperability Test 

6.19 GS_CSI-1.0-int-0118 Get Scores by Position
	Test Case Id
	GS CSI-1.0-int-0118

	Test Object
	UE，Game Server

	Test Case Description
	Retrieves a certain number of scores from a specific position.

	Specification Reference
	6.2.6

	SCR Reference
	GSCSI-HS-C-020 GetScoreByPos

GSCSI-HS-S-020 GetScoreByPos

	Tool
	N/A


	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Plsyer 1)
· Game Server

· Prerequisite for this test:
· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID.

	Test Procedure
	The Game Client program (UE 1) generates the Get Scores by Position message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
Score Table: Unique Score table ID
Pos: Position to start

Count: Number of scores

Filter: 0 – all scores, 1 – my scores
TimeFrame: 

     d= day today

     w = week

     m = month

      y  = year

o = overall

	Pass-Criteria
	1. The Game Server successfully generates the Get Scores by Position response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: 0 (Zero)

· DBG: <empty>
· SID: <string, must be same in request>
· Scores <vector>
        ScoreID: <sting>

        Pos: <int>

        Username: <string>

        Country: <string>

        Score: <Long>

        DTCreated: <DateTime>
2. The Game Client (UE1) successfully receives and processes the Get Scores by Position response.


Table 35: Test Information for Get Scores by Position Interoperability Test 

6.20 GS_CSI-1.0-int-0119 Get Scores by ID
	Test Case Id
	GS CSI-1.0-int-0119

	Test Object
	UE，Game Server

	Test Case Description
	Retrieves a certain number of scores for a specific ID.

	Specification Reference
	6.2.6

	SCR Reference
	GSCSI-HS-C-021-GetScoreByID

GSCSI-HS-S-021-GetScoreByID

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Plsyer 1)
· Game Server

· Prerequisite for this test:
· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID.

	Test Procedure
	The Game Client program (UE 1) generates the Get Scores by ID message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
Score ID: Unique Score ID

Count: Number of scores

Offset: The Offset to start from

Filter: 0 – all scores, 1 – my scores
TimeFrame: 

     d= day today

     w = week

     m = month

      y  = year

o = overall

	Pass-Criteria
	1. The Game Server successfully generates the Get Scores by ID response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, must be same in request >
· Scores <vector>
        ScoreID: <sting>

        Pos: <int>

        Username: <string>

        Country: <string>

        Score: <Long>

        DTCreated: <DaateTime>
2. The Game Client (UE1) successfully receives and processes the Get Scores by ID response.


Table 36: Test Information for Get Scores by ID Interoperability Test 

6.21 GS_CSI-1.0-int-0120 Get Scores by User
	Test Case Id
	GS CSI-1.0-int-0120

	Test Object
	UE，Game Server

	Test Case Description
	Retrieves a certain number of scores for a specific username.

	Specification Reference
	6.2.6

	SCR Reference
	GSCSI-HS-C-022 GetScoreByUser

GSCSI-HS-S-022 GetScoreByUser

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Plsyer 1)
· Game Server

· Prerequisite for this test:
· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID.

	Test Procedure
	The Game Client program (UE 1) generates the Get Scores by User message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
Score Table: Unique Score Table ID
Username: Username
Count: Number of scores

Offset: The Offset to start from

Filter: 0 – all scores, 1 – my scores
TimeFrame: 

     d= day today

     w = week

     m = month

      y  = year

o = overall

	Pass-Criteria
	1. The Game Server successfully generates the Get Scores by User response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be same in request>
· Scores <vector>
        ScoreID: <sting>

        Pos: <int>

        Username: <string>

        Country: <string>

        Score: <Long>

        DTCreated: <DateTime>
2. The Game Client (UE1) successfully receives and processes the Get Scores by User response.


Table 37: Test Information for Get Scores by User Interoperability Test 

6.22 GS_CSI-1.0-int-0121 Set Shadow
	Test Case Id
	GS CSI-1.0-int-0121

	Test Object
	UE，Game Server

	Test Case Description
	Send a Shadow and Score to the server.

	Specification Reference
	6.2.7

	SCR Reference
	GSCSI-HS-C-023 SetShadow

GSCSI-HS-S-023 SetShadow

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Plsyer 1)
· Game Server

· Prerequisite for this test:
· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID.

	Test Procedure
	The Game Client program (UE 1) generates the Set Shadow message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
ScoreTable: Score Table ID

Score: Highscore to set

Shadow: Shadow data that is associated with the score

Totalbyte: Length of Shadow binary

	Pass-Criteria
	1. The Game Server successfully generates the Set Shadow response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, must be same in request>
· ScoreID: <string>
2. The Game Client (UE1) successfully receives and processes the Set Shadow response.


Table 38: Test Information for Set Shadow Interoperability Test 

6.23 GS_CSI-1.0-int-0122 Get Shadow
	Test Case Id
	GS CSI-1.0-int-0122

	Test Object
	UE，Game Server

	Test Case Description
	Retrieve a Shadow and Score from the server.

	Specification Reference
	6.2.7

	SCR Reference
	GSCSI-HS-C-024 GetShadow

GSCSI-HS-S-024 GetShadow

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Plsyer 1)
· Game Server

· Prerequisite for this test:
· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID.

	Test Procedure
	The Game Client program (UE 1) generates the Get Shadow message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program
Score ID: Unique Score ID

	Pass-Criteria
	1. The Game Server successfully generates the Get Shadow response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be same in request >
· Shadow: <Binary>
2. The Game Client (UE1) successfully receives and processes the Get Shadow response.


Table 39: Test Information for Get Shadow Interoperability Test 

6.24 GS_CSI-1.0-int-0123 Logout
	Test Case Id
	GS CSI-1.0-int-0123

	Test Object
	UE，Game Server

	Test Case Description
	Logs out an Actor. The Session (SID) is invalidated.

	Specification Reference
	6.2.1

	SCR Reference
	GSCSI-LR-C-002 Logout

GSCSI-LR-S-002 Logout

	Tool
	N/A

	Test code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Plsyer 1)
· Game Server

· Prerequisite for this test:
· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID.

	Test Procedure
	The Game Client program (UE 1) generates the Logout message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program

	Pass-Criteria
	1. The Game Server successfully generates the Logout response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be same in request but invalidated>
2.  Game Server generates EvStatus

· Code: <sting, “EvStatus”>
· ActorNr: <integer, should be player 1 ActorNr>
3. The Game Client successfully receives and processes the Logout response and EvStatus event.


Table 40: Test Information for Logout Interoperability Test 

6.25 GS_CSI-1.0-int-0124 Get DateTime

	Test Case Id
	GS CSI-1.0-int-0124

	Test Object
	UE，Game Server.

	Test Case Description
	Get the current server time and date (UTC)..

	Specification Reference
	6.2.8

	SCR Reference
	GSCSI-MI-C-026 DateTime

GSCSI-MI-S-026 DateTime

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Plsyer 1)
· Game Server

· Prerequisite for this test:
· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID.

	Test Procedure
	The Game Client program (UE 1) generates the DateTime message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program

	Pass-Criteria
	1. The Game Server successfully generates the DateTime response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be same in request>
· DateTime: <DateTime>
2. The Game Client (UE1) successfully receives and processes the DateTime response.


Table 41: Test Information for Get DateTime Interoperability Test 

6.26 GS_CSI-1.0-int-0125 Ping
	Test Case Id
	GS CSI-1.0-int-0125

	Test Object
	UE，Game Server.

	Test Case Description
	Instantly returns to measure the Ping time.

	Specification Reference
	6.2.8

	SCR Reference
	GSCSI-MI-C-025 Ping

GSCSI-MI-S-025 Ping

	Tool
	N/A

	Test Code
	N/A

	Preconditions
	· Equipment:

· UE 1 (with Plsyer 1)
· Game Server

· Prerequisite for this test:
· Player1 runs the Game Client program on UE
· The Game Client program is successfully registered to the Game Server.
· The Game Client program has an associated Session ID.

	Test Procedure
	The Game Client program (UE 1) generates the Ping message to the Game Server with the following parameters:

SID: The Session ID of the Game Client program

	Pass-Criteria
	1. The Game Server successfully generates the Ping response
· The Game Server receives the message and generates a response with the following parameters:

· ERR: <integer, 0 (Zero)>
· DBG: <empty>
· SID: <string, should be same in request>
2. The Game Client (UE1) successfully receives and processes the Ping response.


Table 42: Test Information for Ping Interoperability Test 
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