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1 Reason for Contribution

Ensoft wants to define the following Game Item related requirements and contribute the future working item - CSI 2.0 or the existing working item: MGCF.
2 Summary of Contribution

This contribution has a attach file for Client Server API version 1.0 of MEGA_NET.
3 Detailed Proposal

This document illustrates use cases relevant for Game Items, and specifies the requirement derived from these use cases.

Many popular games have game items. Game items help the game service provider to keep their customers. Game item related use cases came from reverse engineering TOP 10 popular games.

Many popular games have some common aspects. They have the functionalites related with obtaining, using, showing, consuming, losing, moving and presenting item.

The Game Item requirement will offer significant benefits to all actors in Game Item value chain:

· Game Service Providers will benefit by gathering new users and retaining current users. User willingly pays for monthly subscription or buying items. If it is a basically free game, game item business would be a good method to make money.

· Gamers or Users will benefit by getting new item. New item has several characteristics to help user or avatar to be more powerful to do something - e.g. more faster or stronger than others. 

Content Providers will benefit by getting more money for the game contents have item related functionalities.

· 3.1 
Game Item Use Cases
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3.2
Get Item of Player use case

3.2.1
Short Description

Player gets a new item through the following cases. Buying a product, accepting of present, exchanging with other players, committing a mission, getting at field, withdrawing item or composition of items.

3.2.2
Actors

"
User: See definition section

"
Item Provider : See definition section

"
User Item Manager : See definition section

3.2.2.1
Actor Specific Issues

n/a

3.2.2.2
Actor Specific Benefits

"
User: Get Item 

"
Item Provider: 

"
User Item Manager : 

3.2.3
Pre-conditions

"
[Item Provider ] and [User Item Manager] are already installed and configured.

"
User contacted to Item Provider for example user clicked the Item Shop, the item on the ground or Item Inventory. 

3.2.4
Post-conditions

"
Change the User's Item and the Item of Item Provider. 

"
Use the User's Item. 

3.2.5
Normal Flow

1.
User asks User Item Manager Item list of Item Provider. 

2.
After checking the information of User and Item Provider User Item Manager composites the Item Filter. 

3.
User Item Manager sends Item Filter to Item Provider and request Item list. 

3.
Item Provider composites suitable list from Item list and sends to User Item Manager. 

5.
User Item Manager passes the list to User. 

6.
User chooses Item from the Item list. 

7.
User asks the Item to User Item Manager. (buying, acquisition, returning, etc) 

8.
User Item Manager passes the request of User to Item Provider. 

9.
Item Provider returns the Item to User Item Manager and processes additional action such as subtraction of buying cost. After that the result is returned. 

10.
User Item Manager passes the result of acquiring Item and the information of User's Item to User. 

3.2.6
Alternative Flow 1 

3.3
Use Item of Player use case

3.3.1
Short Description

User can use various of acquiring Items in Game. 

3.3.2
Actors

"
User: See definition section

"
Item Use Engine : Progress in using Item
"
User Item Manager : See definition section 

3.3.2.1
Actor Specific Issues

n/a

3.3.2.2
Actor Specific Benefits

"
User: Effect of Item 

3.3.3
Pre-conditions

"
[Item Use Engine] are already installed and configured.

"
User already has Item through acquiring or creation. 

3.3.4
Post-conditions

"
Decrease of User's possession Item. 

"
Change the status of User through the Item. 

3.3.5
Normal Flow

1.
User asks User Item Manager Item list. 

2.
User Item Manager returns registered Item list of Inventory. 

3.
User selects the Item and asks for using. 

3.
Item has effect on User, User Item Manager updates Item Inventory list. For example if User uses the recovery potion User Item Manager raises the gage of User's HP and reduces the amount of potions. 

5.
User Item Manager returns the changed Item list to User. Changed User's state is updated through [Item Use Engine].
6.
User checks the updated Item list. 

3.3.6
Alternative Flow 1(Item Use Fail) 

In Case 4, if there's no Item selected by User or User could not use the Item, User Item Manager returns a information about failure.
3.4
Move Item between Inventory use case

3.3.1
Short Description

User manages various of Inventory and changes Item list between Inventories.
3.3.2
Actors

"
User: See definition section

"
User Item Manager : See definition section 

3.3.2.1
Actor Specific Issues

n/a

3.3.2.2
Actor Specific Benefits

"
User: Arrange Items as User's taste. 

3.3.3
Pre-conditions

"
[Inven Manager] are already installed and configured.

"
User already has Item through acquiring or creation. 

"
User has more than one Item, Default Inventory and Sub Inventory 1.
3.3.4
Post-conditions

"
Item changes between Inventories.
3.3.5
Normal Flow

1.
User asks User Item Manager Inventory list. 

2.
User Item Manager makes up managed Inventory list and send to User. 

3.
User chooses Items and asks User Item Manager detailed information. 

3.
User Item Manager returns the list and detailed information chosen by User.
5.
User selects Item list to move and asks User Item Manager.
6.
User Item Manager changes Item list and returns result to User.
3.3.6
Alternative Flow 1 

3.5
Get Item Information use case

3.5.1
Short Description

User gets Item information.
3.5.2
Actors

"
User: See definition section

"
User Item Manager : See definition section

"
Item Information Manager: See definition section 

3.5.2.1
Actor Specific Issues

n/a

3.5.2.2
Actor Specific Benefits

"
User: Check Item information.

3.5.3
Pre-conditions

"
[Item Information Manager] are already installed and configured.

"
User Selected Inventory.

3.5.4
Post-conditions

"


3.5.5
Normal Flow

1.
User asks User Item Manager Item list of Inventory.
2.
User Item Manager returns Item list.
3.
User selects Item and asks User Item Manager detailed information.
3.
User Item Manager passes Item ID chosen by User to Item Information Manager and asks detailed information.
5.
Item Information Manager returns detailed information.

6.
User Item Manager passes detailed information to User. 

3.5.6
Alternative Flow 1 

3.6
Lose Item of Player use case

3.6.1
Short Description

User loses Item on the same as Getting Item. 

3.6.2
Actors

"
User: See definition section

"
Item Provider : See definition section

"
User Item Manager : See definition section

3.6.2.1
Actor Specific Issues

n/a

3.6.2.2
Actor Specific Benefits

"
User: Lose Item 

"
Item Provider: 

"
User Item Manager : 

3.6.3
Pre-conditions

"
[Item Provider ] and [User Item Manager] are already installed and configured.

"
User be Contacted Item Provider. For example click Shop or Item Inventory etc. 

3.6.4
Post-conditions

"
The list of Items which User and Item Provider owned is changed.
"
User uses Item.

3.6.5
Normal Flow

1.
User asks User Item Manager Provider's Item list. 

2.
User Item Manager makes up Item Filter after checking information of User and Item Provider.
3.
User Item Manager passes Item Filter to Item Provider and asks Item list.
3.
Item Provider makes up suitable list from the whole Item lists and return to User Item Manager. 

5.
User Item Manager passes the list to User. 

6.
User chooses the Item for submitting to Item Provider actually this list is for giving up User's ownership. 

7.
User asks User Item Manager Item for losing. 

8.
User Item Manager passes User's request to Item Provider. 

9.
Item Provider remove the Item from User Item Manager and process additional action such as payment of selling cost, After that the result is returned. 

10.
User Item Manager returns result of losing Item and information of User's Item. 

3.6.6
Alternative Flow 1 (Destroy Item) 

1.
User asks User Item Manager Item list of Inventory. 

2.
User Item Manager returns managed list to User. 

3.
User selects Item and asks for destroying. 

4.
User Item Manager remove selected Item from Inventory and returns updated list to User. 

3.7
Create Item of Administrator use case

3.7.1
Short Description

Administrator can add new item into current item list.

3.7.2
Actors

"
Administrator : See definition section.

"
System Item Manager : See definition section

"
Item Information Manager : See definition section

3.7.2.1
Actor Specific Issues

n/a

3.7.2.2
Actor Specific Benefits

"
Administrator : registration of new item.

3.7.3
Pre-conditions

"


3.7.4
Post-conditions

"
The new item is added into whole item list.

3.7.5
Normal Flow

1. 
Administrator request a creation of new item to System Item Manager.

2.
System Item Manager transmit to Administrator after creating new item object which have default values.

3.
Administrator edit property values of item.

4.
Administrator request a registration of item to System Item Manager.

5.
System Item Manager request the ID of item to Item Information Manager.

6.
Item Information Manager return these to System Item Manager after searching the items which don’t used.

7.
System Item Manager request a registration of item to Item Information Manager after recording the ID of item.

8.
Item Information Manager register new item and transmit its result.

9.
System Item Manager transmit the result Item Information Manager does to Administrator
3.7.6
Alternative Flow 1 

3.8
Delete Item of Administrator use case

3.8.1
Short Description

Administrator can remove the specific items at current item list.

3.8.2
Actors

"
Administrator : See definition section.

"
System Item Manager : See definition section

"
Item Information Manager : See definition section

3.8.2.1
Actor Specific Issues

n/a

3.8.2.2
Actor Specific Benefits

"
Administrator : remove item which don’t used.

3.8.3
Pre-conditions

"
Select items which will be removed at current item list.

3.8.4
Post-conditions

"
Be remove the specific item from whole item list.

3.8.5
Normal Flow

1.
Administrator request a removal about selected item to System Item Manager.
2.
System Item Manager register the items to waiting list for removal and warn to Administrator whether a registration is success or fail.
3.
System Item Manager check the status of Item Information Manager. If Item Information Manager is a wait status, System Item Manager request a removal of item at waiting list for removal.

4.
Item Information Manager remove the items at current list and return the its result.

5.
System Item Manager asynchronously transmit the result of item removal to Administrator.
3.8.6
Alternative Flow 1 

3.9
Search Item of Administrator  use case

3.9.1
Short Description

Administrator can search the items which is satisfied the specific condition at item list.
3.9.2
Actors

"
Administrator : See definition section.

"
System Item Manager : See definition section

"
Item Information Manager : See definition section

3.9.2.1
Actor Specific Issues

n/a

3.9.2.2
Actor Specific Benefits

"
Administrator : Approach to item list which is satisfied the specific condition.

3.9.3
Pre-conditions

"
[Item Search Engine] are already installed and configured.

3.9.4
Post-conditions

"
Search specific information of item

3.9.5
Normal Flow

1.
Administrator configure a specific condition for a search : ItemFilter .set()

2.
Administrator transmit a configured condition to System Item Manager and request a search list

3.
System Item Manager transmit the conditions to Item Information Manager and request a search list.

4.
Item Information Manager organize the item list which have the condition and transmit these to System Item Manager 

5.
System Item Manager receive the item list from Item Information Manager and transmit these to Administrator
3.9.6
Alternative Flow 1 

3.10
Show Item Information of Administrator use case

3.10.1
Short Description

Administrator can view the specific information about searched items

3.10.2
Actors

"
Administrator : See definition section.

"
System Item Manager : See definition section

"
Item Information Manager : See definition section 

3.10.2.1
Actor Specific Issues

n/a

3.10.2.2
Actor Specific Benefits

"
Administrator : Search the specific information of item.

3.10.3
Pre-conditions

"
Item Search.

3.10.4
Post-conditions

"
Delete Item or Edit Item or Search another Item or none

3.10.5
Normal Flow

1.
Administrator search a item and request its specific information to System Item Manager
2.
System Item Manager transmit the item ID which selected by Administrator to Item Information Manager and request the specific information.

3.
Item Information Manager return the specific information of item which has the ID.

4.
System Item Manager transmit the received specific information to Administrator
3.10.6
Alternative Flow 1 

3.11
Edit Item of Administrator use case

3.11.1
Short Description

Administrator update the specific information of item which is searched in current list or is created new item.
3.11.2
Actors

"
Administrator : See definition section.

"
System Item Manager : See definition section

"
Item Information Manager : See definition section

3.11.2.1
Actor Specific Issues

n/a

3.11.2.2
Actor Specific Benefits

"
Administrator : Update properly a property of item to game.

3.11.3
Pre-conditions

"
[Item Editer] are already installed and configured.

"
[Change Item] are already installed and configured.

"
Show Item Information of Administrator.

3.11.4
Post-conditions

"
Change Item attribute.

3.11.5
Normal Flow

1.
Administrator execute the Edit Mode to selected item.

2.
Administrator change the property of item.

3.
Administrator transmit the updated information to System Item Manager and request a change about the property

4.
System Item Manager  add the updated information to wating list for updating and warn to Administrator.

5.
System Item Manager check a status of Item Information Manager. If Item Information Manager is a wait status, System Item Manager request a updating item at wating list for updating
6.
Item Information Manager update the property of item at current list and want its result to System Item Manager.

7.
System Item Manager store a its result and warn to Administrator if Administrator is online status.

3.11.6
Alternative Flow 1

4 Intellectual Property Rights

This draft spec is royalty free spec.

5 Recommendation

After introduction, OMA GS should talk about action items.
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