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1 Reason for Contribution

In-Game Advertising has many usecases which are seamlessly integrated with game. This contribution has a usecase of in-game advertising specially related to special game item which is used for advertising.
2 Summary of Contribution

It is a usecase which expresses a AD item usecase.
3 Detailed Proposal

Appendix B. Use Cases
(Informative)

B.2 AD item usecase
B.2.1  ASK  \* MERGEFORMAT Short Description

The game server indicates ad items when game goes to next stage and (pre)downloads to game client. The game client displays the ad items when user plays the game and if user made some interactions with the item, captures the interactions as ad metrics data.
B.2.1.1 Actors

· User: A user with a mobile device, who is to be shown an advertisement.

· Game Server: A game server is running a game and has game information.
· Game Client: A game client has interaction with user and has the interaction information.
· IGA Server: An IGA server communicates with game server and has IGA information.
· IGA Client: An IGA client interfaces with game client and handles interaction information from game client.
B.2.1.2 Actor Specific Issues

n/a

B.2.1.3 Pre-conditions

· Game Client and Game Server are already installed and configured.
· Game Client has some relevant game context information (e.g. level of game stage) and sends related information to Game Server.
B.2.1.4 Post-conditions

· Game Client categories the item and performs proper actions (e.g. increase game points, revitalize game character, boost speed of game)
B.2.1.5 Normal Flow

1. User starts the game.

2. During the game playing, when the game stage changes, Game Client requests Game Servers to deliver next stage information.
3. Game Server relays the stage information to IGA Server.
4. IGA Server indicates the next stage has some AD items.
5. IGA Server delivers the AD item meta data (position, function, etc.) to Game Server.
6. IGA Server downloads AD item data (e.g. image) to IGA client
7. Game Server delivers the stage with AD item to Game Client.
8. Game Client presents the stage.
9. During User plays game, User makes a choice an item between three game items because it is his/her favourite drink.
10. Game Client collects the interactions from User.
11. Game Client gives the user interaction to IGA Client.
12. IGA Client separates AD item metrics from all the user interaction and records the metrics.
13. The User ends the stage.
14. IGA Client sends the metrics to IGA Server.
B.2.1.6 Alternative Flow 1 
In case AD item is not prepared, IGA Server delivers default data. There will be no step 5), 6), 7), 9), 10), 11), 12) and 14).
B.2.2 Market benefits

· User: Can be shown relevant, fresh advertisements when playing game.
· Game Server: No need to managing advertisement material and related actions.
· Game Client: Would be simple to develop even though it has complex type of AD method.
· IGA Server: Can successfully manage Ads regardless of game type.
· IGA Client: get User interactions without combining game logic.
4 Intellectual Property Rights
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5 Recommendation

GS Group should reflect this input to RD of IGA.
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