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Change Request

	Title:
	OMA-GS-2008-0075-CR_Update_ETS_TestProcedure
	 FORMCHECKBOX 
 Public       FORMCHECKBOX 
 OMA Confidential

	To:
	GS

	Doc to Change:
	OMA-ETS-GS_CSI-V0_4_5-20071016-D

	Submission Date:
	21 Nov 2008

	Classification:
	 FORMCHECKBOX 
 0: New Functionality
 FORMCHECKBOX 
 1: Major Change
 FORMCHECKBOX 
 2: Bug Fix
 FORMCHECKBOX 
 3: Clerical

	Source:
	Will Kim, EnSoft, will@ensoft.co.kr
Martin Park, EnSoft, bestday@ensoft.co.kr
Hwan Roh, EnSoft, stub@ensoft.co.kr
Duk-Ki Hong, EnSoft, donmaker@ensoft.co.kr
Soo Nyeon Jang, EnSoft, pugejang@ensoft.co.kr

	Replaces:
	n/a


1 Reason for Change

The purpose of the change request is to change the Test Procedure of Test Cases. Most of the Tests were written as Preconditions rather than Test Procedure. So we ask to change the Preconditions and Test Procedure more clearly. 
2 Impact on Backward Compatibility

None
3 Impact on Other Specifications

None
4 Intellectual Property Rights

Members and their Affiliates (collectively, "Members") agree to use their reasonable endeavours to inform timely the Open Mobile Alliance of Essential IPR as they become aware that the Essential IPR is related to the prepared or published Specification.  This obligation does not imply an obligation on Members to conduct IPR searches.  This duty is contained in the Open Mobile Alliance application form to which each Member's attention is drawn.  Members shall submit to the General Manager of Operations of OMA the IPR Statement and the IPR Licensing Declaration.  These forms are available from OMA or online at the OMA website at www.openmobilealliance.org.

5 Recommendation

We kindly ask to the members of GS to review this Change Request and to update the technical specification accordingly.
6 Detailed Change Proposal

Change 1:  Change chapter 6.1 GS_CSI-1.0-int-0100 Login
6.1 GS_CSI-1.0-int-0100 Login

	Test Case Id
	GS CSI-1.0-int-0100

	Test Object
	Game Client, 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:

· Game Client 1
· Game Server

	Test Procedure
	1. Launch the Game Client program

2. Attache the Game Client program to the Game Server
3. Enter a Username and Password into the Game Client program 

	Pass-Criteria
	The Game Client successfully receives and processes the Login response and EvStatus event.


Table 1: Test Information for Login Interoperability Test
Change 2:  Change chapter 6.2 GS_CSI-1.0-int-0101 User register
6.2 GS_CSI-1.0-int-0101 User register

	Test Case Id
	GS CSI-1.0-int-0101

	Test Object
	Game Client, 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:

· Game Client 1
· Game Server

	Test Procedure
	1. Launch the Game Client program

2. Attache the Game Client program to the Game Server
3. Enter a Username and Password into the Game Client program

	Pass-Criteria
	The Game Client successfully receives and processes the Register response.


Table 2: Test Information for User Register Interoperability Test 

Change 3:  Change chapter 6.3 GS_CSI-1.0-int-0102 Game Creation, public

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

	Test Object
	Game Client, 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:

· Game Client 1
· Game Server

	Test Procedure
	1. Run the Game Client program

2. Register the Game Client program to the Game Server

3. Create a Game Instance of the Game Client Program

	Pass-Criteria
	The Game Client successfully receives and processes the create application instance response.


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

Change 4:  Change chapter 6.4 GS_CSI-1.0-int-0103 Game Creation, private

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

	Test Case Id
	GS CSI-1.0-int-0103

	Test Object
	Game Client, 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:

· Game Client 1, Game Client 2 (with Player 1 and Player 2)

· Game Server 

	Test Procedure
	1. Run the Game Client program of Player 1

2. Give Actors information of Player 1 to the Game Client

3. Register the Game Client programs of registered user(Player 2) to the Game Server

4. Create a Game Instance of the Game Client program

	Pass-Criteria
	1. The Game Client 1 successfully receives and processes the create application instance response.
2. The Game Client 2 successfully receives invitation message.


Table 4: Test Information for Game Creation-private Interoperability Test 

Change 5:  Change chapter 6.5 GS_CSI-1.0-int-0104 Get Actor Data
6.5 GS_CSI-1.0-int-0104 Get Actor Data
	Test Case Id
	GS CSI-1.0-int-0104

	Test Object
	Game Client, 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:

· Game Client 1 (with Player 1)
· Game Server

	Test Procedure
	1. Run the Game Client program of Player1

2. Register the Game Client program to the Game Server

	Pass-Criteria
	The Game Client 1 successfully receives and processes the Get ActorSession response.


Table 5: Test Information for Get Actor Data Interoperability Test 

Change 6:  Change chapter 6.6 GS_CSI-1.0-int-0105 Get Invitation
6.6 GS_CSI-1.0-int-0105 Get Invitation
	Test Case Id
	GS CSI-1.0-int-M-0105

	Test Object
	Game Client, 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:

· Game Client 1 and Game Client 2 (with Player 1 and Player 2)

· Game Server

	Test Procedure
	1. Run the Game Client program of Player 1

2. Register the Game Client program to the Game Server

3. Create a private Game Instance which is allowed Player 2 to join in

4. Invite Player 2 to the created Game Instance

	Pass-Criteria
	The Game Client 2 successfully receives and processes the Get Invitation.


Table 6: Test Information for Get Invitation Interoperability Test 

Change 7:  Change chapter 6.7 GS_CSI-1.0-int-0106 Activate
6.7 GS_CSI-1.0-int-0106 Activate
	Test Case Id
	GS CSI-1.0-int-0106

	Test Object
	Game Client, 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:

· Game Client 1 (with Player 1)
· Game Server

	Test Procedure
	1. Run the Game Client program of Player 1

2. Register the Game Client program to the Game Server

3. Activate the specific existed Game Instance’s Actor of Player 1 

	Pass-Criteria
	The Game Client 1 successfully receives and processes the Activate message response and EvActivated event.


Table 7: Test Information for Activate Interoperability Test 
Change 8:  Change chapter 6.8 GS_CSI-1.0-int-0107 Deactivate
6.8 GS_CSI-1.0-int-0107 Deactivate
	Test Case Id
	GS CSI-1.0-int-0107

	Test Object
	Game Client, 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:

· Game Client 1 (with Player 1)

· Game Server

	Test Procedure
	1. Run the Game Client program of Player 1

2. Register the Game Client program to the Game Server

3. Deactivate the specific existed Game Instance’s Actor of Player 1 

	Pass-Criteria
	The Game Client 1 successfully receives and processes the Deactivate message response and EvDeactivated event.


Table 8: Test Information for Deactivate Interoperability Test 

Change 9:  Change chapter 6.9 GS_CSI-1.0-int-0109 Game Instance Naming
6.9 GS_CSI-1.0-int-0108 Game Instance Naming
	Test Case Id
	GS CSI-1.0-int-0108

	Test Object
	Game Client, 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:

· Game Client 1 (with Player 1)

· Game Server

	Test Procedure
	1. Run the Game Client program of Player 1

2. Register the Game Client program to the Game Server

3. Give a Name to the specific existed Game Instance’s Actor of Player 1 

	Pass-Criteria
	The Game Client 1 successfully receives and processes the Game Instance Naming.


Table 9: Test Information for Game Instance Interoperability Test 

Change 10:  Change chapter 6.10 GS_CSI-1.0-int-0109 Matchmaking
6.10 GS_CSI-1.0-int-0109 Matchmaking
	Test Case Id
	GS CSI-1.0-int-0109

	Test Object
	Game Client, 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:

· Game Client 1, Game Client 2 (with Player 1, Player 2)

· Game Server

	Test Procedure
	1. Run the Game Client programs of Player 1 and Player 2

2. Make public game instance of Player 1

3. Register the Game Client programs to the Game Server

4. Choose the Randomly Selection

	Pass-Criteria
	1. The Game Client 1 successfully receives and processes the Matchmaking message response.
2. The Game Client 2 successfully receives and processes the EvJoin event..


Table 10: Test Information for Matchmaking Interoperability Test 

Change 11:  Change chapter 6.11 GS_CSI-1.0-int-0110 Game Start
6.11 GS_CSI-1.0-int-0110 Game Start
	Test Case Id
	GS CSI-1.0-int-0110

	Test Object
	Game Client, 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:

· Game Client 1, Game Client 2 (with Player 1 and Player 2)

· Gamer Server

	Test Procedure
	1. Run the Game Client programs of Player 1 and Player 2

2. Register the Game Client programs to the Game Server

3. Player 1 creates a Game Instance of the Game Client program

4. Player 2 joins the created Game Instance

5. Player 1 starts the Game Instance

	Pass-Criteria
	1. The Game Client 1 successfully receives and processes the Game Start response.
2. The Game Client 2 successfully receives and processes the EvStart event.


Table 11: Test Information for Game Start Interoperability Test 

Change 12:  Change chapter 6.12 GS_CSI-1.0-int-0111 Handover Turn
6.12 GS_CSI-1.0-int-0111 Handover Turn
	Test Case Id
	GS CSI-1.0-int-0111

	Test Object
	Game Client, 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:

· Game Client 1, Game Client 2 (with Player 1 and Player 2)

· Game Server.

	Test Procedure
	1. Run the Game Client programs of Player 1 and Player 2

2. Register the Game Client programs to the Game Server

3. Player 1 creates a Game Instance of the Game Client program

4. Player 2 joins the created Game Instance

5. Player 1 starts the Game Instance 
6. Player 1 handover of the Turn

	Pass-Criteria
	1. The Game Client 1 successfully receives and processes the HandoverTurn response.

2. The Game Client 2 successfully receives and processes the EvTurn event.


Table 12: Test Information for Handover Turn Interoperability Test 

Change 13:  Change chapter 6.13 GS_CSI-1.0-int-0112 Send Data
6.13 GS_CSI-1.0-int-0112 Send Data

	Test Case Id
	GS CSI-1.0-int-0112

	Test Object
	Game Client, 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:

· Game Client 1, Game Client 2 (with Player 1 and Player 2)

· Game Server

	Test Procedure
	1. Run the Game Client programs of Player 1 and Player 2

2. Register the Game Client programs to the Game Server

3. Player 1 creates a Game Instance of the Game Client program

4. Player 2 joins the created Game Instance

5. Player 1 starts the Game Instance

6. Player 1 sends a Data

	Pass-Criteria
	1. The Game Client 1 successfully receives and processes the SendData response.

2. The Game Client 2 successfully receives and processes the EvData event.


Table 13: Test Information for Send Data Interoperability Test 

Change 14:  Change chapter 6.14 GS_CSI-1.0-int-0113 Game Quit
6.14 GS_CSI-1.0-int-0113 Game Quit

	Test Case Id
	GS CSI-1.0-int-0113

	Test Object
	Game Client, 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:

· Game Client 1, Game Client 2 (with Player 1 and Player 2)

· Gamer Server

	Test Procedure
	1. Run the Game Client programs of Player 1 and Player 2

2. Register the Game Client programs to the Game Server

3. Player 1 creates a Game Instance of the Game Client program

4. Player 2 joins the created Game Instance

5. Player 1 starts the Game Instance

6. Player 1 quits the Game Instance

	Pass-Criteria
	1. The Game Client 1 successfully receives and processes the Game Quit response.
2. The Game Client 2 successfully receives and processes the EvQuit event.


Table 14: Test Information for Game Quit Interoperability Test 

Change 15:  Change chapter 6.15 GS_CSI-1.0-int-0114 Game End
6.15 GS_CSI-1.0-int-0114 Game End

	Test Case Id
	GS CSI-1.0-int-0114

	Test Object
	Game Client, 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:

· Game Client 1, Game Client 2 (with Player 1 and Player 2)

· Gamer Server

	Test Procedure
	1. Run the Game Client programs of Player 1 and Player 2

2. Register the Game Client programs to the Game Server

3. Player 1 creates a Game Instance of the Game Client program

4. Player 2 joins the created Game Instance

5. Player 1 starts the Game Instance

6. Player 1 ends the Game Instance

	Pass-Criteria
	1, The Game Client 1 successfully receives and processes the Game End response.
2. The Game Client 2 successfully receives and processes the EvEnd event.


Table 15: Test Information for Game End Interoperability Test 

Change 16:  Change chapter 6.16 GS_CSI-1.0-int-0115 Messaging
6.16 GS_CSI-1.0-int-0115 Messaging
	Test Case Id
	GS CSI-1.0-int-0115

	Test Object
	Game Client, 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:

· Game Client 1, Game Client 2 (with Player 1 and Player 2)

· Game Server

	Test Procedure
	1. Run the Game Client programs of Player 1 and Player 2

2. Register the Game Client programs to the Game Server

3. Player 1 creates a Game Instance of the Game Client program

4. Player 2 joins the created Game Instance

5. Player 1 starts the Game Instance

6. Player 1 sends a Message

	Pass-Criteria
	1. The Game Client 1 successfully receives and processes the Messaging response.

2. The Game Client 2 successfully receives and processes the Messaging response(EvTxtMsg).


Table 16: Test Information for Messaging Interoperability Test 

Change 17:  Change chapter 6.17 GS_CSI-1.0-int-0116 Set Score
6.17 GS_CSI-1.0-int-0116 Set Score
	Test Case Id
	GS CSI-1.0-int-0116

	Test Object
	Game Client, 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:

· Game Client 1 (with Player 1)
· Game Server

	Test Procedure
	1. Run the Game Client program of Player 1

2. Register the Game Client program to the Game Server

3. Set the Score

	Pass-Criteria
	The Game Client 1 successfully receives and processes the Set Score response.


Table 17: Test Information for Set Score Interoperability Test 

Change 18:  Change chapter 6.18 GS_CSI-1.0-int-0117 Get Score Position
6.18 GS_CSI-1.0-int-0117 Get Score Position
	Test Case Id
	GS CSI-1.0-int-0117

	Test Object
	Game Client, 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:

· Game Client (with Player 1)
· Game Server

	Test Procedure
	1. Run the Game Client program of Player 1

2. Register the Game Client program to the Game Server

3. Get the Score Position

	Pass-Criteria
	The Game Client 1 successfully receives and processes the Get Score Position response.


Table 18: Test Information for Get Score Position Interoperability Test 

Change 19:  Change chapter 6.19 GS_CSI-1.0-int-0118 Get Scores by Position
6.19 GS_CSI-1.0-int-0118 Get Scores by Position
	Test Case Id
	GS CSI-1.0-int-0118

	Test Object
	Game Client, 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:

· Game Client (with Player 1)
· Game Server

	Test Procedure
	1. Run the Game Client program of Player 1

2. Register the Game Client program to the Game Server

3. Get the Score

	Pass-Criteria
	The Game Client 1 successfully receives and processes the Get Scores by Position response.


Table 19: Test Information for Get Scores by Position Interoperability Test 

Change 20:  Change chapter 6.20 GS_CSI-1.0-int-0119 Get Scores by ID
6.20 GS_CSI-1.0-int-0119 Get Scores by ID
	Test Case Id
	GS CSI-1.0-int-0119

	Test Object
	Game Client, 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:

· Game Client (with Player 1)
· Game Server

	Test Procedure
	1. Run the Game Client program of Player 1

2. Register the Game Client program to the Game Server

3. Get the Score

	Pass-Criteria
	The Game Client 1 successfully receives and processes the Get Scores by ID response.


Table 20: Test Information for Get Scores by ID Interoperability Test 

Change 21:  Change chapter 6.21 GS_CSI-1.0-int-0120 Get Scores by User
6.21 GS_CSI-1.0-int-0120 Get Scores by User
	Test Case Id
	GS CSI-1.0-int-0120

	Test Object
	Game Client, 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:

· Game Client (with Player 1)
· Game Server

	Test Procedure
	1. Run the Game Client program of Player 1

2. Register the Game Client program to the Game Server

3. Get the Score

	Pass-Criteria
	The Game Client 1 successfully receives and processes the Get Scores by User response.


Table 21: Test Information for Get Scores by User Interoperability Test 

Change 22:  Change chapter 6.22 GS_CSI-1.0-int-0121 Set Shadow
6.22 GS_CSI-1.0-int-0121 Set Shadow
	Test Case Id
	GS CSI-1.0-int-0121

	Test Object
	Game Client, 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:

· Game Client 1 (with Player 1)
· Game Server

	Test Procedure
	1. Run the Game Client program of Player 1

2. Register the Game Client program to the Game Server

3. Set the Shadow

	Pass-Criteria
	The Game Client 1 successfully receives and processes the Set Shadow response.


Table 22: Test Information for Set Shadow Interoperability Test 

Change 23:  Change chapter 6.23 GS_CSI-1.0-int-0122 Get Shadow
6.23 GS_CSI-1.0-int-0122 Get Shadow
	Test Case Id
	GS CSI-1.0-int-0122

	Test Object
	Game Client, 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:

· Game Client 1 (with Player 1)
· Game Server

	Test Procedure
	1. Run the Game Client program of Player 1

2. Register the Game Client program to the Game Server

3. Get the Shadow

	Pass-Criteria
	The Game Client 1 successfully receives and processes the Get Shadow response.


Table 23: Test Information for Get Shadow Interoperability Test 

Change 24:  Change chapter 6.24 GS_CSI-1.0-int-0123 Logout
6.24 GS_CSI-1.0-int-0123 Logout
	Test Case Id
	GS CSI-1.0-int-0123

	Test Object
	Game Client, 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:

· Game Client 1 (with Player 1)
· Game Server

	Test Procedure
	1. Run the Game Client program of Player 1

2. Register the Game Client program to the Game Server

3. Logout the Game Client program

	Pass-Criteria
	The Game Client successfully receives and processes the Logout response and EvStatus event.


Table 24: Test Information for Logout Interoperability Test 

Change 25:  Change chapter 6.25 GS_CSI-1.0-int-0124 Get DateTime
6.25 GS_CSI-1.0-int-0124 Get DateTime

	Test Case Id
	GS CSI-1.0-int-0124

	Test Object
	Game Client, 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:

· Game Client 1 (with Player 1)
· Game Server

	Test Procedure
	1. Run the Game Client program of Player 1

2. Register the Game Client program to the Game Server

3. Get the DateTime

	Pass-Criteria
	The Game Client 1 successfully receives and processes the DateTime response.


Table 25: Test Information for Get DateTime Interoperability Test 

Change 26:  Change chapter 6.26 GS_CSI-1.0-int-0125 Ping
6.26 GS_CSI-1.0-int-0125 Ping
	Test Case Id
	GS CSI-1.0-int-0125

	Test Object
	Game Client, 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:

· Game Client 1 (with Player 1)
· Game Server

	Test Procedure
	1. Run the Game Client program of Player 1

2. Register the Game Client program to the Game Server

3. Ping the Game Client program

	Pass-Criteria
	The Game Client 1 successfully receives and processes the Ping response.


Table 26: Test Information for Ping Interoperability Test 
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