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1 Reason for Contribution

IGA  Client  should interact  with  Game Client to  implement following  based AD description :  
· Getting game information from Game Client
· Receiving  meta-data for an ad item from the Game Client
· Receiving game playing information from the Game Client
· Delivery Ad  to Game Client based on the Request
Additional, in RD  usecase  B  1.3.5
Normal Flow

1. User starts the game.

2. During the game playing, when the AD sign would be displayed, Game Client sends the request for AD contents to IGA Client. 
3. IGA Client send the AD contents to Game Client..
4. Game Client displays the AD contents on the AD sign.
5. During User plays game, User indicates the AD sign talks about a new product of his/her favourite drink.
6. Game Client sends User position to IGA Client.
IGA Client indicates the User is passed the sign or not by handling the position.
IGA  Client  should provide a reference point  for  the Game Client ,  Game Client  may request Ad by using this reference point.  
2 Summary of Contribution

It is an input contribution for describing Game client request Ads call flow.
3 Detailed Proposal

B.X 
 This call flow is triggered by game  internal execution logic, for example in a specific  scenario . 
1. Game Client  requests   Ads from the IGA Client. The request may contain some contextual information such as:
· Game ID
· Ad presentation format 

· Ad size and positioning
· Meta-data  relative to the Game (e.g.  topic  or  scenario)
2. The IGA  Client  may    process the Game Ad request , if  no Ad in its buffer, it may initiates an Ad request to Ad Engine. 
3. The Ad Engine executes the Ad selection logic that analyses Ads stored in the Ad Engine's cache. This Ad selection may result in one, several or no Ads. (as described in MobAd  Appendix B.3)
4.  The Ad Engine returns the results of the Ad selection. A selected Ad is accompanied by a unique Ad ID.
5. IGA Client may  process the Game Ad request ,then return  Game  Ad Response to  Game Client.
Notes: Step 3 and 4 are out of  scope.
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                                  Figure 1 :   Game Client request Ads call flow
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

GS WI  should reflect this input to AD of IGA.
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