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1 Reason for Contribution

IGA Client is an important component of IGA,   it implements IGA Data  acquisition and  delivery , handling IGA AD and IGA  Ad Metrics data handling function.   
2 Summary of Contribution

It is an input contribution for describing the IGA Client operation, function and behavior in section  5 in  IGA Core TS .
3 Detailed Proposal

5 IGA Operations and Functions


This section defines the IGA operations and functions of the IGA Server, IGA Client, Game Client , Game server.
5.2 IGA Client Operations, Functions and Behaviours

5.2.1 Activating to the IGA Server

The IGA Client can be deployed on a device via various means such as device provisioning methods, provided with the device application platform, downloaded at a later time, etc. 

The IGA Client SHALL be provided with the following information:

· IGA Server ID

· IGA Server communication addresses

· Credentials (e.g. proxy, security)

Credentials are not necessarily specific to IGA.
The IGA Client implementation SHOULD activate itself with the IGA Server. The activation step can be achieved, depending on Game SP policies, either during IGA Client initialization, processing the first Ad Request message or by issuing a specific communication message.

At this step the IGA Server SHOULD receive the IGA Client ID and IGA Enabler version. 

5.2.2Pre-fetching, Caching and Managing Ads

The IGA Client SHALL be able to support two modes of operation: 

· IGA Client  pre-fetches and caches Ads. In such case, the IGA Client may retrieve Ads from the cache when receiving an AdRequest from the Game Client. 

· The IGA Client augments the AdRequest received from the Game Client with parameters known to the IGA Client before sending the AdRequest to the IGA  Server. In such case caching is not involved.

The IGA Client MAY be able to receive rules from IGA Server related to the pre-fetching and caching of Ads.  The IGA Client implementation usually has local settings for the frequency of Ad pre-fetching, duration of Ad Caching and the size of the associated Ad storage area.

If some Ads are pre-fetched, the IGA Client SHALL manage (i.e. filter, store, delete) Ads locally on the device according among other to the following criteria:

· Ad expiry date and time;

· Capping (e.g. Ad should not be shown more than 1 time);

· Ad format;

· Game rules and policies applying to the particular Ad, to a particular type of Ad or general rules;

· Ad/Ad metadata update, if supported

The IGA Client implementation can use local settings or data that can change over time to manage the locally cached Ads (e.g. cache size, Ad App, profile/preferences, location information).

5.2.3 Identifying and Activating Game Clients
The IGA Client  SHOULD identify if an Game Client belongs to the IGA  Server’s Service Provider domain.  
The identification and activation of the Game Client  can be achieved in various ways, such as during the installation or initialization of the Game Client (if the given Game Client  is provisioned to the device), while processing the first Game Client  request, through a specific communication exchange between Game Client and IGA Client, etc. The means to perform this function are considered out of scope of this specification.

The IGA Client  SHALL obtain the GameClientID from the Game Client.

The IGA Client  implementation can maintain a list of Game Clients for:

· Ad Selection 

· Sending Ad Request to the IGA Server.

The IGA Client  SHALL maintain Game Client information (and related metrics data) for metrics data reporting purposes.

5.2.4 Returning Ads for/to an Game Client
The IGA Client  SHALL be able to select and return Ads or references to Ads from the local cache based upon the receipt of an AdRequest message from an Game Client.

The Ad Selection process uses the following information:

· Ad Request parameters;

· Ad Metadata;

· Local data;

· Game  rules and policies.

Once the Ad selection process is completed, the Game Client  SHOULD return one of the following:

· The selected Ad or reference to the Ad;

· An indication for no Ad to be returned to the Game Client. 
In the case the optionally supported Ad Content Type attribute indicates Static or Dynamic Ad Content, and if the IGA Client supports such function, the IGA Client shall be able to combine the Dynamic and Static Ad content prior to returning the complete Ad to the Game Client.

5.2.5 Requesting and Receiving Ads from the IGA Server

The IGA Client    SHALL support requesting Ad(s) from the IGA Server.

The IGA Client requests Ad(s) from the IGA Server in the following scenarios:

· Upon an Game Client  request to the IGA Client. The IGA Client may determine that no Ads from the device’s local storage are suitable to fulfill a corresponding Game Client  request or may prefer sending the AdRequest to the Ad Server;

· The Ad cache and/or local storage is empty or below a given threshold; or,

· The variety of Ads in the cache is too limited.

Upon reception of Ads, the IGA Client SHALL be able to manage (e.g. store and cache, if necessary filter) the set or a subset of the received Ads. Based on updated conditions (e.g. gamer preference,   available game client etc) the operation of receiving another set of Ads, filtering and storing all or part of them can be repeated.

The IGA Client SHALL be able to provide information as part of the AdRequest message to the IGA  Server . 

The IGA Client can augment an Game Client  request message that is passed to the IGA Server with additional data in order to increase the targeting parameters and help the IGA Server refine the Ad Selection process.

The IGACLIENTAdRequest and the GameClientAdRequest are two different transactions and the number of Ads requested in the GameClientAdRequest is not necessarily the same as in the IGACLIENTAdRequest. For instance, the IGA Client can request more Ads for other usages to the IGA Server.  

5.2.6 Ad Metrics, Data Aggregation, Validation and Reporting

The IGA Client is in charge of receiving Ad metric data information from various sources. Sources include:

· Game Clients;

· IGA Client itself (e.g. metric validation information); and

· Other device components.

Ad metric data known by the IGA Client itself could relate to:

· the management of received Ads ( e.g. delay between the Ad reception and the passing to an Game Client), 

· the knowledge of which Ads were passed or not passed to a given Game Client  

· and Ads that were discarded from the Ad cache (e.g. expired, or as the user interest/profile changes).

The IGA Client creates a metric report by providing an aggregation of Ad metrics data from the sources described above.
If the IGA Client receives, from the Ad Server, a request for immediate metrics reporting, the Ad Engine SHALL issue a report as soon as possible. 

· The IGA Client SHALL by default validate Ad Metric data provided by Game Clients. The IGA Client  should Separate AD metrics from all the user interaction within game playing, and refine the valid part of  metrics.
5.2.7 Applying Rules and Policies

The IGA Client MAY be able to receive rules from the IGA Server and apply them to corresponding IGA functions. If implemented, the IGA Client does the following:

· Upon reception of a “ReportFrequency” rule, the IGA Client SHALL use the value specified in that rule as the maximum elapsed time between consecutive metric reports. If the IGA Client cannot send a consecutive report in the given timeframe due to a local condition (device is off), upon resumption, the IGA Client SHOULD immediately send a metric report.

·  Upon reception of an “AdCaching Threshold” rule, the IGA Client SHOULD use the value specified in that rule as the threshold that triggers an IGAClient AdRequest, when the amount of Ads available in the local storage is below the threshold.

· Upon reception of a “TotalOverallCapping” rule, the IGA Client SHALL limit the overall amount of Ads to be provided to Game Client and displayed on the device during the time defined in that rule.

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 IGA Core TS.
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