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1. Scope
(Informative)

This Requirement Document will describe Use Cases and define Scenarios describing functionality and interactions among enablers to promote commonality and re-use of Game Services functionality across many games, which may lead to the need for additional GS architectures and interface specifications.
This work item of the RD will be used to facilitate development of mobile games and provide standardized descriptions of functionality existing in many games and/or functionality provided by many game developers and game servers, and defines a set of desirable game-centric functionalities to be provided by Game Services. These functions are expected to be common to many games. Some of these functions are expected to use other existing OMA enablers. 
The functionality described in the RD may be applicable to game architectures beyond GS-AD-1.0. Where functionality already exists within OMA, the RD will encourage use of other OMA enablers by describing scenarios that show these interactions.
Game Services can be enhanced by using functionality found in other OMA Enablers.  The RD will have common requirements that utilize other OMA enablers (sometimes multiple enablers) within a single Game Service. 
The MGCF RD will include detailed interaction scenarios utilizing existing enablers – for use by mobile game application developers and for mobile game operators who deploy game server/platforms.
The MGCF RD will be game centric.  The intent is not to duplicate work already defined in OMA, but to promote re-use.  (Generic uses of existing enablers should be defined by other work groups).
The following Common Functions (among others) will be considered for the RD:
· Online/offline charging interactions with other enablers
The following Game Services Enabler Functions (among others) will be considered for the RD:
· Management of advertisements during games
· Shadow/Ghost players
· Management of virtual goods ordered during games (e.g., game wallpaper, ring tones)
· Management of client game lobby and game logic
The following Functions from other OMA Enablers (among others) will be considered for the RD:
· Chat / IM
 (e.g.,  management of game-related charging for IM, Location, POC that may occur in the same online game)

2. References

2.1 Normative References

	[RFC2119]
	“Key words for use in RFCs to Indicate Requirement Levels”, S. Bradner, March 1997, URL:http://www.ietf.org/rfc/rfc2119.txt

	[IOPPROC]
	“OMA Interoperability Policy and Process”, Version 1.1, Open Mobile Alliance™, OMA-IOP-Process-V1_1, URL:http://www.openmobilealliance.org/

	[RFC2234]
	“Augmented BNF for Syntax Specifications: ABNF”. D. Crocker, Ed., P. Overell. November 1997, URL:http://www.ietf.org/rfc/rfc2234.txt

	[GSRD]
	“OMA Game Services Requirements”, Version 1.0, Open Mobile Alliance™, V1_0_0-20040205-A, URL:http://www.openmobilealliance.org/

	[IGCOMRD]
	“OMA Game Services/In Game Communication Requirements”, Version 1.0, Open Mobile Alliance™, V1_0_0-20040205-A, URL:http://www.openmobilealliance.org/

	[GSARCH]
	“OMA Game Services Architecture ”, Version 1.0, Open Mobile Alliance™, V0_0_1-20040501-D, URL:http://www.openmobilealliance.org/

	[GP20SERVER]
	“OMA Game Platform Server Framework”, Version 2.0, Open Mobile Alliance™, OMA-GS-2004-0009, URL:http://www.openmobilealliance.org/

	[GP20PROTOCOL]
	“Gaming Platform version 2.0 Client/Server Protocol” Version 2, Open Mobile Alliance™, OMA-GS-2004-0022, URL:http://www.openmobilealliance.org/


2.2 Informative References

	 [OMADICT]
	“Dictionary for OMA Specifications”, Version x.y, Open Mobile Alliance™,
OMA-ORG-Dictionary-Vx_y, URL:http://www.openmobilealliance.org/

	[ANSIC]
	ISO/IEC JTC1/SC22/WG14 "Rationale for International Standard-Programming Languages - C" http://www.open-std.org

	[JAVA]
	“The Java Language Specification”, http://java.sun.com

	[J2ME]

	JSR-68 "J2ME Platform Specification" http://www.jcp.org/en/jsr/all

	[MIDP10] 
	JSR-37 "Mobile Information Device Profile for the J2ME Platform”

	[MIDP20] 
	JSR-118 "J2ME Mobile Information Device Profile"

	[MSNET]
	"Getting Started with Visual Studio .NET and the Microsoft .NET Compact Framework", http://msdn.microsoft.com

	[WIPI]
	KWISFS.K-05-002 "Wireless Internet Platform for Interoperability" 

	
	


3. Terminology and Conventions

3.1 Conventions

The key words “MUST”, “MUST NOT”, “REQUIRED”, “SHALL”, “SHALL NOT”, “SHOULD”, “SHOULD NOT”, “RECOMMENDED”, “MAY”, and “OPTIONAL” in this document are to be interpreted as described in [RFC2119].

All sections and appendixes, except “Scope” and “Introduction”, are normative, unless they are explicitly indicated to be informative.

This is an informative document, which is not intended to provide testable requirements to implementations.

3.2 Definitions

	Connected (multiplayer) mobile game
	A mobile game in which some of  the User’s experience involves entities that are not resident on  the User’s device; a Lottery is a connected mobile game, as is a game that admits high-score posting, or the downloading of ghost racers. (A mobile game in which multiple players simultaneously interact with one another through, or as a necessary part of, the game fiction)

	Device (also: handset, game device,  mobile device, phone, mobile phone)
	The electronic terminal on which the user is playing a game.  It is assumed to be able to send and receive information via a mobile operator’s network.

	Game Client
	The portion of a mobile game (connected, multiplayer) that executes on the User’s device that is specifically concerned with interacting with the OMA Game Service.  General reference to the game client excludes device-resident game fiction. 

	Game Client Agent(Game Lobby)
	The client part of a game platform, it can be APIs called by Game Client, or Lobby to manage all Game Clients.

	Game Community
	The common part of all game services.  Through game community, players, who maybe come from different ongoing game services, can contact with each other, buy game articles or change their avatar. Community can also be the place for players to discuss about games experiences  or other topics.

	Game Content Provider
	The business entity that provides the games to GSP or Game Publisher. Shortly GCP.

	Game Publisher
	The business entity that is the connection between the GCP & GSP.  GCP supply games to publisher, after some sorts of verification, publisher provides it to GSP. GSP make this game available to end users.

	Game Service
	The collection of end-to-end functionality provided that enables connected and/or multiplayer mobile games.  

	Lobby-based Game
	A game that is managed by a lobby, players can select their partners and oppositers casually in lobby before join a game instance. It is distinguish with the matchmaking game.

	Mobile application (game)
	An application that executes on a mobile device. (A mobile application that is a game)

	Matchmaking
	The process whereby a User indicates interest in participating in a multiplayer mobile application (multiplayer game), possibly specifying criteria that the other participants must meet. The result is either a game session in which the User has been placed, or an indication that it is not possible to meet the specified criteria.

	Operator (also: carrier, mobile operator, network operator)
	

	Game Service Provider
	The business entity that provides the functionality of a Game Service to Users.  A GSP may provide and manage all Game Service functionality itself, or make these available through business-to-business relationships.

	Turn-based Game
	A game in which, at each point in time, only a subset of players are allowed to make a move that alters the game’s shared state.

	User (also: end-user, player, game player, gamer, customer, consumer)
	The human being who is playing a game.


3.3
Abbreviations

	GCP
	Game Content Provider

	http
	HyperText Transmission Protocol

	LBS 
	Location Based Service

	MMOG
	Massive Multiplayer Online Game

	OMA
	Open Mobile Alliance

	OTA
	Over The Air.  

	tcp/ip
	Transmission Control Protocol over Internet Protocol


4. Introduction
(Informative)

This document presents the Requirements for the OMA Mobile Gaming Centric Functions, which is to support all kinds of games includes soloplay games , high-score games, turn-based games, matchmaking games, lobby-based games ,MMOG and the Use Cases from which they are derived.  The Use Cases and Requirements will include detailed interaction scenarios utilizing existing enablers
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Figure 1: the rules of MGCF, CSI, GP1.0

5. Use Cases
(Informative)

5.1 Game Discovery

5.1.1 Short Description

The aim of Game Discovery is to show games that fit user’s terminal type by Game Server when user is looking for games in order to help user choose his/her favourite games, or to enables content to be “advertised” to users in the form of trial periods, etc. So the players can find the games easily and content publishers or operators can push new content to the device.

Games provided by different Game Provider will be various. So something inconveniency may be brought to Game Server for game generating. To reduce the workload of game server, a regulation for game submitting is brought forward now.

Server needs to know device capabilities to display appropriate game catalog.Game is able to access device profile information. Game can alter game play or resource consumption real-time. At runtime, game may need to know what capabilities are available (eg availability of APIs, peripheral technologies, memory, etc.)

One method is making use of  auto-reported type-identity information of mobile terminal in WAP communication that is, finding games that fit this mobile terminal through comparing uploaded type-identity information and type-identity information of terminal supported by this kind of terminal automatically. Another method is reserving the relationship between user identity and relative type-identity information of terminals on server that is, finding appropriate mobile terminals’ game list by comparing relative terminal type-identity information with terminal type-identity information supported by games.
The ways of discovery may be based on unconditional game searching and conditional game searching. For example, players maybe want to access information external to take the information as the research base, such as other players’ scores, or upcoming tournaments.
After discover, player could join a running game instance; in many games, after a game instance has been created and started, it is permitted that a user could join it; but games like chess and so on don’t support this mode
During process of game discovery, the user can discover the game by the player’s location through LBS.

5.1.2 Actors
John – User

Service Provider – The business entity provides the functionality of a Game Service to Users.
5.1.3 Actor Specific Issues
	John 
	Game searching tool 

	Service Provider
	John’s information of terminal type


5.1.4 Actor Specific Benefits
	John 
	Game lists according to John’s terminal type

	Service Provider
	


5.1.5 Pre-conditions
John searches for games;

5.1.6 Post-conditions
All games searched by John are fit for user’s terminal type;

5.1.7 Normal Flow
1． Identifying information of terminal type and corresponding games are preserved beforehand in Game Server.

2． When John is looking for games through mobile terminal, requests which includes information of terminal type (such as: Nokia6600/1.0 (3.38.0) Symbianos/7.0s Series60/2.0 Porfile/MIDP-2.0 Configuration )are sent to Game Server.

3． According to received identifying information of terminal type, Game Server gets proper games by searching the relationship between this information and corresponding games;

4． John’s mobile terminal shows the games list that fit this terminal;

5.1.8 Alternative Flow
1． User identity and corresponding identity information of terminal type are preserved beforehand in Game Server.

2． When John is looking up for games, requests that include user identity are sent to Game Server.

3． Game Server queries games based on identifying information of terminal type which corresponds to user identity.

4． John’s mobile terminal shows the games list that fit this terminal;

5.1.9 Operational and Quality of Experience Requirements

5.2 Charging for game and related content
5.2.1 Short Description

A lot of charging function features can be covered in the document. 

Game service provider is able to implement a reward system.
When user completes an achievement, the game sends notification so that service provider can deposit reward in the user’s account, and user can know it really. 

Service provider is able to charge the user based on one-time purchase or rental service agreement. Examples: play one time, play for a week, etc. (DRM). The document does not cover the scope of operator charging the user or the Service Provider because of using the operator’s carrier.
Game is able to access the mobile wallet on the device for purchase transactions.
Game needs to be authenticated and trusted for such transactions.
User is able to purchase and sell virtual goods with real cash or virtual cash in the mobile wallet or the net bank by the way which can be used to describe the object being sold, selling price, etc (maybe a virtual barcode for example?).
Game will post information external to the system about the information of the play, such as their scores or virtual goods offered for “sale”
Avator can be charged. In order to exhibit his/her character, user could choose ornaments such as head portrait and clothes for his/her figure in games (namely: virtual figure) based on his/her customs. In those systems that several games share the same virtual figure, once a user changes his/her virtual figure in one game, all his/her virtual figures in these games have been changed; In those systems that provides many optional virtual figures, user could chooses a favourite virtual figure; In those systems that allow user to upload his/her own virtual figure, user could change his/her virtual figure by uploading image; In those systems that allow user to entrust design of his/her virtual figure to third party, user could change his/her virtual figure by entrust others.

Article Trade involves charge. Virtual goods are those things in games such as currency, equipment, and so on; The value of a user’s virtual goods is always related to the capability of his/her role in games; Users could get virtual goods during game process or through dealing; On one hand, dealings of virtual goods must assure the benefit of each side and realize the promises before deals. On the other hand, the system must try its best to ensure all goods in dealing process should be authorized not got illegally or copied.

Game players are composed of Pre-Pay players and Post-Pay players; the system supports following billing ways: by month, by flow, by time, by frequency, by content;  Several flexible and various discount and favourable strategies are supported, such as: daily discount rate、weekly discount rate、holiday discount rate、used resource discount rate and united discount rate of various game patches  etc; For example, when booking a game, a user should select the billing strategy of by content. Then during the game, the user could pay the bill according to different level.

5.2.2 Actors
John – User

Service Provider - The business entity provides the functionality of a Game Service to Users.
5.2.3 Actor Specific Issues
	John
	Game and billing strategy list.

	Service Provider
	John’s sumit of billing strategy. John has finished a round game


5.2.4 Actor Specific Benefits
	John
	Can play game.

	Service Provider
	John’s bill


5.2.5 Pre-conditions
Adding a freqency-billing strategy to showhand game;
5.2.6 Post-conditions
A frequency-billing strategy is added to showhand game;
5.2.7 Normal Flow
1. Service Provider enters the page whose function is adding billing strategy;

2. Service Provider sets ”billing for one time” as strategy name;

3. Service Provider selects ” frequency” as billing mode;

4. Service Provider sets ”1” as a unite of billing;

5. Service Provider sets ”10” as a unit of price;

6. Service Provider submits this page;

7. A frequency-billing strategy is added to showhand game after affirmance successfully. This strategy means the price for once using is 10 yuan.

8. John subscribes this game and chooses this billing strategy.

9. Once game logic detects that a round game has finished, it inform system to deduct 10 yuan while John is playing games.

5.2.8 Alternative Flow
5.2.9 Operational and Quality of Experience Requirements
5.2.10 Actors
John – User

Service Provider – The business entity  provides the functionality of a Game Service to Users.
5.2.11 Actor Specific Issues
	John 
	knowledge of all the payments 

	Service Provider
	The ways of charging users or rewarding users


5.2.12 Actor Specific Benefits
	John 
	Notification or query after every payment

	Service Provider
	A lot of ways to charge or reward user with guarantee


5.2.13 Pre-conditions
John plays games of Service Provider;

5.2.14 Post-conditions
Service Provider charges John;

5.2.15 Normal Flow
1． John logins and take a look of the charging policy of the game of the Service Providers.
2． When John completes an achievement, the game sends notification, and Service Provider deposits reward in John’s account, and John know it really.
3． When John plays over 1 hour, Service Provider charges him one dollar from John’s mobile wallet after anthautication;

4． John is notified about the payment;

5.2.16 Alternative Flow
None;

5.2.17 Operational and Quality of Experience Requirements

5.3 Distributing game content
5.3.1 Short Description

The main way of distributing game content is downloaded.

Game download is confirmed to make sure installation is successful.  
Game is protected with DRM or other ways.
Game cannot be played without associate rights object and rules govern game usage (eg play once, time-based, count-based, etc).
Game is able to acquire additional content which may be DRM protected

Game is able to access DRM services on the device to render protected content.
Short distance players get the game and play it together via Bluetooth or Infrared, and then upload points to Game Server.

5.3.2 Actors
John – User

Service Provider – The business entity provides the functionality of a Game Service to Users.
5.3.3 Actor Specific Issues 
	John 
	The ways of getting the content

	Service Provider
	The ways of control the game content


5.3.4 Actor Specific Benefits
	John 
	Getting the content by secure ways

	Service Provider
	All game content provided by control


5.3.5 Pre-conditions
John hope to get the game content of Service Provider;

5.3.6 Post-conditions
Service Provider distributes the game content to John;

5.3.7 Normal Flow
1． John discovers the game and hope to download the game content from Service Provider.
2． John is notified of game size prior to download.

3． After successful download and install (DL-OTA), John’s device sends confirmation.
4． Service Provider and John know the download and install;

5． John is anthauticated before the game content is played by John;

5.3.8 Alternative Flow
None;

5.3.9 Operational and Quality of Experience Requirements

5.4 Social Networking
5.4.1 Short Description

The game platform can provide social network for all users: Organising party, exchanging the gaming experience, exchanging article, managing advertisement, billing, virtual player escorting, competing….

Users can message with others during game play through textual messaging.
Users can find out who else is online to play and invite them to play a game by tying into IM “friends” list or other ways.
User can also invite other users in the vicinity (for example, other devices that can be contacted via Bluetooth). If operator promises, Users can distribute games to other users through the platform.
If the game is not suitable on the recipient’s device, the recipient can acquire a different (but compatible) version of the game from the service provider.

For large games, the sender can also choose to sends a reference (link) to the game rather than the game itself, and the receiver can get the game by the reference.
User can play games with other peers wirelessly (e.g. Bluetooth, WLAN, 3G, etc)

Game can access and set QOS parameters based on real-time communication needs. 
Before entering the social networking, the user has to register.

 If a user or Service Provider who is new to platform wants to enter the social network, he/she must register to Service Provider at first. When a registered user or Service Provider has proper rights, he/she could act in the social network.

Registration process could be either furtive or forthright; Registration process during playing games includes furtive registration and forthright registration; Furthermore registration process provided by WAP PORTAL and WEB PORTAL could be used to complete forthright registration.

While a game is in operation, system should provide current number of online users, current number of users who are playing, current number of users who are in the specific game field(for example: Game Room A), current state data of the specific user in real-time. Furthermore, in real-time, system should provide Game Content Provider an operation to exclude a user for some reason when it gets the state data of the user.

In large-scale multiplayer games, users could join or exit at any time. Other users that are still playing will not be influenced. But other users’ states have an effect on that of offline users. If a prearranges offline state, before leaving the game, he/she could set a monitor condition to some operations or states of the game, and could set how to be informed. After the user receives monitor inform, he/she could take relevant action such as returning to the game or re-operating the game. So user’s situation in the game could be adjusted in time.
During game playing, real time information exchanges among users. Information includes voice, video and so on; chatting could be public or private. In public chatting, contents of chatting can be seen by all the users no matter they join the chatting or not, while in private chatting, contents of chatting only can be seen by the users who join the chatting.
Sometimes, partnership between users is inconvenience because of lack of users or difference between users. That is why virtual players appear. Virtual players are composed of temporary virtual players and permanent virtual players. Temporary virtual players are created temporarily when needed, and terminated when game is over. Properties of permanent virtual players are permanent once created just like actual players. All properties of temporary virtual players (such as points, level and so on) are not permanent, so they will bring some experience of low level to its partner. Thus, users may do not like to play with temporary virtual players; However, properties of permanent virtual players are permanent, so its partner would not feels that it is a virtual player.

The ghostplayer is to replace other’s account to practise and upgrade in games. The implementation way is deliver his/her account to ghostplayer; Another way is while ghostplayer is playing game, his/her account follows ghost player with “baby” mode. In this way, the “baby” has the ability of avoiding danger automatically, and the income of “baby” is in proportion to the income of ghost player.
5.4.2 Actors
John – User

Service Provider – The business entity provides the functionality of a Game Service to Users.
5.4.3 Actor Specific Issues
	John 
	The ways of communicating with other players.

	Service Provider
	The ways of providing the ways for users to communicate.


5.4.4 Actor Specific Benefits
	John 
	Socialize in the game community

	Service Provider
	Know all the activities of all the users.


5.4.5 Pre-conditions
John hopes to get contact with other users;

5.4.6 Post-conditions
Service Provider lets John express himself in the game community and communicate with other plays;

5.4.7 Normal Flow
6． John logins the game game community.
7． John blogs when he is playing game and chat with other players.

8． Service Provider stores and records all the activities of John.

5.4.8 Alternative Flow
None;

5.4.9 Operational and Quality of Experience Requirements

5.5 Advertising
5.5.1 Short Description

Advertising is the main function of mobile game.
Advertises in games are not only bring ad incomes beyond ad itself to operator, but also bring users some practical ad information during game process.

Dynamic administration of Ad could push characteristic ad contents aims at different users or different time. This could not only bring tremendous incomes to operator, but also enhance user’s game experience;

Advertisements can be pushed to the devices. Ads may be played before the game is started. Ads may be incorporated into the game itself (eg displayed on billboards and the like inside of the game). Ads may be dynamically updated during game play, possibly based on time, location, user preferences, or other factors. 

Game is able to notify service provider about advertising status, and number of times each ad was displayed to the user

Advertisements can include links to web content when user clicks on an ad, they are taken the advertiser’s website via mobile browser, and dialog box may encourage user to browse to website for more information.
For future Ad analysis, Service Provider could take statistics on old data and use static report forms to show the result. For example, for taking a statistics of monthly rank for new users of each game, Service Provider could select the month that is needed for statistics. Then the system will collect the number of new users of all the games, and display the result to Service Provider in order.
Game Service provides script editing for Ad operators. Script compilation and publication will be supported. This will greatly enhance interaction and amusement of game ad.
5.5.2 Actors
John – User

Betty – User

Service Provider- The business entity that provides the functionality of a Game Service to Users.
5.5.3 Actor Specific Issues
	John
	Showhand game

	Betty
	Showhand game

	Operator
	Advertisement. Showhand game. Number of how many times game ad has been displayed in clients’ terminal 


5.5.4 Actor Specific Benefits
	John
	

	Betty
	

	Operator
	Advertisement income


5.5.5 Pre-conditions
Ads could be added in game ;

5.5.6 Post-conditions
Games with ads that could be changed at any moment is provided to users;

5.5.7 Normal Flow
1. Ad contents used in showhand game are preserved beforehand in Game Server;

2. When a showhand interface with ads is to be shown, Game Server gets those ad data using reading command when John is playing games;

3. Game Server sends ad data to showhand client John used;

4. Showhand interface with ads is shown to John;

5. John sees the showhand interface with advertisement.

6. Before every time users finish game, Game Client sends Game Server the number of how many times game advertisement has been displayed.

5.5.8 Alternative Flow1

1. Some corresponding relations between user identity and ad data(such as: John corresponds with “KFC”, Betty corresponds with “Rejoice”) are preserved beforehand in Game Server;

2. When a showhand interface with ads is to be shown, Game Server gets the ad data of “KFC” when John is playing games;

3. Game Server sends “KFC” to showhand client that John used;

4. Ad data ”KFC” is sent to the showhand client that John used and shown in showhand interface;

5. John could see the showhand interface with a label of “KFC”
5.5.9 Operational and Quality of Experience Requirements

5.6 Online lottery
5.6.1 Short Description
Users use his/her handset to download the lottery client and join into online lottery games. The winner maybe get awards from operator/GCP.

A typical case is in the serial stage game. Two or more players join into this serial stage game. At each stage they compete with each other to get numbers and signals, etc. If the winners go into next stage, they will win awards, or directly be chosen as a fortune player according to the lottery game strategy.

The strategy of Lottery game and the management of player are provided by the game server.

Online lottery games can attract more subscribers, and operators can get more ARPU. Users can win awards.
5.6.2 Actors
John – User

Betty-User

Susar-User

Service Provider- The business entity that provides the functionality of a Game Service to Users.
5.6.3 Actor Specific Issues
	John
	How to play lottery game

	Betty
	How to play lottery game

	Susar
	How to play lottery game

	Operator/GSP
	Who wins; who gets which symbols at each stage; the management of winner; send  all players a message about winner’s award.


5.6.4 Actor Specific Benefits
	John
	Playing the lottery game may get awards

	Betty
	Playing the lottery game may get awards

	Susar
	Playing the lottery game may get awards

	Operator/GSP
	 ARPU


5.6.5 Pre-conditions
1. Online lottery is permitted by government.

2. The quality of the wireless network is stability.
5.6.6 Post-conditions
After each round lottery’s strategy will be renewed.
5.6.7 Normal Flow
1. Online lottery game server has been implemented.

2. John, Betty and Susar join in an online lottery game simultaneously.

3. Game server notifies all game players ready to play online lottery game.
4. John and Betty pass a stage, but Susar fails.

5. .Betty fails, John wins at last.
6. John wins at this round.
7. Server sends a message to all participants about who win at this round and what is the award.

8. Server changes lottery’s strategy.
9. Server sends award to John.
5.6.8 Alternative Flow1
1. Online lottery game server has been implemented.
2. John, Betty and Susar join in an online lottery game simultaneously.
3. Game server notifies all game players ready to play online lottery game together.
4. In game John gets a symbol 112. Betty gets 322 and Susar gets 394.
5. Server sends message to all participants. The player who gets the 112 symbol can win award. John wins award.

6. All players go into next stage.
7. Server changes lottery’s strategy.
8. Repeat 4~6

5.6.9 Alternative Flow2

1. Online lottery game server has been implemented.
2. John, Betty and usar don’t join in a online lottery game simultaneously.
3. John gets a signal 1212. Betty gets a signal 3445 and Susar gets 7799.
4. At a special time server chooses the fortune man.

5. Server sends a message to all participants. The player who gets 1212 signal can win award. John wins award.
5.6.10 Operational and Quality of Experience Requirements

5.7 Mobile Messaging

5.7.1 Short Description

Messaging in GS is a necessary functionality for advanced GS version. Players can communicate more fluent each other. For example, the SMS/MMS can help players to change its role account password, or send/receive information, even if they aren’t online.

Players communicate with each other using Chat/IM based on the presence information is very important in GS. A game which has the functionality of Chat/IM can enhance the experience of players. Players can communicate with their friends, a stranger, or a social network member with Chat/IM by text, even if by voice. In some online team game, Chat/IM can help the leader to command all team members to finish an important task only by one word.

A special functionality of Messaging in GS is that game players can copy the favourite game image during the game, and then send this picture to his friends by MMS.

In some occasional situations, service provider wants to give some personal service to a player. CAB information can help service provider to do this task well. For instance, service provider can find the player’s home address from CAB Enabler. In special festival day service provider can mail a greeting card to the player according to the player’s home address. The information of a user in CAB should be restricted.
5.7.2 Chat/IM in GS should base on the functionality of presence information in GS.Actors

John-user

Betty-user

Mike-user

Service Provider

5.7.3 Actor Specific issues

	John
	SMS/MMS receiver needed.

	Betty
	SMS/MMS receiver needed.

	Mike
	SMS/MMS receiver needed.

	Operator
	Implement CAB, SMS/MMS system, mobile presence.


5.7.4 Actor Specific Benefits

	John
	To communicate with other player more effectively

	Betty
	To communicate with other player more effectively

	Mike
	To communicate with other player more effectively

	Operator
	Enhance the experience of Mobile game player; value added in service.


5.7.5 Pre-Conditions

5.7.6 Post-Conditions

5.7.7 Normal Flow

1. John isn’t online, and wants to change his role account password.

2. John sends a formatted SMS text to service provider which requests to change password.

3. Having received the SMS, Service provider makes authentication process and changes game role password of John.

4. Service provider sends a SMS to notify John.
5. John receives the SMS.

5.7.8 Alternative Flow1

1. John, Betty and Mike are all online, and play together for a goal.

2. John as this team leader makes an order by SMS or IM to Betty and Mike in every step.
3. Betty and Mike receive the SMS or IM message and follow the order.
4. John, Betty and Mike work together according to John’s command to achieve their goal.

5.8 Presence Information
5.8.1 Short Description

Setting up the presence of mobile players is an important  in multiplayer mobile game or mobile game social networking.

Presence of mobile players can be set by server or players themselves, thus other player’s messaging or calling can be permitted or blocked.

By presence, mobile game player can judge who can receive message or call instantly.

Status of Presence information in GS may include about as bellows: Not Online, Playing, Do Not Disturbing, Busy, Calling, User definition, etc.

Presence Information functionality in GS is the basic capability of the other functionalities (e.g. Ads, CHAT, Messaging). For example, if service provider sends advertisement to a player whose status is not online, it is an ineffective work. If service provider sends advertisement to a player whose status is Do Not Disturbing, the player may complain to the operator’s customer care centre.

5.8.2 Actors

John-user

Betty-user

Service Provider

5.8.3 Actor Specific issues

	John
	Status of presence

	Betty
	Status of presence

	Operator
	The ways of set status of presence automatically


5.8.4 Actor Specific Benefits

	John
	To social with other player more effectively

	Betty
	To social with other player more effectively

	Operator
	Enhance the experience of Mobile game player; More effective work for advanced GS functionality.


5.8.5 Pre-Conditions

Status of presence information could be described.

5.8.6 Post-Conditions

Other Players can use the advanced functionality of GS described in MGCF.

5.8.7 Normal Flow

1. John joins the multiplayer mobile game,

2. Betty is already on line.

3. John sets its presence information status as Do Not Disturbing.

4. Betty is John’s friend. She wants to message with John.

5. Betty sends a ‘hello’ text message to John.

6. Game Server check John’s Presence information and because his presence information is “Do Not Disturbing” status, Game Server refuses to receive Betty’s hello, and gives a note to Betty: “John Do Not Disturbing.”
7. John changes its status as Playing.

8. Betty sends a ‘hello’ text message to John.

9. Game Server check John’s Presence information and because his presence information is “Play” status, Game Server receives Betty’s hello, and gives a note to John: “Hello from Betty.”
10. John responds as ‘hi’.

5.8.8 Alternative Flow1

5.8.9 Operational and Quality of Experience Requirements
5.9 Open Issues

6. Requirements
(Normative)

6.1 High-Level Functional Requirements
	REQ-1
	Use Case 5.1
	Game Service shall provide users a method for game discovery
	

	REQ-2
	Use Case 5. 2
	Game Service shall provide the ways of charging to satify every party in the value chain of mobile game.
	Covered by OMA Charging

	REQ-3
	Use Case 5.3
	Game Service shall provide a mechanism of distributing game to protect user, game developers, service provider, virtual goods merchant
	

	REQ-4
	Use Case 5.4
	Game Service shall provide users a social network.
	

	REQ-5
	Use Case 5.1.6
	Game Service shall provide a dynamical ad mechanism.
	Partly covered by Mobile Ad

	
	
	
	


Table 1: High-Level Functional Requirements

6.1.1 Security

	REQ-1~3
	Use Case 5.2-5.4 
	The Game Service SHALL ensure that any charging and distribution is secure for users and Service Providers, and the social network is safe for legal user.
	See OMA-SEC


Table 2: High-Level Functional Requirements – Security Items

6.1.1.1 Authentication

<< The tables in sections 6.1.1.1 through 6.1.1.4 have model requirements which might be applicable for this RD. Please refer to the Requirements Best Practises Document for more complete instructions on how to use these model requirements. 

DELETE THIS COMMENT >>

	Label
	Description
	Enabler Release

	
	This function MUST be able to authenticate the {requestor of this function | user | device | initiator | ...} {if required by the applicable policies}.
	

	
	This function MUST be able to authenticate the {provider of this function | server | proxy | responder | ...} {if required by the applicable policies}.
	

	
	This function MUST be able to provide data origination authentication {if required by the applicable policies}. This means, it MUST be possible to ensure confidence that a received message or piece of data has been created by a certain party at some (unspecified) time in the past, and that this data has not been corrupted or tampered with.
	

	
	This function MUST be able to provide replay protection {if required by the applicable policies} to ensure confidence that a received message has not been recorded and played back.
	

	
	This function MUST be able to authenticate the source of the broadcast or streaming {if required by the applicable policies}.
	

	
	This function MUST be able to implicitly authenticate the destinations of the broadcast or streaming {if required by the applicable policies}.
	

	
	This function MUST allow the user to authenticate himself to the {device | agent} e.g., by entering a PIN code or by using biometrics if applicable.
	

	
	
	

	
	
	


Table 3: High-Level Functional Requirements – Authentication Items
6.1.1.2 Authorization

<< The tables in sections 6.1.1.1 through 6.1.1.4 have model requirements which might be applicable for this RD. Please refer to the Requirements Best Practises Document for more complete instructions on how to use these model requirements. 

DELETE THIS COMMENT >>

	Label
	Description
	Enabler Release

	
	This function MUST be able to authorize access only to requestors entitled to access the function.
	

	
	
	

	
	
	


Table 4: High-Level Functional Requirements – Authorization Items

6.1.1.3 Data Integrity

<< The tables in sections 6.1.1.1 through 6.1.1.4 have model requirements which might be applicable for this RD. Please refer to the Requirements Best Practises Document for more complete instructions on how to use these model requirements. 

DELETE THIS COMMENT >>

	Label
	Description
	Enabler Release

	
	This function MUST be able to provide data integrity, protecting against accidental or intentional changes to the data, by ensuring that changes to the data are detectable.
	

	
	
	

	
	
	


Table 5: High-Level Functional Requirements – Data Integrity Items

6.1.1.4 Confidentiality

<< The tables in sections 6.1.1.1 through 6.1.1.4 have model requirements which might be applicable for this RD. Please refer to the Requirements Best Practises Document for more complete instructions on how to use these model requirements. 

DELETE THIS COMMENT >>

	Label
	Description
	Enabler Release

	
	This function MUST use/support data confidentiality that ensures that transmitted information is not made available or disclosed to unauthorised individuals, entities, or processes.
	

	
	This function MUST use/support* data confidentiality that ensures that stored information is not made available or disclosed to unauthorised individuals, entities, or processes.
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	


Table 6: High-Level Functional Requirements – Confidentiality Items

6.1.2 Charging

	REQ-2
	Use Case 5.2
	The Game Service SHALL provides secure, verifiable, non-repudiatable mechanisms whereby Users can be charged for acquiring functionality.  For example:

· The initial game download

· On-going use of the game, whether in connected or single-player mode

· Extensions to game functionality

· The purchase of virtual goods
	


Table 7: High-Level Functional Requirements – Charging Items

6.1.3 Usability

	REQ-1
	Use Case 5.1
	Industry standard solutions MAY be used for discovering the game
	

	REQ-2
	Use Case 5.2
	All billable events in the can be charged 
	

	REQ-3
	Use Case 5.3 
	All the value chain distribute the game as so.
	


Table 9: High-Level Functional Requirements – Usability Items

6.1.4 Interoperability

	REQ-1~5
	Use Case 5.1-5.5
	The user, service provider, ad provider and operater SHALL be able to communicate with each other using standard guide.
	


Table 10: High-Level Functional Requirements – Interoperability Items

6.1.5 Privacy

	REQ-4
	Use Case 5.4
	The Game Service SHALL NOT make visible, without a User’s explicit permission, any information through which one User could directly contact another User.  
	REQ-IMF?


Table 11: High-Level Functional Requirements – Privacy Items

6.2 Overall System Requirements

	
	
	

	
	
	

	
	
	


Table 12: High-Level System Requirements

6.3 System Elements

o
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Appendix B. <Additional Information>

B.1 Interoperability

In the context of the Game Service, Interoperability refers to the ability of the OMA Game Client to work with any OMA Game Server.  Service Providers will differentiate on Quality of Service, performance, and other game-related features that are not specified in this version of the OMA Game Service.  Thus, the likely reality is that a  game will exploit features that are unique to a given Service Provider, and while the rules of some common games are invariant, the experiences provided will be vastly different.  For reasons of fairness and functional interoperability, we anticipate the scenario depicted in Figure 1, where the red game is specific to and hosted by Game Service A, and the green game with Game Service B.
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Figure 2 Anticipated interoperability
A further choice exists considering the implementation of the OMA Game Client; a handset vendor may choose to implement it directly, or it can be delivered as part of the device-resident game logic.  In the former scenario, depicted in Figure 2, the game logic uses the embedded OMA client for OMA-specified tasks, and the special interfaces of the Service Provider for all other tasks.  Embedding frees more space for game logic and, once properly implemented, minizes QA for all games.  The latter scenario, Figure 3, is likely to reach markets more quickly; the OMA game client software can be provided by a game publisher, developer, or the Service Provider.  
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Figure 3 Embedded OMA Game Client
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Figure 4 OMA Game Client provided as part of each game
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