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1 Reason for Change

This CR is for putting more requirements for the current version of GS API RD.
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

Putting this CR into GS API – D.
6 Detailed Change Proposal

Change 1:  Section 6, use cases

6. Requirements
(Normative)

6.1 High-Level Functional Requirements

	Label
	Description
	Release

	GSAPI –HLF-001
	GSAPI SHALL be able to provide the function for game users to save their game score and to see other game player’s game score.

The game score should be saved in game server and game users can see the scores as a view of ranking or period.
	GSAPI V1.0

	GSAPI –HLF-002
	GSAPI SHALL be able to provide the function for game users to manage buddy list. Game users can know the buddy who is play same game and can  search their buddy by ID or nickname.

Game users can add a buddy or delete a buddy.
	GSAPI V1.0

	GSAPI –HLF-003
	GSAPI SHALL be able to provide the function for game users to send message to their buddy.
	GSAPI V1.0

	GSAPI –HLF-004
	GSAPI SHALL be able to provide the function for game users to buy  their game items.

Game users can buy some game item if needed in playing game(e.g. sword, shield etc.) 
	GSAPI V1.0

	GSAPI –HLF-005
	GSAPI SHALL be able to provide the function for game users to manage their game items which were bought.

Game users can see the buying history or item status in inventory.
	GSAPI V1.0

	GSAPI –HLF-006
	GSAPI SHALL be able to provide the function for game users to give some comment about a game which they enjoyed.

Game users can see other player’s  comment about the game. 
	GSAPI V1.0

	GSAPI –HLF-007
	GSAPI SHALL be able to provide the function for game users to post their game score or game comment to other SNS service.
	GSAPI V1.0

	GSAPI –HLF-008
	GSAPI SHALL be able to provide the function for game users to play same game with other game player simultaneously.
	GSAPI V1.0

	GSAPI –HLF-009
	GSAPI SHALL be able to provide the function to add in-game advertisement in appropriate way.
	GSAPI V1.0


Table 1: High-Level Functional Requirements

6.1.1 Security
	Label
	Description
	Release

	GSAPI-SEC-001
	The GSAPI Enabler SHALL support secure delivery of game data.
	GSAPI V1.0

	GSAPI -SEC-002
	The GSAPI Enabler SHALL support various security mechanisms for protect game user’s information
	GSAPI V1.0

	GSAPI -SEC-003
	The GSAPI Enabler SHALL be able to use keys needed to support confidentiality, integrity protection, and authenticity.
	GSAPI V1.0

	GSAPI -SEC-004
	The GSAPI Enabler SHALL support secure storage of data (e.g., validated user properties).
	GSAPI V1.0


Table 2: High-Level Functional Requirements – Security Items

5.2.1.1 Authentication
	Label
	Description
	Release

	GSAPI-AUC-001
	The GSAPI Enabler MUST be able to support the authentication of game Users.
	GSAPI V1.0

	GSAPI -AUC-002
	The GSAPI Enabler MAY support validation of certificates for certain use cases, such as the attestation of personal user information.
	GSAPI V1.0


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

	Label
	Description
	Release

	GSAPI -AUZ-001
	The GSAPI enabler SHALL be able to authorize the game Users.
	GSAPI V1.0


Table 4: High-Level Functional Requirements – Authorization Items

5.2.1.3 Data Integrity

	Label
	Description
	Release

	GSAPI -DIT-001
	The GSAPI  Enabler SHALL support integrity of data.
	GSAPI V1.0

	GSAPI -DIT-002
	The GSAPI Enabler SHALL support data integrity in protecting against accidental or intentional changes to game-related data transmission, by ensuring that changes to the data are detectable.
	GSAPI V1.0


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

5.2.1.4 Confidentiality

	Label
	Description
	Release

	GSAPI-CON-001
	The GSAPI Enabler SHALL support encryption of messages.
	GSAPI V1.0

	GSAPI -CON-002
	The GSAPI Enabler SHALL support decryption of messages.
	GSAPI V1.0

	GSAPI -CON-003
	The GSAPI Enabler SHALL support data confidentiality that ensures transmitted information is not made available to unauthorised individuals or entities.
	GSAPI V1.0


Table 6: High-Level Functional Requirements – Confidentiality Items

6.1.2 Charging Events

	Label
	Description
	Release

	GSAPI-CHG-001
	The GSAPI Enabler SHALL support means to charge for buying game item 
	

	GSAPI -CHG-002
	The charging MUST use standardized mechanisms.
	

	GSAPI -CHG-003
	The GSAPI Enabler SHALL enable the charging for delivery of information to third parties. 
	


Table 7: High-Level Functional Requirements – Charging Events Items

6.1.3 Administration and Configuration

	Label
	Description
	Release

	GSAPI- ADM-001
	The game users SHALL have the possibility of multiple subscriptions with different Service providers. 
	GSAPI 1.0

	GSAPI -ADM-003
	The GSAPI Enabler SHOULD support collection of usage data from the Game Users.
	GSAPI 1.0


Table 8: High-Level Functional Requirements – Administration and Configuration Items

6.1.4 Usability

	Label
	Description
	Release

	
	
	

	
	
	

	
	
	


Table 9: High-Level Functional Requirements – Usability Items

6.1.5 Interoperability

	Label
	Description
	Release

	GSAPI- INT-001
	The GSAPI Enabler SHALL allow game users to access any Service (i.e. user-managed or operator-managed Services as well as 3rd party Services) on any suitable device (i.e. a device matching the capabilities required to consume the Service) and within any network island (e.g. home, car, hotspot, hotel, friend’s place or office).
	GSAPI 1.0

	GSAPI- INT-002
	The GSAPI Enabler SHALL be able to interoperate with game user’s  electronics devices.
Informational Note: This requirement will be further detailed as the interoperability functionality is defined during the technical specification phase.
	GSAPI 1.0

	
	
	


Table 10: High-Level Functional Requirements – Interoperability Items

6.1.6 Privacy

	Label
	Description
	Release

	GSAPI -PRIV-001
	The GSAPI Enabler SHALL ensure user privacy.
	GSAPI 1.0

	GSAPI -PRIV-002
	The privacy requirements in [OMA-Privacy] SHALL be applied to the GSAPI Enabler. 
	GSAPI 1.0

	GSAPI -PRIV-003
	The GSAPI User SHALL be able to configure privacy policies for the management of game data .
	GSAPI 1.0

	GSAPI -PRIV-004
	The GSAPI Enabler SHALL support the game Users to verify whether they accept the collection of their usage data. 
	GSAPI 1.0

	GSAPI -PRIV-005
	The GSAPI Enabler SHALL support the game Users to cancel the collection of their usage data.
	GSAPI 1.0

	GSAPI -PRIV-006
	The GSAPI Enabler SHALL be able to protect personal user information when transmitting and performing a test on it. 
	GSAPI 1.0


Table 11: High-Level Functional Requirements – Privacy Items

6.2 Overall System Requirements

	Label
	Description
	Release

	GSAPI-SYS-001
	It SHALL be possible for GSAPI  Enabler to be deployed in game server.
	GSAPI 1.0

	GSAPI S-SYS-002
	The GSAPI Enabler SHOULD support reporting of statistics to authorized receiving parties. 
	GSAPI 1.0


Table 12: High-Level System Requirements
Appendix A. Use Cases
(Informative)

A.1 Game Ranking

Game ranking function supports game users to save their own game score in the game server and to see the game scores of themselves and of other game players.

A.1.1  ASK  \* MERGEFORMAT Short Description

· Game user 

· Game developer

· Game server

· Game client

Game user plays a game.

The game ends and game user can see the game score.
Game user clicks the button to save the score.

Game client sends the score to the server.

Game server saves the score to database.

If a game player wants to see the all game score, he clicks ranking button. Game client get the scores by using game service API. The player can see the scores and game ranking 

A.1.2 Market benefits

Game user can see the game ranking and get more desire to achive better score.
Game developers can add the game ranking function in theire own game in easy and quick way by using API.  

A.2 Buddy List
Buddy list function supports game users to find and add a buddy in the game server and to retrieve previously added their buddy list.
A.2.1  ASK  \* MERGEFORMAT Short Description

· Game user 

· Game developer

· Game server

· Game client

Game user finds his or her buddy by e-mail or nickname and adds the buddy to his or her list.

Game client sends a request for adding the buddy to the server.

Game server saves the buddy to database.

If a game player wants to see the buddy, he clicks buddy button. Game client gets his buddy list by using game service API and the player can see the buddy list and recursively buddy’s buddy list also.
A.2.2  ASK  \* MERGEFORMAT Market benefit
Game users can see their buddy list and recursively buddy’s buddy list so it can be easy to add new buddy by using this fuction. 
Game developers can add player’s buddy list function in theire own game in easy and quick way by using API.  

A.3 Messaging to Buddy

Game users can send a message to their buddy.
A.3.1  ASK  \* MERGEFORMAT Short Description

· Game user 

· Game developer

· Game server

· Game client

Game user select a buddy to send a message.
Game user type short message and click ‘send’ button.
Game server get the message and save to recipant’s message box.

The recipant buddy can see the message in his/her message box
.

A.3.2  ASK  \* MERGEFORMAT Market benefit
Game users can communicate with other game players and it can be useful share game information.

A.4 Itme Purchasing

Item purchasing function supports game users to purchase a new item in a game.
A.4.1  ASK  \* MERGEFORMAT Short Description

· Game user

· Game developer

· Game server

· Game client

Game user plays a game.
Game user finds attractive new item and decides to purchase the item.

Game client sends a request to purchasing the item.

Game server processes to purchase the item.

If the processing for purchasing the item succeeds, game client get the code for unlocking the item by using game service API.
A.4.2  ASK  \* MERGEFORMAT Market benefit
Game users can purchase a new item by clicking a buying button.
Game developers can add item purchase function in theire own game in easy and quick way by using API.
Game developers can expect more revenue by selling game items.
A.5 User Inventory

User inventory function supports game users to get their inventory previously purchased by themselves.
A.5.1  ASK  \* MERGEFORMAT Short Description

· Game user 

· Game developer

· Game server

· Game client

Game user plays a game.
Game user gets his or her inventory.

Game client sends a request to get inventory.

Game server retrieves his or her inventory at database.

If a game player wants to see the list of inventory, he or she clicks the inventory button. Game client get the list by using game service API.

A.5.2  ASK  \* MERGEFORMAT Market benefit
Game users can see their item inventory list and purchase history by using this function
Game developers can add player’s inventory list function in theire own game in easy and quick way by using API.

A.6 Game Comment

Game comment function supports game users to save a comment about the game and to get comment list of the game.
A.6.1  ASK  \* MERGEFORMAT Short Description

· Game user 

· Game developer

· Game server

· Game client

Game user plays a game.
Game user adds a new comment about the game.

Game client sends a request to add the comment.

Game server saves the comment to database

If game user wants to get comment list of the game, he or she clicks the game comments button. Game client get the list of comments by using game service API.
A.6.2  ASK  \* MERGEFORMAT Market benefit
Game users can add their comments about a game by using this function
Game developers can add game comment function in theire own game in easy and quick way by using API.

A.7 SNS Linkage

SNS linkage function supports game users to publish a comment related to the game.
A.7.1  ASK  \* MERGEFORMAT Short Description

· Game user

· Game developer

· Game server

· Game client

Game user plays a game.
Game user gets a new personal record of the game and wants to share the game events with his or her friends of SNS.

Game client sends a request to publish the game events.

Game server publishs the events to SNS based on the game player’s SNS information.

If a game player wants to publish a new record of a game, he clicks posting button. Game client sends a request to server by using game service API.
A.7.2  ASK  \* MERGEFORMAT Market benefit
Game users can share some game events with friends of their SNS. 
Game developers can add SNS linkage function in theire own game in easy and quick way by using API.

A.8 MatchMaking

Matchmaking function supports game users to find other players for multi play in the game.
A.8.1  ASK  \* MERGEFORMAT Short Description

· Game user

· Game developer

· Game server

· Game client

Game user plays a game supporting multi play.
Game user clicks the ONLINE or MULTI-PLAY button.

Game client sends a request to find a appropriate player.

Game server matchmakes players.

If a game player wants to play online, he clicks online or multiplay button. Game client send a request to server by using game service API.
A.8.2  ASK  \* MERGEFORMAT Market benefit
Game users can play with appropriate players.
Game developers can add matchmaking function in theire own game in easy and quick way by using API.

A.9 In-Game Advertising

In-Game advertising function supports game developers to add an advertisement in their game.
A.9.1  ASK  \* MERGEFORMAT Short Description

· Game user

· Game developer

· Game server

· Game client

Game user plays a game.
Game user clicks the advertisement banner in a game.

Game client sends a request to game server.

Game server saves the click history to database.

If a game developer wants to add advertisement, he adds an advertisement by using game service API.
A.9.2  ASK  \* MERGEFORMAT Market benefit
Game developers can add in-game advertising function in theire own game in easy and quick way by using API.
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