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1. Scope

The scope of GS API is to give various ways to build in-game-social network function like raking, sending messages, managing buddies, match-making and ways to build in-game-related function like in-game-item purchasement. This document is specification document for Game Service API, GS API, followed by RD and AD.
2. References

2.1 Normative References

	
	

	
	

	
	

	
	

	
	

	
	


2.2 Informative References

	 [OMADICT]
	“Dictionary for OMA Specifications”, Version 2.8., Open Mobile Alliance™,
OMA-ORG-Dictionary-V2.8, URL:http://www.openmobilealliance.org/

	[GSAPI]
	Game Service API

	
	

	
	


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 are normative, unless they are explicitly indicated to be informative.

3.2 Definitions

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

	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.

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

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

	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.

	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. 

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

	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 simlutaneously interact with one another through, or as a necessaray part of, the game fiction)

	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.

	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.


3.3 Abbreviations

	OMA
	Open Mobile Alliance

	GS API
	Game Service API

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	


4. Introduction

Game Service API enables for developers to develop in-game basic function like ranking and to add social network functions like buddy management, messaging to buddy, sharing game comments.
Thist technical specification documnet is detailed specification to service GSAPI in real field. 
4.1 Version 1.0

GS API 1.0 enables below functions.
For Game users

· Mangaging their own game friends(add buddy, delete buddy)

· Messaging to theire buddies

· Givging comment for a game they played

· Viewing installed games of their buddy.
· Item purchasing in a game.

· Match making. (finding someone who wants to play same game with)

For Game Developers

· Registering their game.

· Selling game item to game users

5.  GS API System description
5.1 Main Architecture Model

[image: image2]
GSAPI’s main architecture model explains the flow of data and functions
5.2 GSAPI Entities
5.2.1 Game Service Client
Game Service Client is an internal element in game content to enable to request/response activities about GSAPI functions.

Game Client calls functions by using API to the Game Server.

Game Client get/input data to the game server in the way of URI or other unsing authorized key
5.2.2 Game Service Server

Game Service is major GSAPI entity to enable all GSAPI service.
All of functions in GSAPI can be serviced by using API.
5.2.3 Game Content

Game Content is game itself. GSAPI assumes that all service is available in game content, not in any other external application.
5.2.4 Game Developer

Game developer provides game content and items in games to GSAPI service. Game developer register their own game through developer’s site and can get a certificate key to access game service server.

Game developer will get only one developer’s ID but can get various certificate key game  by game to  manage their own game content. 

Game developer register game item through developer’s site.
5.2.5 Game Billing Server

Game Billing Server is external entity to enable to buy game items. If the game user wants to buy some game item(ex.charater, sword, shiel, etc.), Game Server requests to process of payment.

It can be various billing server or service. 
6. GS API Interface description
6.1 GS API 1 interface
6.1.1 User Registering

First, to use GSAPI , Game player should register his/her information. In game, if game user touch the button to see ranking , item purchasing, buddy of message, the game client will check the login through the GS Server.
If it is the first time to access to GS Server, register function will be called.

[image: image3]
Figure 1: Game User Registering
6.1.1.1 RegisterRequest
	Name
	Cardinality
	Data Type
	Description

	User-ID
	1
	String
	The user ID of Game player

	User-nickname
	1
	String
	The nickname of game user.

	User-Passwd
	0--1
	String
	The password of Game player

	User-email
	1
	String
	The email of Game player

	Game ID
	1
	String
	The Game ID that the user plays

	Device Terminal
	1
	integer
	The device information of Game player


Table 1: RegisterRequest message
6.1.1.2 RegistrRequest
	Name
	Cardinality
	Data Type
	Description

	Result
	1
	Structure
	The Result status of the Register


Table 2: RegisterResponse message

6.1.2 Login

Game User should login to use GSAPI.

[image: image4]
Figure 1: Game User Login
6.1.2.1 LoginRequest
	Name
	Cardinality
	Data Type
	Description

	User-ID
	1
	String
	The user ID of Game player

	User-Passwd
	0--1
	String
	The password of Game player

	Game ID
	1
	String
	The Game ID that the user plays.


Table 1: LoginRequest message
6.1.2.2 LoginRequest
	Name
	Cardinality
	Data Type
	Description

	Result
	1
	Structure
	The Result status of the Register


Table 2: LoginResponse message
6.1.3 View Game Ranking

If Game user touch the button to see the game ranking, Game client can get data .

[image: image5]
Figure 1: View Game Ranking 
6.1.3.1 ViewRankingRequest
	Name
	Cardinality
	Data Type
	Description

	GameID
	1
	String
	The user ID of Game player


Table 1: ViewRankingRequest message
6.1.3.2 ViewRankingRequest
	Name
	Cardinality
	Data Type
	Description

	Result
	1
	Structure
	The Result status of the Register


Table 2: ViewRankingResponse message

6.1.4 Posting Game Score

If the game ends and the game user wants to posting his/her game score, GS Client request to putting the score in the game ranking board.


[image: image6]
Figure 1: Posting Game Score
6.1.4.1 PostingScoreRequest
	Name
	Cardinality
	Data Type
	Description

	User-ID
	1
	String
	The user ID of Game player

	GameScore
	1
	String
	The password of Game player

	Game ID
	1
	String
	The Game ID that the user plays


Table 1: PostingScoreRequest message
6.1.4.2 RegistrRequest
	Name
	Cardinality
	Data Type
	Description

	Result
	1
	Structure
	The Result status of the posting


Table 2: PostingScoreResponse message

6.1.5 Leaving comments about the Game

If the game user wants to giving some comment about the game, the GS Client request to the GS Server.

[image: image7]
Figure 1: Leaving Game Comment 
6.1.5.1 LeavingCommentRequest
	Name
	Cardinality
	Data Type
	Description

	GameID
	1
	String
	The Game ID of the game user plays

	UserID
	1
	String
	The user ID of Game player.

	comment
	1
	Text
	The comment that the user wants to leave


Table 1: LeavingCommentRequest message
6.1.5.2 LeavingCommentRequest
	Name
	Cardinality
	Data Type
	Description

	Result
	1
	Structure
	The Result status of the Register


Table 2: LeavingCommentResponse message

6.1.6 View Game Comment

If the game user wants to see some comment about the game, the GS Client request to the GS Server.

[image: image8]
Figure 1: View Game Comment 
6.1.6.1 LeavingCommentRequest
	Name
	Cardinality
	Data Type
	Description

	GameID
	1
	String
	The Game ID of the game user plays


Table 1: ViewCommentRequest message
6.1.6.2 LeavingCommentRequest
	Name
	Cardinality
	Data Type
	Description

	Result
	1
	Structure
	The Result status of the request


Table 2: ViewCommentResponse message

6.1.7 Buddy Finding

If the game user wants to find his/her buddy. The game Client send query to search ID or nickname and Game server retrieves the result.

[image: image9]
Figure 1: Leaving Game Comment 
6.1.7.1 BuddyFindingRequest
	Name
	Cardinality
	Data Type
	Description

	Query
	1
	String
	The Keyword or query letters to search buddy.

	UserID
	1
	String
	The user ID of Game player.


Table 1:BuddyFindRequest message
6.1.7.2 BuddyFindingRequest
	Name
	Cardinality
	Data Type
	Description

	Result
	1
	enum
	The list of searched buddies.(buddy ID, buddy nickname)


Table 2: BuddyFindResponse message

6.1.8 Buddy Add Request

If the game user wants to add a buddy to his/her buddy list, game client requests to add buddy to user’s buddy list.


[image: image10]
Figure 1: Leaving Game Comment 
6.1.8.1 BuddyAddRequest
	Name
	Cardinality
	Data Type
	Description

	BuddyID
	1
	String
	The Keyword or query letters to search buddy.

	UserID
	1
	String
	The user ID of Game player.


Table 1: BuddyAddRequest message
6.1.8.2 BuddyAddRequest
	Name
	Cardinality
	Data Type
	Description

	Result
	1
	Structure
	The Result status of the request


Table 2: BuddyAddResponse message

6.2 GSAPI 2 interface
This interface is network API for GSAPI. More detailed explanation will be added.
6.3 GSAPI 3 interface
This interface is for developers to register their game and game items.
6.3.1 Game Registering

If game developer wants to use GSAPI, he/she should register their game through the developer’s site.


[image: image11]
Figure 1: Game Registering 
6.3.1.1 GameRegisterRequest
	Name
	Cardinality
	Data Type
	Description

	Game name
	1
	String
	The game’s name that the developer wants to register

	DeveloperID
	1
	String
	The developer’s ID.

	Game price
	1
	Int
	Game Price

	Game Info.
	1
	Text
	The explanation of the game


Table 1: GameRegisterRequest message

6.3.1.2 GameRegisterRequest
	Name
	Cardinality
	Data Type
	Description

	Result
	1
	Structure
	The Result status of the request


Table 2: GameRegisterResponse message

6.3.2 Game Item Registering

If game developer wants to sell some game item(ex. Character, sword, shield, etc.) he/she can register the items through developer site.


[image: image12]
Figure 1: Game Item Registering 
6.3.2.1 GameItemRegisterRequest
	Name
	Cardinality
	Data Type
	Description

	Item name
	1
	String
	The item’s name that the developer wants to register

	DeveloperID
	1
	String
	The developer’s ID.

	GameID
	1
	String
	Game ID that the item can be available.

	Item info.
	1
	Text
	The explanation of the game item.

	Item Price
	1
	int
	The price of the Game item


Table 1: GameItemRegisterRequest message
6.3.2.2 GameItemRegisterRequest
	Name
	Cardinality
	Data Type
	Description

	Result
	1
	Structure
	The Result status of the request


Table 2: GameItemRegisterResponse message

6.4 GSAPI 4 interface

This interface is network API for developers. More detailed explanation will be.
6.5 GSAPI 5 interface
This interface is for communicate with external billing server.
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Appendix C. Main Usecases
C.1 Ranking
C.1.1 Actors

Game User - John

Game Client

Game Server
C.1.2 usecase

John plays a game.

The game ends.

John wants to save his game score to game bulletine board.

John pushs the ‘send score’ to send his score to game server.

Game client send the score to the game server.

Game server saves the score and other game players can see the score of John.

C.2 Buddy Management

C.2.1 Actors

Game User - John

Game Client

Game Server
C.2.2 Usecase

John wants to share his experience of a game and he wants to have relationship with someone to share game info.

John searchs a buddy with specific search word.

Game Client send the request to the server with query.

Game server response the request with result of buddies’ list.

John can add the buddies to his buddy list.

C.3 Game Comment

C.3.1 Actors

Game User - John
Game Client

Game Server
C.3.2 Usecase

John plays a game.

He wants to leave some comment about the game.

John pushes the comment button of the game.

John writes comment and game client sends the comment to the server.

Other game players can see the comment of John’s
C.4 Messaging

C.4.1 Actors

Game User - John
Game Client

Game Server
C.4.2 Usecase

John wants to send some messages to his buddy.

John chooses the buddy whom he wants to send a message.

John write some messages and push send button.

Game client send the message to the server and the buddy can see the message.
C.5 Match Making

C.5.1 Actors

Game User - John
Game Client

Game Server
C.5.2 Usecase

John wants to play the game with other player.
John choose buddy or ramdom match-making button.

Game client send request to find available player whom can play with John.

Game server sends connection information to John’s game client.

John can play a game with other player
C.6 Buying Game Items

C.6.1 Actors

Game User - John
Game Client

Game Server
C.6.2 Usecase

John wants to buy some item in playing game.
John pushes the ‘buy’ button.

Game client send item information and John’s ID to the server.

Game server request to billing server to payment.

As the result of the payment process, John can enjoy the item.
C.7 Developer’s Game Registering

C.7.1 Actors

Game Developer – Ken
Game Server
C.7.2 Usecase

Ken wants to expand some function for his game through GSAPI service.
Ken registers his game information and get the game ID in the developer’s portal.

Ken adds the authorization key into his game.
He can use GSAPI service.

C.8 Developer’s Game Item Registering

C.8.1 Actors

Game Developer – Ken
Game Server
C.8.2 Usecase

Ken wants to sell some game item to grow his game revenue.
Ken registers game item information to the developer’s portal.
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