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1 Reason for Change

  Usecase  B.6 and B.7    mention metrics function  after interaction that relative to ads,  but the description is somewhat  ambiguous ,for example, when will the IGA-Client report the metrics data, at once or  period ?  Is it necessary for IGA-Client to identify the fraudulence metrics data ?     

So we need to enhance  the corresponding description in those usecases.
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

It is recommended to discuss the contribution and agree with the new context to be included in the RD.
6.
Detailed Change Proposal 
B.6
AD item usecase

B.6.1
Short Description

The game server indicates ad items when game goes to next stage and (pre)downloads to game client. The game client displays the ad items when user plays the game and if user made some interactions with the item, captures the interactions as ad metrics data.

B.6.1.1
Actors


User: A user with a mobile device, who is to be shown an advertisement.


Game Server: A game server is running a game and has game information.


Game Client: A game client has interaction with user and has the interaction information.


IGA Server: An IGA server communicates with game server and has IGA information.


IGA Client: An IGA client interfaces with game client and handles interaction information from game 
client  .

B.6.1.2
Actor Specific Issues

n/a
B.6.1.3
Pre-conditions


Game Client and Game Server are already installed and configured.


Game Client has some relevant game context information (e.g. level of game stage) and sends related information to Game Server.
B.6.1.4
Post-conditions


Game Client categories the item and performs proper actions (e.g. increase game points, revitalize game character, boost speed of game)
B.6.1.5
Normal Flow

1.
User starts the game.

2.
During the game playing, when the game stage changes, Game Client requests Game Servers to deliver next stage information.

3.
Game Server relays the stage information to IGA Server.

4.
IGA Server indicates the next stage has some AD items.

5.
IGA Server delivers the AD item meta data (position, function, etc.) to Game Server.

6.
IGA Server downloads AD item data (e.g. image) to IGA client

7.
Game Server delivers the stage with AD item to Game Client.

8.
Game Client presents the stage.

9.
During User plays game, User makes a choice an item between three game items because it is his/her 
favourite drink.

10.
Game Client collects the interactions from User.

11.
Game Client gives the user interaction to IGA Client.

12.
IGA Client separates AD item metrics from all the user interaction and records the metrics based on policy.

13.
The User ends the stage.

14.
IGA Client may process the metrics data and sends the metrics to IGA Server based on policy, and IGA 
Server may use the information   subsequently when sending adverts to improve the user experience and 
Ad effectiveness,   
Change  2: 

.
B.7 AD Character use case
B.7.1  ASK  \* MERGEFORMAT Short Description

The game client displays AD characters in the middle of game characters list when the user chooses game character.

B.7.1.2  Actors

· User: A user with a mobile device, who is to be shown an advertisement.
· Game Server: A game server is running a game and has game information.
· Game Client: A game client has interaction with user and has the interaction information.
· IGA Server: An IGA server communicates with game server and has IGA information.
· IGA Client: An IGA client interfaces with game client and handles interaction information from game client.
B.7.1.3  Actor Specific Issues

n/a

B.7.1.4  Pre-conditions

· Game Client and Game Server are already installed and configured.
· AD character data have been downloaded before the user starts game.
B.7.1.5  Post-conditions

· Game Client collects game playing information (e.g. playtime of the stage, the character which has taken by user during game) and sends to IGA Client.
B.7.1.6  Normal Flow

1. User starts the game.

2. It is the first time for the user, Game Client lists game characters. In the characters list, there are AD characters are listed as well. They are Super-gum-man, Bat-drink-man and Wonder-chocolate-woman.
3. The user chooses Super-gum-man because it looks good.
4. Game Client captures the user interactions (choice) and sends them to IGA Client.
5. During the game play, Game Client displays the AD character as a game character for the user. If the AD character is a kind of helpers, Game Client displays the AD character as well during the user plays game.
6. The User ends the stage.
7. IGA Client may process the metrics  and sends the user interactions  to IGA Server  based on policy, and  IGA server may  charge the advertisers, and tailor the advertisements content to user’s interests based on those metrics.
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