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1. Scope
(Informative)

The scope of this document is to explain how the SNEW can be used in games. This document explains some scenario and data model to use SNEW in games.
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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 [Error! Reference source not found.].

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

3.2 Definitions

	game player
	The human being who is playing 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 simultaneously interact with one another through, or as a necessary part of, the game fiction)

	Device 
	Equipment which is normally used by Users for communications and related activities, however also includes equipment where there is no User present, but the communications to and from the Device use the same communications channels as when used by Users. A Device can be seen as a network entity that is capable of sending and/or receiving information and has a unique device address.  It can act as either a client or a server within a given context or across multiple contexts.  For example, a device can service a number of Clients (as a Server) while being a Client to another Server.

	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 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.

	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.

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

	Service Provider
	An entity that provides and administers Service to a Subscriber and / or User.  The Service Provider may or may not be the provider of the network and content

	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.


3.3 Abbreviations
	API
	Application Programming Interface

	JSON
	JavaScript Object Notation

	MSISDN
	Mobile Subscriber ISDN Number

	MSN
	Mobile Social Network

	NNI
	Network to Network Interface

	OMA
	Open Mobile Alliance

	RCS
	Rich Communication Suite

	RDF
	Resource Description Framework

	RSS
	Really Simple Syndication

	SDO
	Standards Development Organization

	SMTP
	Simple Mail Transfer Protocol

	SN
	Social Network

	SNS
	Social Network Service

	SSL
	Secure Sockets Layer

	TLS
	Transport Layer Security

	UNI
	User to Network Interface

	URI
	Uniform Resource Identifier

	URL
	Uniform Resource Locator

	XML
	Extensible Markup Language

	XMPP
	Extensible Messaging and Presence Protocol


4. Introduction
(Informative)

Nowadays, Social network service became very popular. People can share their photos, comments and news with their friend.

And most Social network service providers support Open API for developers to use their resources in 3rd party application.

In game industry, social network is very important because many games can earn money by using social network service.

In game, the game player can share their game-score and can play the game simultaneously with their friends and even can give and take some game-item. 

This document explains some usecases and necessaties of  how to use social network in game itself. 
This document will also describe and define the following functions and capabilities: 

· Functions of Game Client
· Functions of Game Developer
· Functions of SNEW Enabler.
· Functions of Game Server (Optional)
· Interactivity between Game Developer and SN Enabler
· Interactivity between Game Client and SNEW Enabler
· Interactivity between Game client and Game Server(Optional).
· Interactivity between Game Server and SNEW Enabler(Optional)
4.1 Version 1.0

This Document includes Requirements, Architecture and Technical Spec for using of Social Network in Game.
5. Requirements

This section explains the main requirements for using SN in Game.

5.1 Main Functional Requirements

	Label
	Description
	Release

	SNEW-GAME-xxx
	The SNeW Enabler SHALL allow a user to perform at least the following activities:

· posting a text (e.g. update his status, write a blog post);

· upload a multimedia content (e.g. image, video, audio);

· share a link (e.g. video link, audio link, website link);

· perform check-in (e.g. check-in a place).
Informative Note: additional domain specific activities (e.g. social TV, social gaming) may be defined/supported together with other OMA enablers.
	N/A

	SNEW-GAME-xxx
	The SNeW Enabler SHALL allow a user to perform at least the following reactions on existing activities:

· like;
· share;
· comment.
	N/A

	SNEW-GAME-xxx
	The SNeW Enabler SHALL allow a user to follow/unfollow another user’s activities and reactions on his/her SN.
	N/A

	SNEW-GAME-xxx
	The SNeW Enabler SHALL allow a user to follow/unfollow another user’s activities and reactions on another OMA Compliant SN.
	N/A

	SNEW-GAME-xxx
	The SNeW Enabler SHALL allow a user to perform activities and/or reactions in relation with at least the following entities:

· user;

· content;

· place.
	N/A

	SNEW-GAME-xxx
	The SNeW Enabler SHOULD allow a user to perform activities and/or reactions in relation with at least the following entities:

· group;

· event.
	N/A

	SNEW-GAME-xxx
	The SNeW Enabler SHALL allow a user to be identified through a globally unique identifier across OMA Compliant SNs through the use of at least one of the following form:

· MSISDN;

· Email-like address (user@domain).
	N/A

	SNEW-GAME-xxx
	The SNeW Enabler SHALL allow notifying users (”push”-mode) of activities or reactions they are related to (e.g. friend updates, picture tagging notification, comment received, etc), including activities or reactions from users of other OMA Compliant SNs.
	1.0

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	


6. Diagram for using SN in Game
This section explains a main work-flow of using SNEW in Game.
6.1 Possible Diagram of using Social Network in Game

[image: image3]
6.2 Functional Components

In Game, to use External SN,  there are 4 main components(Game Server is optional).  

6.2.1 Game Client

Game Client delivers   some data gained in a game to the SN Server or Game server.

Game client delivers some data to ths SN Server directly or delivers the data to the SN server via external game server. 

6.2.2 SN Enabler

SN Enabler can give way to get some data from a game and to give some data to the game client or to the game server by API.
6.2.3 Game Developer
Game Developer have to register their game to SN Server to use some data of SN and to post some data to SN.

6.2.4 Game Server(Optional)
If game developers want to manage their own game player’s data, they have to additional game server to save their user’s data. Game client first send some data of a game to the game server and the game server send to the SN Server instead of game client.

7. Service Scenario
7.1 Registering a game to SN Server
7.1.1 General Scenario
A Develper develops a game and she/he wants to use SN service for promoting the game.

She/he has to register the game to the SN Server to use SN resources.
She/he can register the game through SN portal.

7.1.2 Work-flow
First,Game Developer have to register their game to SN Server to use data of SN Server and post data to the SN Server.

[image: image4]
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7.1.3 Data model
7.1.3.1 Game RegisterRequest
	Name
	Cardinality
	Data Type
	Description

	Dev-ID
	1
	String
	The developer ID 

	Dev-name
	1
	String
	The developer’s name

	Dev-Passwd
	1
	String
	The password of  developer  with proper encryption 

	Dev-email
	1
	String
	The Developer’s email address

	Game ID
	1
	String
	The Game ID that the developer made.

	Device OS info.
	1
	integer
	The OS of the Game can be implemented (ex. OS, version)


7.1.3.2 GameRegisterResponse
	Name
	Cardinality
	Data Type
	Description

	Result
	1
	Boolean
	The Result status of the Registering(Success, Fail)

	Access Key
	1
	String
	A access key to access to SN service resources.

	Fail code
	1
	integer
	The code of  failure reason 


7.2 Game User Login

7.2.1 General Scenario
Game player downloads and installs a game from a App store which was registered to SNEW App Center.

Game player logins to SNEW to play the game and enjoy the game with SNEW.

After inputting ID and Password, the user can be logged in SNEW.

7.2.2 Work-flow

[image: image6]
7.2.3 Data Model

7.2.3.1 GameScorePostingRequest
	Name
	Cardinality
	Data Type
	Description

	User-ID
	1
	String
	The user ID of Game player

	User-Password
	1
	String
	The Password of Game player

	Game ID
	1
	String
	The Game ID that the user plays

	Access key
	1
	String
	The Access Key to access to the SN resources.


7.2.3.2 GameScorePostingResponse
	Name
	Cardinality
	Data Type
	Description

	Result
	1
	Boolean
	The Result status of the Registering(Success, Fail)

	Fail code
	1
	integer
	The code of  failure reason 


7.3 Game Score posting
7.3.1 General Scenario
7.3.2 Work-flow

After enjoying a game, game user can post their score of the game to the SN Server.
Game Client sends the score to the SN Server directly or via game server. Game server will be needed if a game developer wants to manage their own game user’s data independently.

[image: image7]
7.3.3 Data model
7.3.3.1 GameScorePostingRequest
	Name
	Cardinality
	Data Type
	Description

	User-ID
	1
	String
	The user ID of Game player

	GameScore
	1
	Integer
	The Score of Game player

	Game ID
	1
	String
	The Game ID that the user plays

	Access key
	1
	String
	The Access Key to access to the SN resources.


7.3.3.2 GameScorePostingResponse
	Name
	Cardinality
	Data Type
	Description

	Result
	1
	Boolean
	The Result status of the Registering(Success, Fail)

	Fail code
	1
	integer
	The code of  failure reason 


7.4 Showing the Game Score and Ranking
7.4.1 General Scenario
Game Player A wants to see the score and ranking of the game.

Game player A touches the ranking button.

SN Server retrieves scores of the game player’s friend’s and high score of the game.

(Generally, the ranking list as the score will be calculated in the Game Server or in the Game Client. )

7.4.2 Work-flow

After enjoying a game, game user can post their score of the game to the SN Server.
Game Client sends the score to the SN Server directly or via game server. Game server will be needed if a game developer wants to manage their own game user’s data independently.

[image: image8]
7.4.3 Data model
7.4.3.1 GameScorePostingRequest
	Name
	Cardinality
	Data Type
	Description

	User-ID
	1
	String
	The user ID of Game player

	Game ID
	1
	String
	The Game ID that the user plays

	Access key
	1
	String
	The Access Key to access to the SN resources.


7.4.3.2 GameScorePostingResponse
	Name
	Cardinality
	Data Type
	Description

	Result
	1
	Boolean
	The Result status of the Registering(Success, Fail)

	Fail code
	1
	integer
	The code of  failure reason 

	Score List
	0--1
	Enum
	The data list of Game score

	
	
	
	


7.4.3.3 Game Score List(Enum)
	Name
	Cardinality
	Data Type
	Description

	UserID
	1
	String
	UserID of a user 

	UserName
	1
	String
	The name of a user 

	Score 
	1
	integer
	The score of a user


7.5 Friend Invitation
7.5.1 General Scenario
Game Player A wants to enjoy a game with his/her friend. 

He/She selects a friend and send invitation to the friend.

The friend who was invited by Game player A can see a notification.

If the friend didn’t install the game, the friend will go to appropriate app store to download the game.
If the friend already installed the game, the friend can open the game directly.

This function can be used not only for simple invitation but only for match-making upon game developer’s intent.

7.5.2 Work-flow

After enjoying a game, game user can post their score of the game to the SN Server.
Game Client sends the score to the SN Server directly or via game server. Game server will be needed if a game developer wants to manage their own game user’s data independently.

[image: image9]
7.5.3 Data model
7.5.3.1 InvitatationRequest
	Name
	Cardinality
	Data Type
	Description

	User-ID
	1
	String
	The user ID of Game player

	Friend-ID
	1
	String
	The friend of the Game player

	Game ID
	1
	String
	The Game ID that the user plays

	Access key
	1
	String
	The Access Key to access to the SN resources.


7.5.3.2 GameScorePostingResponse
	Name
	Cardinality
	Data Type
	Description

	Result
	1
	Boolean
	The Result status of the Invitation(Success, Fail)

	Fail code
	1
	integer
	The code of  failure reason 
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