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1 Reason for Change

This CR explains interactions between components like below. They are not defined in the white paper yet.

- Interaction between Game Developer and SNeW Server

- Interaction between Game Client and Game Server

- Interaction between Game Server and SNeW Server
- interaction between SNeW Server and SNeW Client
2 Impact on Backward Compatibility
N/A
3 Impact on Other Specifications

N/A
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

Put this explanation about interactions explanation  into the white paper.
6 Detailed Change Proposal

Change 1 : Add Interaction explanation to Section 5 
5.3 Interactions between Components
There are 4 major interactions for using SNeW in gaming.
5.3.1 Interaction between Game Client and Game Server
This interaction is first step for using SNeW in gaming. This interaction can be used for delivering below activity information to the Game Server.

· User’s login information 

To play the game using SNeW, the user must send his/her login information to the Game Server.
All of information like email, password SHOULD be encrypted and be sent to the Game Server.
· User’s game score

 if there is a score to be posted after game play, the score can be sent to the Game Server.

Game Client can send game score by using this interface.
· User’s invitation to the game for friend

If a user wants to invite his friend to a game which he/she play, the user send invitation message to the friend.
Game Client sends inviter’s email and invitee’s email.
· User’s match-making request to a friend

If a user wants to play the game with other friend simultaneously, the request for the notification will be sent to the Game Server.

Game Client sends inviter’s email and invitee’s email. 

· User’s friend invitation.

If a user wants to add his friend to the game buddy list, Game Client sends the request for adding the friend to the game buddy list.
5.3.2 Interaction between Game Server and SNeW Server

All kinds of activities from Game Client can be relayed by Game Server to the SNeW Server. Game Server sends activities to the SNeW Server with other needed information about the game.
The Game SHOULD be registered to the Game Server previously.

5.3.2.1 In case of User login
Game Server sends information to the SNeW Server like below :

· Game user’s email

· Game user’s password(encrypted)

· Game ID and Authentication Key 

Game ID and authentication Key can be  acquired after register the game to the SNeW Server by using interface SNeW 2.

SNeW server will retrieve the game user’s access token as the response of the request from Game Server.
5.3.2.2 In case of posting game score
Game Server sends information to the SNeW Server like below :
· Game user’s email

· Game user’s game score

· Game ID and authentication key

· Game user’s access token
SNeW server will retrieve the result of the request from Game Server.
5.3.2.3 In case of invitation to a game for a friend
Game Server sends information to the SNeW Server like below :

· Game user’s email

· Invitee’s email

· Game ID and Authentication Key 

SNeW server will retrieve the result of the request from Game Server.
5.3.2.4 In case of notification request for playing game simultaneously
Game Server sends information to the SNeW Server like below :

· Game user’s email

· Game user’s counterpart’s email
· Game ID and Authentication Key 

SNeW server will retrieve the result of the request from Game Server.
5.3.2.5 In case of friend invitation

Game Server sends information to the SNeW Server like below :

· Game user’s email

· Invitee’s email
· Game ID and Authentication Key 

SNeW server will retrieve the game user’s access token as the response of the request from Game Server.
5.3.3 Interaction between SNeW Server and SNeW Client

If Game Server requests push notification for match-making to the SNeW Server, SNeW Server sends the notification to the SNeW Client.
This interaction is defined in the SNeW 5 interface.

5.3.4 Interaction between Game Developer and SNeW Server

If a Game Developer wants to use SNeW functionalities he/she have to register the game to the SNeW Server.
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