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1 Reason for Change

In the 

section 5.2 of WP-SNeW_in_Gaming, explanation about components should be more clarified.
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 to section 5.2.
6 Detailed Change Proposal

Change 1 : Change the explanation for Components. 
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5.2.1 Game Client

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

In this document, the Game client has 5 main functionalities.

1. First, game client sends user’s information (e.g. email, password) for authentication and get access key to the Game server. 
Game server save those user’s information and then, requests authorization to the SNEW server
SNEW Server verifys the user’s information and provide the access token for access to the SNEW service via the Game Server.
Game Server provides the result of authentication/authorization to the Game Client.
Now, Game players can post and get some messages to/from their account of a SNEW service by using that access token.

2. Using that access token, Game Server can get the friends list of the game player’s. Hence the Game service provider MUST get agreement from game player for accessing this information.

3. After the game player finishes a game, a score or achievement can be posted to the game player’s SN account. The score and achievement message will be sent to the SNEW server by the Game Server.

4. If a Game player wants to add a game friend to play with from the Game player’s SN, he/she can invite a friend from his/her friend list. The invitation request will be sent to the Game Server and the Game Server will in turn request to post the messages to the Game player’s SN.

5. If a Game player wants to play with a friend in match-making based game, he/she can send invitation message to that friend using the same mechanisms
5.2.2 Game Server

Game Server relays the messages from Game player to SNEW server., or generates messages automatically based on some internal game logic.
Generally, Game Server saves Game player’s information or messages like Game player’s SN identity, friend list, posted messages.
5.2.1 Game Client
Game Client is a component resident on the device, which enables the game user to connect to the Game Server.
Game Client is responsible for interacting with Game Server to send messages from Game Application and to receive some messages from Game Server.
When the Game Application requests to posting or getting data, the Game Client sends that requests to the Game Server.
5.2.2 Game Server
Game Server relays the messages from Game Client to SNeW Server, or generates messages automatically based on some internal game logic. The automatically-generated message will be sent to SNeW Server also.
Game Server accesses to SNeW Server by using SNeW 2 interface and by using network API.

When Game Server relays some messages from Game Client by request of Game Application, the Application SHOULD be registered to SNeW Server beforehand. 
See the detail about ‘registering application’ in Section 7.2.4 of SNeW ER document.
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