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1. Scope
(Informative)

The scope of this document is to explain how the SNEW enabler can be used with games. This document explains some scenarios and message examples to use SNEW with games.
2. References

2.1 Normative References
	[GP1.0]
	“Gaming Platform”, Version 1.0, Open Mobile Alliance™, OMA-GamingPlatform-V1_0, URL:http://www.openmobilealliance.org/

	[GSAD]
	“Game Services Architecture”, Version 1.0, Open Mobile Alliance™, OMA-Gaming Architecture-Overview-V1_0, URL:http://www.openmobilealliance.org/


2.2 Informative References
	[ACTIVITYSTREAMS]
	URL: http://activitystrea.ms/

	[ATOM]
	“The Atom Syndication Format”, M. Nottingham et al, December 2005

URL: http://www.ietf.org/rfc/rfc4287.txt

	[OMADICT]
	“Dictionary for OMA Specifications”, Version 2.8, Open Mobile Alliance™,
OMA-ORG-Dictionary-V2_8, URL: http://www.openmobilealliance.org/

	[OPENSOCIAL]
	OpenSocial. URL: http://www.opensocial.org/

	[SNEW]
	Social Network Web Enabler, Version 1.0, Open Mobile Alliance™, URL: http://technical.openmobilealliance.org/Technical/release_program/snew_v1_0.aspx


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

	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; 

	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 player
	The human being (user) who is playing a game.

	Game Server
	A component for providing game service to Game players.
Game server gathers some information from Game player about the game. (The score of a game, game user’s information, game comments)
Also Game server enables to have match-making game between different users.

	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

	GSP
	Game Service Platform

	JSON
	JavaScript Object Notation

	MSISDN
	Mobile Subscriber ISDN Number

	MSN
	Mobile Social Network

	OMA
	Open Mobile Alliance

	SN
	Social Network

	SNS
	Social Network Service

	SSL
	Secure Sockets Layer

	TLS
	Transport Layer Security

	URI
	Uniform Resource Identifier

	URL
	Uniform Resource Locator

	XML
	Extensible Markup Language

	
	


4. Introduction
(Informative)

Nowadays, Social network services became very popular. People can share their photos, comments and news with their friends. And most Social network service providers support Open API for developers to use their resources in 3rd party application.

In the game industry, social networking is very important because many game developers use social networking to stimulate their game and to grow their revenue in the game.

Game players can share the game scores with their friends and the scores can be the motivation of competition. To win other players in the competition, game players need some specific items in the game like ‘sword’ or ‘hammer’.  

And some specific items are needed to achieve a level or a badge in a game. To get the specific item, the game players must send requests to the other players by using SN and the item can be got by the responses of the other players. 
If the game players want to get the item immediately, they must buy the item. 

In this cycle, in-game- purchasement is becoming main revenue of the game developers and SN in the game is becoming more and more important.
This document explains some scenarios and requirements for using SNEW 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.
· 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
4.1 Version 1.0

This Document includes main diagram, main components and service-scenarios for using SNEW in Gaming.
5. Diagram for using SNEW in Gaming
This section explains a main work-flow of using SNEW in Gaming.
5.1 Possible Diagrams
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For using SNEW in game, there are 3 game-related componets and SNEW Server and SNEW Client will be used in games. 
5.2 Functional Components

The game-related components will use SNEW 2 interface mainly but sometimes use SNEW 5 interface for requesting push notification to the SNEW Server.
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.

5.2.3 Game Developer
Game Developers have to register their game to SN Server to access and/or post data to SN.
5.2.4 SNEW Server
The SNEW Server is a SNeW Enabler component resident in the network (outside the device) and is the entry point to the enabler for all the requests coming from an SNEW Client. It represents the central node of an OMA Compliant SN that federates with other OMA Compliant SNs. 
See the detail about the SNEW Server in Section 6.3.1.1 of SNEW ER document [SNEW].

5.2.5 SNEW Client
The SNEW Client is a SNeW Enabler component resident on the device, which enables the user to connect to the SNEW Server of an OMA Compliant SN and interact with users on the same or other OMA Compliant SNs, or on External SNs (if the gateway function is provided by the SNEW Server).

See the detail about the SNEW Client in Section 6.3.1.2 of SNEW ER document [SNEW].
6. Service Scenario
For using SNEW functionalities in a game, the game application MUST be registered in SNEW service.

This uses SNEW 2 interface.

For more details, see App Center Scenario in the Section Appendix B.6 in SNEW ER.
Editor’s note: update reference to the actual normative section related to App Center when available
6.1 Registering a game to SNEW
6.1.1 General Scenario
A Game Developer develops a game and wants to use SN service in his/her own game.

Developer registers the game to the SNEW Server using SN service.

After successful registering of the game application, developer can get an “access key” to access to the SNEW server. 
Game server can post and retrieve messages to/from SNEW server by using the access key.
Editor’s note: update with the actual behaviour defined in App Center when available
6.1.2 Message example
Request

This request posts an app related information to the SNEW server. Before register the App, developer MUST register developer’s information like developer’s name, developer’s contact.

This ‘Registering a game’ scenario use App Center function in SNEW 1.1.

Example code will be added.
Response

This response provides back the the result of App registering.
Example code will be added
6.2 Game Player Login on SN
6.2.1 General Scenario

After download and install a game. Game player wants to log in to the game and be connected with his/her SN account.

Game server authenticates the Game player and then connect 
to the SNEW Server to request access to the SNEW service.

SNEW Server verifies the information of the Game player and sends an access token to Game Server.

Game player can now post messages to the Game player’s SN via Game Server.

6.2.2 Message example

Request

This request gets the Access token for Game server to access to the SNEW on behalf of Game player.

Example code will be added.
Response

This response provides back the Access token related to the Game player.

Example code will be added.
6.3 Load and Save Friend List

6.3.1 General Scenario
After success of getting the access token of a Game player from the SNEW Server, Game server requests the friend list of a Game player.

Game server requests the friend list with the access token and SNEW server responses the Game player’s friend list.

The friend list will be used in game to stimulate game players, mach-making and invitation.

This scenario needs appropriate privacy policy and agreement of the Game player for using his/her private information.

6.3.2 Message example

Request

This request gets the Game player’s friend list from SNEW on behalf of the  Game player.

Example code will be added.
Response

This response provides back the friend list of the Game player.
Example code will be added.
6.4 Invite Friends
6.4.1 General Scenario
Game player wants to invite some friends to the game which he/she enjoys.

Game player sees the friend list in the game application and choose a friend to invite to play with. The friend list was already loaded in the game application by section 6.3 “load and save friend list’ scenario.

Game player touch the button of “invite” and the invitation message will be send to the Game Server. The Game Server saves the message and sends the invitation request to the SNEW Server, which posts the message to the friend’ SN wall.
6.4.2 Message example

Request

This request posts invitation message to the Game player’s friend’s SN wall from the Game Server to the SNEW Server.
Example code will be added.
Response

This response provides back the result of invitation posting.

Example code will be added.
6.5 Score Posting
6.5.1 General Scenario
After a Game player finishes a game, he/she may want to post his/her achievement on his/her SN.

The achievement can be a score or a badge.

When the Game player touches the button to share, Game Server sends the achievement to SNEW Server on behalf of Game player using the access token.

6.5.2 Message example

Request

This request posts the message about the achievement to the SNEW Server on behalf of the Game player.

Example code will be added.
Response

This response provides the result of posting.
Example code will be added.
6.6 Notification for Match-making Game

6.6.1 General Scenario
If Game developer builds a match-making game, the Game player can enjoy the game with his/her friend simultaneously.

For the match-making game, notification for joining to the game is needed. 

When a Game player chooses a friend to enjoy the match-making game, the notification message will be sent to the Game Server.

The Game Server builds a session for the friend and sends request to deliver the notification to the friend via SNEW Server.

When the friend opens the game application, the connection between the Game players is completed.

All connection management of match-making game will be handled in Game Server, not in SNEW Server: the only thing that the SNEW Server does  is to post the message to the counter-part friend.
6.6.2 Message example

Request

This request sends notification message to the Game player’s friend’s SN.
Example code will be added.
Response

This response provides back the result of the request.

Example code will be added.
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