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Unless this document is clearly designated as proapd specification, this document is a work iogass, is not an
approved Open Mobile Alliance™ specification, agdlbject to revision or removal without notice.
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1. Scope (Informative)

This Requirement Document (RD) contains use casgslafines the requirements for the IGA (In-Gameétising)
Enabler. The following areas will be covered irstRD:

e In-game advertising models
e Gamer Interactivity of Advertisements
e Game advertising Metrics

The IGA Enabler will reuse as much as possibletiexjgechnologies. Some requirements may be coveyether OMA
Enablers.

[0 2010 Open Mobile Alliance Ltd. All Rights Reserved.
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2.1 Normative References
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URL:http://www.ietf.org/rfc/rfc2119.txt
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[OMADICT] “Dictionary for OMA Specifications”, Version 2.8,g@n Mobile Alliance™,
OMA-ORG-Dictionary-V2_8, URL:http://www.openmobiltiance.org/

[OMA-GS] "Mobile Game Services", Open Mobile Alliance WYA-RD_Game-Services-V1,0
URL.: http://www.openmobilealliance.org/
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3. Terminology and Conventions

3.1 Conventions

The key words “MUST”, “MUST NOT", “REQUIRED”, “SHAL", “SHALL NOT", “SHOULD", “SHOULD NOT",
“RECOMMENDED?”, “MAY”, and “OPTIONAL” in this documat are to be interpreted as described in [RFC2119].

All sections and appendixes, except “Scope” anttébfuction”, are normative, unless they are exgpiéhdicated to be
informative.

3.2 Definitions

IGA-Client In-game advertising client-side entity which migletpart of game client. It interacts with gamerdliand
IGA Server, performs functions such as: obtainipgrapriate ads from IGA Server and Ad engine, and
delivering them to game client, collecting of useesponse from game client, providing metricsteela
feedback to IGA Server and Ad engine.

IGA-Server In-game advertising server-side entity which migétpart of game server. It provides Ads to the IGA-
Client and provides Ads meta data to game serveollects and processes Ad Metrics data related to
impressions during a game, and delivers those Adliddedata to Ad server.

Game-Server See definition in [OMA-GS]
Game-Client See definition in [OMA- GS]
Ad engine See definition in [OMA-MobAD-RD]
Ad server see definition in [OMA-MobAD-RD]

3.3 Abbreviations

OMA Open Mobile Alliance
IGA In-Game Advertising
IGA-C IGA Client

IGA-S IGA Server

BGM Background Music

[0 2010 Open Mobile Alliance Ltd. All Rights Reserved.
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4. Introduction (Informative)

The rapid growing of online media actually estdisid all aspects of people’s life which reflectedlhs real world and more
and more virtual media patterns are being cre#@k#inds of media are seeking creative forms thiage better
advertisement effect.

IGA is advertising placing into on-line game; itoa¥s gamers to interact with your brand as pathefgame play. IGA aims
to explore more vivid, experiential environmentslioands to reach an accurate and specific tatghkéace. It is in and of
itself a creativity advertisement form. As the ttixhal media's effective supplement, IGA transnaitivertising info through
game, which is one way in the online game mediddwvor

IGA has its advantages in online media accorditghhe following:

* Feasibility of interactive marketing: The real ir#tetion between gamers and brand message, in-gaanaels offer
a unigue way to change gamer’s behavior by inggtilor-made contents or tasks. In-Game Ad abagd dine
coldly blunt way of feeding Ad info. It takes gamg a media, lets the audiences experience the briamchation
in the game, through interaction links such as g scenes, etc., and successfully involvesutiierce in a
deep emotion exchange with the brand.

* Possibility of tracking: Since the online game bwith database tracking system, so the advertigagh and
frequency rates can be measured in real time bygarlishers itself. It's possible for a third patriacking report
for advertisers

¢ Higher effectiveness: The brand massage can lrbdistd or displaced at any scene by anytime.

4.1 Version 1.0

IGA 1.0 release considers the following functiotyali

* In-game advertising models
- Adinventory models, e.g. background Ad-image, Adge stage, Ad-BGM (Background Music), etc.
- Metadata for the inventory models
- Interface between IGA Client and IGA Server
* Ads handling in game:
- Ad-metrics, separate from game-metrics
- Related metadata
- Interface between IGA and other related enablers

* Best-practice and cases for in-game advertisingo stimulate the market adaptation, it shouleéaesh the current technology,
market status, best-practice and case. In addiD®&fA provides well-documented guidance to potents#rs of IGA such as
operators, solution vendors and game developers.

[0 2010 Open Mobile Alliance Ltd. All Rights Reserved.
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5. IGA release description (Informative)

The IGA can provide abstraction for game develdpen advertisement-related consideration. Anotligective of IGA is
defining related functionalities which enable thedels and focus on game-Ad specific use caseswanatidnalities which
could not be covered by other OMA enablers.

IGA release 1.0 covela-game advertising models, Ads handling in game, &t-practice and cases for in-game
advertising.

5.1 End-to-end Service Description

In-Game Advertising (IGA) aims to integrate theheclogies of game and advertisement. This enalileallow service
providers to provide games that are enriched witpeted advertising, integrating the user expedédtianks to the
interworking between Game Client and IGA Clienttbe device, and Game Server and IGA Server ongheark side).
The integration of game and advertising will allawoiding bothering users or interrupting game \tlith Ads.

From the developers’ point of view, IGA will allote develop games that can easly interwork with kK3®bler and then
enable those games to be “means” to deliver adusgtinformation to final users.

[0 2010 Open Mobile Alliance Ltd. All Rights Reserved.
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6. Requirements (Normative)

6.1 High-Level Functional Requirements

6.1.1 Interaction between IGA Client and IGA Server

Label Description Release
IGA Enabler SHOULD provide interface between IGAvg&e and IGA Client. IGA 1.0

IGA-ICS-001

IGA Server SHOULD provide a means to deliver AD temts to the IGA Client such IGA 1.0
as:

- background Ad image
IGA Client SHOULD provide means to receive Ad carttéata from IGA Server IGA 1.0
such as:

- Ad character

- Ad item with extra Ad game

- extra Ad game

- Ad image of a product and info on the placeménhis image
IGA Server SHOULD provide a means to indicate téIGlient that Ad contents are IGA 1.0
not available based on the preparation policy.
IGA Client SHOULD provide means to receive Ad carttéata from IGA Server IGA 1.0
such as:

- inter-stage Ad
IGA Client SHOULD provide means to receive Ad contéata from IGA Server IGA 1.0
such as:

- progress bar
IGA Client SHOULD provide means to receive Ad contéata from IGA Server IGA 1.0
such as:

- Ad sound effect
IGA Client SHOULD provide means to receive Ad contéata from IGA Server IGA 1.0
such as:

- Ad BGM (background music)
IGA-ICS-009 IGA Server MAY provide a means to prepare defawdltcdntents. IGA 1.0

IGA-ICS-002

IGA-ICS-003

IGA-ICS-004

IGA-ICS-005

IGA-ICS-006

IGA-ICS-007

IGA-ICS-008

IGA-ICS-010 IGA Client SHOULD provide means to send Ad metdesa to IGA Server. IGA 1.0

IGA Client SHOULD provide means to send informatioriGA Server which is IGA1.0
related to specific advertising model such as:

- Ad character
- game score of extra Ad game

IGA-ICS-011

Table 1: Interaction between IGA Client and IGA Sewver Requirements

6.1.2  Functionality of IGA Client

Label Description Release

IGA-CLI-001 IGA Client SHOULD provide means to segiez Ad metrics from all the user IGA 1.0
interaction within game playing which include:

- selected Ad item
- selected Ad character

[0 2010 Open Mobile Alliance Ltd. All Rights Reserved.
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IGA-CLI-002 IGA Client SHOULD provide means to seai@ Ad metrics from all the user IGA 1.0
interaction within game playing which include:
- time of Ad BGM played
IGA-CLI-003 IGA Client MAY provide means to recoft! metrics data, for example, time of IGA 1.0
progress bar display.
Table 2: Functionality of IGA Client Requirements
6.1.3 Functionality of IGA Server
Label Description Release
IGA-SRV-001 IGA Server SHOULD provide means to ntain stage information which is related IGA 1.0
to specific advertising model such as:
- inter-stage Ad
IGA-SRV-002 IGA Server SHOULD provide means to ntain stage information which is related IGA 1.0
to specific advertising model such as:
- Ad item
Table 3: Functionality of IGA Server Requirements
6.1.4 Interaction between IGA Server and Game Server
Label Description Release
IGA-IGS-001 IGA Enabler SHOULD provide interfacetlveen IGA Server and Game Server. IGA 1.0
IGA-IGS-002 IGA Server SHOULD provide a means tosige data from Game Server such as:| IGA 1.0
- game stage information (information on the stidigeGamer is a playing)
IGA-IGS-003 IGA Server SHOULD provide a means ttivee Ad contents to the Game Server | IGA 1.0
such as:
- Ad shape stage (a particular game stage thatiosnfd data and for this reason it
is named “Ad shape” stage)
IGA-IGS-004 IGA Server SHOULD provide a mechanisnteliver Ad contents-related meta-dafaGA 1.0
to Game Server for further use, e.g. collectingndetrics data such as:
- position and function for Ad item
Table 4: Interaction between IGA Server and Game Seer Requirements
6.1.5 Interaction between IGA Client and Game Client
Label Description Release
IGA-IGC-001 IGA Enabler SHOULD provide interfacettveen IGA Client and Game Client. IGA 1.0

[0 2010 Open Mobile Alliance Ltd. All Rights Reserved.
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IGA-IGC-002 IGA Client SHOULD provide a means tdider Ad contents to the Game Client. | IGA 1.0
The delivered data SHOULD be one of the follows:
- background Ad image
- Ad sign
- Ad item
- Ad character
- extra Ad game
- Ad image of a product and info on the placemédthis image

IGA-IGC-003 IGA Client SHOULD provide means to dei Ad contents to the Game Client sucghlGA 1.0
as:
- inter-stage Ad

IGA-IGC-004 IGA Client SHOULD provide means to deli Ad contents to the Game Client suchlGA 1.0
as:
- progress bar

IGA-IGC-005 IGA Client SHOULD provide means to dei Ad contents to the Game Client suchlGA 1.0
as:
- Ad sound effect

IGA-IGC-006 IGA Client SHOULD provide means to de&li Ad contents to the Game Client sughlGA 1.0
as:
- Ad BGM (background music)

IGA-IGC-007 IGA Client SHOULD provide a means ta game information from Game Client | IGA 1.0
such as:
- in-game position of the user
- user taken item
- user taken character
- user position within game.

IGA-IGC-008 IGA Client SHOULD provide a means talicate to Game Client that Ad contents | IGA 1.0
are not available.

IGA-IGC-009 IGA Client MAY provide a means to prepdor default Ad contents. IGA 1.0

IGA-IGC-010 The IGA Client SHALL be able to obtaimetrics data from Game Client, such as: | IGA 1.0
a.Context it was presented in
b.Customer interactions with the Ads

IGA-IGC-011 IGA Client SHOULD provide means to re@meta-data for an Ad item from the | IGA 1.0
Game Client.

Table 5: Interaction between IGA Client and Game Gkent Requirements
6.1.6 Interaction with OMA MobAd enabler
Label Description Release

IGA-MAD-001 IGA Enabler SHOULD provide interface teeen IGA Client and Ad Engine of IGA 1.0
OMA MobAd enabler.

IGA-MAD-002 IGA Client SHOULD provide a means tacatve Ad contents from Ad Engine basegdiGA 1.0
on subscription or request.
The AD contents MAY include Ad sign.

Table 6: Interaction with OMA MobAd enabler Requirements

[0 2010 Open Mobile Alliance Ltd. All Rights Reserved.
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6.1.7  Security

Label Description Release
IGA-SEC-001 The IGA Enabler SHALL support meangntify fraudulent Ad metrics. IGA 1.0

Table 7: High-Level Functional Requirements — Seclty Items

6.1.7.1 Authentication

Label Description Release

IGA-AUT-001 | The IGA Enabler SHALL support mechanisto authenticate Principals attempting tolGA 1.0
request Ads and report Ad metrics.

Table 8: High-Level Functional Requirements — Authatication Items

6.1.7.2 Authorization

Label Description Release

IGA-ATZ-001 | The IGA Enabler SHALL support mechansto authorize Principals attempting to | IGA 1.0
request Ads and report Ad metrics.

Table 9: High-Level Functional Requirements — Authoization Items

6.1.7.3 Data Integrity
Label Description Release
IGA-DIN-001 | The IGA Enabler SHOULD support dataegtity protection of the Ad metrics. IGA 1.0

Table 10: High-Level Functional Requirements — Datantegrity Iltems

6.1.7.4 Confidentiality
Label Description | Release

IGA-CON-001 The IGA Enabler SHOULD support confitiatity protection for data collected fromIGA 1.0
the user for the purpose of Advertisement.

Table 11: High-Level Functional Requirements — Conflentiality Items

6.1.8 Charging

Label Description Release
IGA-CHG-001 IGA Enabler SHALL support the Game Rdey to charge advertisers based on the IGA 1.0
collected metrics data.
IGA-CHG-002 IGA Client SHOULD be able to analysedaefine collected metrics data based on| IGA 1.0
the charging policy and report them to IGA Seneeg(, with the scope of metrics
validation, in order to filter some fake metrics).

Table 12: Charging Requirements

6.1.9 Administration and Configuration
No requirements identified.

6.1.10 Usability

Label Description Release

IGA-USA-001 IGA Enabler MAY provide means to skiplAhape stage such as skip button, skip IGA 1.0
icon and skip item.
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IGA-USA-002 IGA Enabler MAY provide means to stojpying Ad content such as stop button, | IGA 1.0
stop icon and stop item.

IGA-USA-003 The IGA Enabler SHOULD support the ealing of user’s response, such as IGA1.0
selecting Ad sign, Ad item, clicking and viewingdaeceived Ad.

Table 13: Usability Requirements

6.1.11 Interoperability
No requirements identified.

6.1.12 Privacy

Label Description Release

IGA-PRI-001 IGA Server SHOULD provide means to riesthe integrated Ads with game IGA 1.0
regarding of the players age.

Table 14: Privacy Requirements

6.2 Overall System Requirements

No requirements identified.
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Appendix B. Use Cases (Informative)

B.1 Background AD image usecase
B.1.1 Short Description

During Game Client displays game screen, the cliequiests IGA Client to deliver background image.

B.1.1.1 Actors

e User: A user with a mobile device, who is to beveh@n advertisement.

e Game Server: A game server is running a game anddrae information.

* Game Client: A game client has interaction withrus®l has the interaction information.
* |GA Server: An IGA Server communicates with gameveeand has IGA information.

* |GA Client: An IGA Client interfaces with game dlieand handles interaction information from ganient!
B.1.1.2 Actor Specific Issues
N/A

B.1.1.3 Pre-conditions

* Game Client and Game Server are already instafiddcanfigured.

e Game Client has some relevant game context infeomét.g. level of game stage) and sends relafednration to
Game Server.

B.1.1.4 Post-conditions
N/A

B.1.1.5 Normal Flow
1. User starts the game.

2. During the game playing, when the game stage clsai@gme Client requests next stage informationam&
Server.

3. Game Server relays the stage information to IGA/&elGA Server indicates the next stage has adrackd AD
image.

IGA Server delivers the background AD image to IGlent.
Game Server delivers the stage information to G@lieant.

Game Client uses background image from IGA Clienémpresents the game stage.

N o s

During User plays game, User indicates the backgitdanmnage is a new product of his/her favourite kirin
8. The User ends the stage.
B.1.1.6 Alternative Flow 1

In case the background AD image is not prepared, $8rver delivers default image for the game. Théliebe no
step 4), 5), 6) and 7).

B.1.2 Market benefits

e User: Can be shown relevant, fresh advertisememénplaying game.
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e Game Server: No need to managing advertisementialeiad related actions.
e Game Client: Would be simple to develop even thaughs complex type of AD method.
* |GA Server: Can successfully manage Ads regardiegame type.

* |GA Client: get User interactions without combiniggme logic.

B.2 Stage AD shape usecase
B.2.1 Short Description

The game server indicates ad stage when game @oesttstage and (pre)downloads stage shape to game

B.2.1.1 Actors

e User: A user with a mobile device, who is to beveh@n advertisement.

* Game Server: A game server is running a game amddrae information.

* Game Client: A game client has interaction withrus®l has the interaction information.
* |GA Server: An IGA Server communicates with gameveeand has IGA information.

* |GA Client: An IGA Client interfaces with game alieand handles interaction information from ganient!
B.2.1.2 Actor Specific Issues
N/A

B.2.1.3 Pre-conditions

e Game Client and Game Server are already instafiddcanfigured.

e Game Client has some relevant game context infeomét.g. level of game stage) and sends relafednration to
Game Server.

B.2.1.4 Post-conditions

Game Client collects game playing information (@lgytime of the stage, the items which have tdikenser during
game) and sends to IGA Client.

B.2.1.5 Normal Flow
1. User starts the game.

2. During the game playing, when the game stage clsa@gme Client requests Game Servers to deliverstege
information.

Game Server relays the stage information to IGA/&er
IGA Server indicates the next stage is a AD shégpges
IGA Server delivers the AD shape stage to Gameeserv
Game Server delivers the AD shape stage to GareetCli
Game Client presents the AD shape stage.

During User plays game, User indicates the shapieig&tage is look like his /her favourite drink.

© ©® N o O &> W

The User ends the stage.
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B.2.1.6 Alternative Flow 1

In case AD shape stage is not prepared, Game Siglreers default stage or move to the next stddleeoAD shape
stage. There will be no step 5), 6), 7), and 8).

B.2.1.7 Alternative Flow 2

In case User doesn’t want to play AD shape stdgeetmay be a method to skip the stage such adskign or skip
icon. There will be no step 8).

B.2.2 Market benefits

e User: Can be shown relevant, fresh advertisememésplaying game.

e Game Server: No need to managing advertisementialeiad related actions.

e Game Client: Would be simple to develop even thatghs complex type of AD method.
* |GA Server: Can successfully manage Ads regardlegame type.

* IGA Client: get User interactions without combiniggme logic.

B.3 AD signh usecase
B.3.1 Short Description

During game playing, Game Client requests IGA Glierdeliver AD sign image.

B.3.1.1 Actors

e User: A user with a mobile device, who is to beveh@n advertisement.

* Game Server: A game server is running a game anddrae information.

e Game Client: A game client has interaction withrues®l has the interaction information.

* |GA Server: An IGA Server communicates with gameveeand has IGA information.

* |GA Client: An IGA Client interfaces with game alieand handles interaction information from ganent!

B.3.1.2 Actor Specific Issues
N/A

B.3.1.3 Pre-conditions

* Game Client and Game Server are already instafiddcanfigured.

e Game Client has some relevant game context infeomét.g. level of game stage) and sends relafednration to
Game Server.

* IGA Client prepares AD sign contents before makpiest it by Game Client.
B.3.1.4 Post-conditions
N/A.
B.3.1.5 Normal Flow
1. User starts the game.

2. During the game playing, when the AD sign woulddisplayed, Game Client sends the request for ARerts to
IGA Client.
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3
4.
5
6

7.

IGA Client send the AD contents to Game Client..

Game Client displays the AD contents on the AD sign

During User plays game, User indicates the AD sidks about a new product of his/her favourite klrin
Game Client sends User position to IGA Client.

IGA Client indicates the User is passed the signatby handling the position.

B.3.1.6 Alternative Flow 1

In case the AD sign image is not prepared, IGA€lgelivers default image for the sign. There wélno step 5).

B.3.2 Market benefits

B.4

User: Can be shown relevant, fresh advertisemeneylaying game.

Game Server: No need to managing advertisementiadatad related actions.

Game Client: Would be simple to develop even thatigas complex type of AD method.
IGA Server: Can successfully manage Ads regaradiegame type.

IGA Client: get User interactions without combiniggme logic.

AD splash usecase

B.4.1 Short Description

While a user open a game, put a certain ad asc@wmel sign. While a user close a game, put a ceathas a

goodbye sign.

B.4.1.1 Actors

User: A user with a mobile device, who is to beveh@n advertisement.

Game Server: A game server is running a game anddrae information.

Game Client: A game client has interaction withrus®d has the interaction information.
IGA Server: An IGA Server communicates with gameveeand has IGA information.

IGA Client: An IGA Client interfaces with game dfieand handles interaction information from gamentl

B.4.1.2 Actor Specific Issues

N/A

B.4.1.3 Pre-conditions

Game Client and Game Server are already instatldccanfigured.

B.4.1.4 Post-conditions

N/A.

B.4.1.5 Normal Flow

1.
2.

User opens a game

IGA Client requests IGA Server to push certairetét, like motor manufacturer, computer produder,te acting
as a welcome sign while game starting.
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User presses any button.
User joins in the mobile game.

User closes the game client.

3
4
5
6. IGA Clinet requests IGA Server to push certairetdtl as a goodbye sign.
7. IGA Client displays the goodbye sign.

8. IGA Server records this as a reference to discountetrics.

9

User presses any button, ends game and stops teshianging.

B.4.2 Market benefits

e User: Feels a more effective game.

e Game Server: No need to managing advertisementialeiad related actions.

e Game Client: Would be simple to develop even thatghs complex type of AD method.
* |GA Server: Can successfully manage Ads regardlegame type.

* IGA Client: get User interactions without combiniggme logic.

B.5 Click and Play AD usecase
B.5.1 Short Description

While user playing a game, put an ad button onri@icearea in user’s screen, only user click (@sprdown) ad play
button, IGA Client requests IGA Server pushes geidd to user’'s screen.

B.5.1.1 Actors

e User: A user with a mobile device, who is to beveh@n advertisement.

* Game Server: A game server is running a game anddrae information.

e Game Client: A game client has interaction withrues®l has the interaction information.
* |GA Server: An IGA Server communicates with gameveeand has IGA information.

* |GA Client: An IGA Client interfaces with game alieand handles interaction information from ganient!
B.5.1.2 Actor Specific Issues
N/A
B.5.1.3 Pre-conditions
Game Client and Game Server are already instatiddcanfigured.
B.5.1.4 Post-conditions
N/A.
B.5.1.5 Normal Flow
1. When auser is playing a game, IGA only place ahuwdtbn at certain area in the end user’s screen..
2. The user clicks (or press down) the ad play button.

3. IGA Client request the IGA Server to push certais t the end user.
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4. The certain ad is played on the end user’s screen.
5. Toresume game, IGA Client sends back a messd@t&erver to confirm the end of ad playing.

6. Record this clicking, as a reference for discounhetrics, etc.

B.5.2 Market benefits

e User: Can be shown relevant, fresh advertisememésyplaying game.

e Game Server: No need to managing advertisementialaeiad related actions.

e Game Client: Would be simple to develop even thaubghs complex type of AD method.
* |IGA Server: Can successfully manage Ads regardlegame type.

* |GA Client: get User interactions without combiniggme logic.

B.6 AD item usecase
B.6.1 Short Description

The game server indicates ad items when game goest stage and (pre)downloads to game client.glinee client
displays the ad items when user plays the gaméf asdr made some interactions with the item, cagstthe
interactions as ad metrics data.

B.6.1.1 Actors

e User: A user with a mobile device, who is to beveh@n advertisement.

e Game Server: A game server is running a game anddrae information.

* Game Client: A game client has interaction withrus®l has the interaction information.
* |GA Server: An IGA Server communicates with gamereeand has IGA information.

* |GA Client: An IGA Client interfaces with game alieand handles interaction information from ganient!
B.6.1.2 Actor Specific Issues
N/A

B.6.1.3 Pre-conditions

e Game Client and Game Server are already instafiddcanfigured.

¢ Game Client has some relevant game context infeomé#ét.g. level of game stage) and sends relafednration to
Game Server.

B.6.1.4 Post-conditions

Game Client categories the item and performs prapg&ons (e.g. increase game points, revitalizeegelnaracter,
boost speed of game)

B.6.1.5 Normal Flow
1. User starts the game.

2. During the game playing, when the game stage clsa@gme Client requests Game Servers to deliverstege
information.

3. Game Server relays the stage information to IGA/&er

4. IGA Server indicates the next stage has some AbDste
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IGA Server delivers the AD item meta data (positimmction, etc.) to Game Server.
IGA Server downloads AD item data (e.g. image)G& IClient

5
6
7. Game Server delivers the stage with AD item to Gaxtient.
8. Game Client presents the stage.

9

During User plays game, User makes a choice anbetmeen three game items because it is his/heufag
drink.

10. Game Client collects the interactions from User.

11. Game Client gives the user interaction to IGA Qlien

12. IGA Client separates AD item metrics from all treeninteraction and records the metrics.
13. The User ends the stage.

14. IGA Client sends the metrics to IGA Server.

B.6.1.6 Alternative Flow 1

In case AD item is not prepared, IGA Server debwefault data. There will be no step 5), 6), J)19), 11), 12) and
14).

B.6.2 Market benefits

e User: Can be shown relevant, fresh advertisememénplaying game.

e Game Server: No need to managing advertisementialeiad related actions.

e Game Client: Would be simple to develop even thaufghs complex type of AD method.
* |IGA Server: Can successfully manage Ads regardlegame type.

* |GA Client: get User interactions without combiniggme logic.

B.7 AD Character usecase
B.7.1 Short Description

The game client displays AD characters in the neddlgame characters list when the user chooses gharacter.

B.7.1.1 Actors

e User: A user with a mobile device, who is to beveh@n advertisement.

* Game Server: A game server is running a game amddmae information.

e Game Client: A game client has interaction withrumed has the interaction information.

* IGA Server: An IGA Server communicates with gamereeand has IGA information.

* |GA Client: An IGA Client interfaces with game dlieand handles interaction information from ganient!

B.7.1.2 Actor Specific Issues
N/A

B.7.1.3 Pre-conditions

e Game Client and Game Server are already instafiddcanfigured.
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e AD character data have been downloaded beforesyestarts game.
B.7.1.4 Post-conditions

Game Client collects game playing information (@lgytime of the stage, the character which hasrtdly user
during game) and sends to IGA Client.

B.7.1.5 Normal Flow
1. User starts the game.

2. ltis the first time for the user, Game Clientdigiame characters. In the characters list, therdBrcharacters are
listed as well. They are Super-gum-man, Bat-drirdarand Wonder-chocolate-woman.

3. The user chooses Super-gum-man because it looks goo
4. Game Client captures the user interactions (cha@ind)sends them to IGA Client.

5. During the game play, Game Client displays the ABracter as a game character for the user. If hetaracter
is a kind of helpers, Game Client displays the Aaracter as well during the user plays game.

6. The User ends the stage.

7. |IGA Client sends the user interactions to IGA SeagAD metrics.

B.7.1.6 Alternative Flow 1

In case AD character is not prepared, Game Clisplalys normal game character only. There will bestep 3), 4),
5), and 7).

B.7.1.7 Alternative Flow 2

In case the user chooses normal game charactes Wilebe no step 3), 5).

B.7.2 Market benefits

e User: Can be shown relevant, fresh advertisemenghylaying game.

* Game Server: No need to managing advertisementialaad related actions.

* Game Client: Would be simple to develop even thatighs complex type of AD method.
* IGA Server: Can successfully manage Ads regardiegame type.

* |GA Client: get User interactions without combiniggme logic.

B.8 Inter-stage AD usecase
B.8.1 Short Description

When the user moves a stage to another, Ad coisteligplayed.
B.8.1.1 Actors

» User: A user with a mobile device, who is to beveh@n advertisement.

» Game Server: A game server is running a game asmddrae information.

* Game Client: A game client has interaction withrue®l has the interaction information.
* IGA Server: An IGA Server communicates with gamereeand has IGA information.

* IGA Client: An IGA Client interfaces with game dlieand handles interaction information from ganientl
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B.8.1.2 Actor Specific Issues
N/A

B.8.1.3 Pre-conditions

e Game Client and Game Server are already instafiddcanfigured.

¢ Game Client has some relevant game context infeomé#ét.g. level of game stage) and sends relafednration to
Game Server.

B.8.1.4 Post-conditions
N/A

B.8.1.5 Normal Flow

1. User starts the game.
The user completes the mission and ends the stage.
Game Client relays the stage information to IGAe6ti
IGA Client indicates inter-stage ad before the rstage.
IGA Client delivers the inter-stage ad to Game i@lie

Game Client displays the inter-stage ad beforethx stage begins.

N g~ w DN

User sees the inter-stage ad during his/her maeimgxt stage.

8. User starts to play the next stage.

B.8.1.6 Alternative Flow 1

In case the inter stage ad is not prepared, IGACllelivers default data to Game Client. Therélvélno step 5), 6),
and 7).

B.8.2 Market benefits

e User: Can be shown relevant, fresh advertisemenéhlaying game.

* Game Server: No need to managing advertisementialaad related actions.

* Game Client: Would be simple to develop even thatighs complex type of AD method.
* IGA Server: Can successfully manage Ads regardiEgame type.

* |IGA Client: get User interactions without combiniggme logic.

B.9 Extra AD game usecase
B.9.1 Short Description

During the game, there will be provided extra ADngeif some condition is satisfied.
B.9.1.1 Actors

e User: A user with a mobile device, who is to beveh@n advertisement.
* Game Server: A game server is running a game anddrae information.

e Game Client: A game client has interaction withruesel has the interaction information.

[0 2010 Open Mobile Alliance Ltd. All Rights Reserved.
Used with the permission of the Open Mobile Alliance Ltd. under the terms as stated in this document.



OMA-RD-IGA-V1_0-20100316-C Page 27 (37)

* |GA Server: An IGA Server communicates with gameveeand has IGA information.

* |GA Client: An IGA Client interfaces with game alieand handles interaction information from ganient!
B.9.1.2 Actor Specific Issues
N/A

B.9.1.3 Pre-conditions

* Game Client and Game Server are already instatidccanfigured.

* Game Client has some relevant game context infeomée.g. level of game stage) and sends relafednmation to
Game Server.

B.9.1.4 Post-conditions

Game Client collects game playing information (@lgytime of the stage, the items which have tdikenser during
game) and sends to IGA Client.

B.9.1.5 Normal Flow

1. User starts the game.
During the game playing, User gets AD item.
Game Client relays the interaction to IGA Client.
IGA Client indicates the AD item is attached torexAD game.
IGA Client delivers the extra AD game to Game Qlien
Game Client begins the extra AD game.

User plays extra AD game and ends it.

© N o 0 bk w0 DN

Game Client resumes the game.

9. User returns to the game and plays the game.

B.9.1.6 Alternative Flow 1

In case the extra AD game stage is not preparesheGzlient continues the game. There will be no S)e8), and 7).

B.9.1.7 Alternative Flow 2

In the step 2), there will be many different coiudis to provide extra AD game. For example, usaenseapecial
points or ranks, user completes special missionsarwh.

B.9.1.8 Alternative Flow 3

In the step 6), the extra AD game is played inedléht way. For example, it is started between thgesand next
stage. Otherwise, the extra AD game is stored écigparea of the game and started when the usgsw@play.

B.9.2 Market benefits

* User: Can be shown relevant, fresh advertisememnésplaying game.

* Game Server: No need to managing advertisementiadedad related actions.

* Game Client: Would be simple to develop even thaughas complex type of AD method.
» IGA Server: Can successfully manage Ads regardlEgame type.

* IGA Client: get User interactions without combiniggme logic.
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B.10 Product placement usecase
B.10.1 Short Description

In the game background, there are some productasnadich are not any effects on game playing.

B.10.1.1 Actors

* User: A user with a mobile device, who is to beveh@n advertisement.
» Game Server: A game server is running a game anddrae information.
* Game Client: A game client has interaction withrue®l has the interaction information.
* IGA Server: An IGA Server communicates with gamereeand has IGA information.
* IGA Client: An IGA Client interfaces with game dlieand handles interaction information from ganientl
B.10.1.2  Actor Specific Issues
N/A

B.10.1.3 Pre-conditions

» Game Client and Game Server are already instatiddcanfigured.

* Game Client has some relevant game context infeomée.g. level of game stage) and sends relafedhmation to
Game Server.

B.10.1.4  Post-conditions
N/A
B.10.1.5 Normal Flow
1. User starts the game.
During the game playing, Game Client relays Ustaractions to IGA Client.
IGA Client indicates there are some AD productdigplay in the game background.
IGA Client delivers the product images to Game flie

Game Client presents the products in some paradfdround image.
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During User plays game, User notices good carsdrgame street (which is actually game background.)

7. The User continues playing the game.

B.10.1.6  Alternative Flow 1
In case the AD product is not prepared, IGA Cliggiivers default image. There will be no step 5 6

B.10.2 Market benefits

» User: Can be shown relevant, fresh advertisemenénplaying game.
» Game Server: No need to managing advertisementiadaad related actions.
» Game Client: Would be simple to develop even thatigas complex type of AD method.

* IGA Server: Can successfully manage Ads regardlegame type.
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* IGA Client: get User interactions without combiniggme logic.

B.11 Progress bar usecase
B.11.1 Short Description

When the next stage is loading or something is éapg which takes long time. The game client dispbad/attached
progress bar during the action is taken.

B.11.1.1 Actors

» User: A user with a mobile device, who is to beveh@n advertisement.

» Game Server: A game server is running a game asmddrae information.

* Game Client: A game client has interaction withrue®l has the interaction information.
* IGA Server: An IGA Server communicates with gamereeand has IGA information.

* IGA Client: An IGA Client interfaces with game dtieand handles interaction information from ganentl
B.11.1.2  Actor Specific Issues
N/A

B.11.1.3 Pre-conditions

Game Client and Game Server are already instatiddcanfigured.

B.11.1.4 Post-conditions
N/A

B.11.1.5 Normal Flow
1. User starts the game.

2. During the game playing, when the next game stadgaided or some actions which take long time, Gatient
requests progress bar ad to IGA Client.

IGA Client delivers the AD progress bar to Game=atli
Game Client presents the progress bar during tends taken.

User enjoys the ad progress bar during his waiting.

2

Game Client resumes game.
7. The User continues the game.
B.11.1.6  Alternative Flow 1
In case the AD progress bar is not prepared, |Q&eats default progress bar. There will be no $gp
B.11.1.7  Alternative Flow 2

In the step 5), the progress bar may be made wéifyrtypes of shape and media. It can be some dieto
introduce some product.

B.11.2 Market benefits

» User: Can be shown relevant, fresh advertisememnésplaying game.
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Game Server: No need to managing advertisementialadad related actions.
Game Client: Would be simple to develop even thdaughs complex type of AD method.
IGA Server: Can successfully manage Ads regaradiegame type.

IGA Client: get User interactions without combiniggme logic.

B.12 AD sound effect usecase
B.12.1 Short Description

During the game is playing, the AD sound is plaged game sound effect such as shooting, crushiohgetting the
item.

B.12.1.1 Actors

User: A user with a mobile device, who is to beveh@n advertisement.

Game Server: A game server is running a game anddrae information.

Game Client: A game client has interaction withrue®l has the interaction information.
IGA Server: An IGA Server communicates with gameveeand has IGA information.

IGA Client: An IGA Client interfaces with game dlieand handles interaction information from ganientl

B.12.1.2  Actor Specific Issues

N/A

B.12.1.3 Pre-conditions

Game Client and Game Server are already instatiddcanfigured.

B.12.1.4 Post-conditions

N/A

B.12.1.5 Normal Flow

5.

User starts the game.
Game Client requests IGA Client to deliver AD sofiibct.
IGA Client delivers AD sound effect.

During the game playing, when the user makes sipaciimn, Game Client plays AD sound effect as mgaound
effect such as shooting.

The User plays game.

B.12.1.6  Alternative Flow 1
In case AD sound effect is not prepared, IGA Cliggltvers default data. There will be no step 3) 4p

B.12.2 Market benefits

User: Can be shown relevant, fresh advertisemenéhylaying game.
Game Server: No need to managing advertisementialagad related actions.

Game Client: Would be simple to develop even thdughs complex type of AD method.
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* IGA Server: Can successfully manage Ads regardlegame type.

* IGA Client: get User interactions without combiniggme logic.

B.13 AD BGM usecase

B.13.1 Short Description
During the game is playing, the AD music is plagsda game BGM (Background Music.)

B.13.1.1 Actors

» User: A user with a mobile device, who is to beveh@n advertisement.

» Game Server: A game server is running a game asmddrae information.

* Game Client: A game client has interaction withruem®l has the interaction information.
* IGA Server: An IGA Server communicates with gamereeand has IGA information.

* IGA Client: An IGA Client interfaces with game dlieand handles interaction information from ganentl
B.13.1.2  Actor Specific Issues
N/A
B.13.1.3  Pre-conditions
Game Client and Game Server are already instafidccanfigured.
B.13.1.4  Post-conditions
N/A
B.13.1.5 Normal Flow
1. User starts the game.
2. Game Client requests IGA Client to deliver AD music
3. IGA deliver AD music.
4. During the game playing, Game Client plays AD masi@a game BGM.
5. The User plays game.
B.13.1.6  Alternative Flow 1

In case AD music is not prepared, IGA Client delévdefault music. There will be no step 3) and 4).

B.13.2 Market benefits

* User: Can be shown relevant, fresh advertisememnésplaying game.

* Game Server: No need to managing advertisementiadadad related actions.

» Game Client: Would be simple to develop even thatigas complex type of AD method.
» IGA Server: Can successfully manage Ads regardlEgame type.

» IGA Client: get User interactions without combiniggme logic.
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B.14 User selects AD Sponsor usecase
B.14.1 Short Description

When the sponsor of the special item is changed,@Gent and IGA Server are dynamically appliedhe special
item.

B.14.1.1  Actors
» User: A user with a mobile device, who is to beveh@n advertisement.
» Game Server: A game server is running a game asmddrae information.
* Game Client: A game client has interaction withrue®l has the interaction information.
» IGA Server: An IGA Server communicates with gamereeand has IGA information.
* IGA Client: An IGA Client interfaces with game dlieand handles interaction information from ganentl
B.14.1.2  Actor Specific Issues
N/A
B.14.1.3  Pre-conditions
* Game Client and Game Server are already instatldccanfigured.
» Sets of items should be prepared and assignecttifispsponsors.
B.14.1.4  Post-conditions

» User has the items in own inventory.

* When user uses the items, more effect than noteraki applies to user or mobile characters (eneropster and
S0 on).

B.14.1.5 Normal Flow
1. User starts a game.
User opens the sponsor list.
IGA Client requests the sponsor information ofiteens or item groups to IGA Server.
IGA Server sends the sponsor information to 1GAeti
IGA Client delivers the sponsor information to Ga@leent.
Game Client displays the sponsor information.

User selects the sponsor.
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All game items are fitted to sponsor’s name or logo
9. User plays the game with game items sponsored.
B.14.1.6  Alternative Flow 1(No sponsor)

In case there is no sponsor information from IGAVBE the step 3, 4, 5, 6, 7 and 8 should be odhitte

B.14.2 Market benefits

» User: Can be shown relevant, fresh advertisememnésplaying game.

» Game Server: No need to managing advertisementiadatad related actions.
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* Game Client: Would be simple to develop even thdugas complex type of AD method.
* IGA Server: Can successfully manage Ads regardiegame type.

* IGA Client: get User interactions without combiniggme logic.

B.15 User selects sponsor for AD item usecase
B.15.1 Short Description

User can assign the sponsor to the specific itaritern groups.

B.15.1.1 Actors

e User: A user with a mobile device, who is to beveh@n advertisement.
» Game Server: A game server is running a game asmddrae information.
* Game Client: A game client has interaction withrue®l has the interaction information.
* IGA Server: An IGA Server communicates with gamereeand has IGA information.
* IGA Client: An IGA Client interfaces with game dlieand handles interaction information from ganentl
B.15.1.2  Actor Specific Issues
N/A

B.15.1.3 Pre-conditions

Game Client and Game Server are already instatiddcanfigured.
B.15.1.4  Post-conditions

* User owns the item.

* When user uses the items, more effect than noteraki applies to user or mobile characters (eneropster and
SO on).

B.15.1.5 Normal Flow
1. User starts a game.
User enters the item shop and opens the sponsor lis
IGA Client gets the sponsor information from IGAr&x

2

3

4. User selects the sponsor.

5. Game Client shows the item list from the selectszhsor.
6

User selects or buys the item which user like..{@vben user uses this item, it rewards more popawerful
skills and beautiful shape.)

7. User plays the game with the selected item.
B.15.1.6  Alternative Flow 1(No sponsor)
In case there is no sponsor information from IGAV8E the step 4, 5, 6 and 7 should be omitted.

B.15.2 Market benefits

» User: Can be shown relevant, fresh advertisememnésplaying game.
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* Game Server: No need to managing advertisementialagad related actions.
* Game Client: Would be simple to develop even thdugas complex type of AD method.
* IGA Server: Can successfully manage Ads regardlegame type.

* IGA Client: get User interactions without combiniggme logic.

B.16 Game interactions to AD metrics usecase
B.16.1 Short Description

While game user playing a game, there is a ceaaa in user’'s screen for advertisement, userscliekpress down)
this area, game client pushes certain ad to user&en, allowing game users to interact with aiseng’ brand as part
of the game play. Game Client captures the intenagtas ad metrics, and delivers to IGA Client.

Game Service Provider would also like to obtaiminfation about which goods or brands that gameliksss most
so that the right numbers of adverts targetedifergame user can be sent to user’s device.

B.16.1.1 Actors

e User: A user with a mobile device, who receiveseatisements for products and services that intéviest
e Game Client: A game client has interaction withrueed has the interaction information.

* IGA Server: An IGA Server communicates with gamereeand has IGA information, and receives meffiom
IGA-C and analyses it.

* IGA Client: An IGA Client interfaces with game dlieand handles interaction information from ganient| collect
and process metrics related information from galiesatc

e Advertiser: Merchants who would like to advertibeit products and promote them for potential targeisers.
B.16.1.2  Actor Specific Issues
N/A
B.16.1.3  Pre-conditions
* Game Client and Game Server are already instatiddcanfigured.
» Gameuser agrees to receive advertising in exchangefger service subscription rates.

« Gameuser agrees to allow the device to report adwegtisietric and application usage information togaene
Service Provider, and the game Service Provideresgio keep this information private.

B.16.1.4 Post-conditions

Game Service Provider receives data on game usdngewing, Ad responses, and uses this informafibon
advertiser billing and better targeting of the Apaigns.

B.16.1.5 Normal Flow

1. When a user is playing a game, there is certaim iarthe end user’s screen for advertisement.
The user clicks the certain area for advertisement.
IGA Client requests the IGA Server to push certals of advertisers to the game user.

The certain ad is played on the end user’s screen.
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The user may press some buttons to express hinagtiout the certain ad.
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6. Game user’s button actions is caught by the gamaetcthen deliver to IGA Servéay or through IGA Client.

7. From these Ad metrics data, game Service Providirahines that the game user is interesting iraitegame
much more, and will adjusts the mix of advertisetrsamt to the game user accordingly.

8. User's Ad metric data is combined in different wayth data from other users also to achieve siegistbout the
size of audience for the Ad. Such statistics repcain be certified and published and thereforeesasva valuable
metric for all actors in the value chain (e.g.: ediger, game Service Provider). This clickingl&oaa reference for
discount or metrics, etc.

B.16.2 Market benefits

e User: Can be shown relevant, fresh advertisememgsplaying game, play game at a reduced price.

* Game service provider: May offer a better gameiserand additional revenue, because of the usestdnng
capabilities. May consider charging for certifigdtistics reports, or use them as a tool to attrame advertisers.

* Advertisers: Are able to market their products ffely to mobile gamers through the use of adviéwas are
targeted to interested gamers. May use certifigiissits reports to refine Ad campaign.

B.17 Point-to-point AD transfer usecase
B.17.1 Short Description

Game Client exchanges or passes game item with Gémme Client which is actually ad item in PointRoint (P2P)
manner.

B.17.1.1  Actors
» User UA: A user with a mobile device, who is todb@wn an advertisement and plays Game Client GC-A.
» User UB: A user with a mobile device, who is todh®wn an advertisement and plays Game Client GC-B.
» Game Client GC-A: A game client has interactiorhwiser A and has ad item Al-A.
» Game Client GC-B: A game client has interactiorhwiser B and has ad item Al-B.
» IGA Client: An IGA Client interfaces with Game Qtieand handles interaction information from the gastient.
B.17.1.2  Actor Specific Issues
N/A
B.17.1.3  Pre-conditions
» Game Clients are already installed and configunezbich handset.
* AD items are existed in each Game Clients.
» Game Clients support point-to-point ad item exclaogpass method.
B.17.1.4  Post-conditions
Game Clients collect game playing information (exzhanged ad items) and send to each IGA Clients.
B.17.1.5 Normal Flow
1. User UA wants to exchange a game item (ad itent) user UB.

2. Game Client GC-A looking for GC-B (e.g. WiFi or Bftooth network).
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3. Game Client GC-A finds GC-B and sends requestxXohange game item.
4. User UB indicates the request and accepts that.

5. User UA chooses an item Al-A and Game Client GCeAds related information (e.g. item data and meta-
data for the ad item) for initiate exchange process

6. User UB indicates the item Al-A and chooses an itdmB from GC-B’s item list. GC-B sends Al-B
information to GC-A.

7. Game Clients sends the user interactions to eaéhdignts.

8. IGA Client sends the user interactions to IGA SeagAD metrics.

B.17.1.6 Alternative Flow 1

In case User UB does not accept the offer from thAre will be no more steps after 4).

B.17.2 Market benefits

User: Can be shown relevant, fresh advertisemenéhylaying game.

Game Server: No need to managing advertisementialaged related actions.

Game Client: Would be simple to develop even thdughs complex type of AD method.
IGA Server: Can successfully manage Ads regaradiegame type.

IGA Client: get User interactions without combiniggme logic.

B.18 Charging in IGA usecase
B.18.1 Short Description

While game user playing a game, there is a cest@a in user’s screen for advertisement, usersliekpress down)
this area, game client pushes certain ad to user&en, allowing game users to interact with aiseng’ brand as part

of the game play. Game Client captures the interagtas ad metrics, and delivers to IGA-C. IGA-@lgses and
refines these ad metrics based charging policyepart them to IGA-S.

Advertisers may make charging policy that is rekatio user’s clicks and press-button behavior (icettata), and

pay for the ads that are impressed in game.

B.18.1.1 Actors

User: A user with a mobile device, who receivesestisements for products and services that intériest
Game Client: A game client has interaction withrue®d has the interaction information.

IGA Server: An IGA Server communicates with gameveeand has IGA information, and receives metfriom
IGA-C.

IGA Client: An IGA Client interfaces with game dlieand handles interaction information from gament| collect
and refine these metrics related information fraamg client for charging, then deliver them to IG&n&r. Game
charging policy may also configure on IGA Client.

Advertiser: Merchants who would like to advertibeit products and promote them for potential tadetsers.

B.18.1.2  Actor Specific Issues

N/A
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B.18.1.3  Pre-conditions
* Game Client and Game Server are already instatiddcanfigured.
» Gameuser agrees to receive advertising in exchangefgr service subscription rates,.

» Game charge policy may configure on IGA Client,isas refine metrics that relative to user’s pregsome
buttons and inputting content while impressing Ads.

« Gameuser agrees to allow the device to report adwegtisietric to the game Service Provider, and thmega
Service Provider charges Advertisers.

B.18.1.4 Post-conditions

IGA Client delivers metrics data that relative taagging to IGA Server. Game Service Provider rezeidata on game
user’s Ad viewing, Ad responses, and uses thiginédion for advertiser charging.

B.18.1.5 Normal Flow
1. When a user is playing a game, there is certaim iarthe end user’s screen for advertisement.
The user clicks the certain area for advertisement.
IGA-C requests the IGA-S to push certain ads okdaibkers to the game user.
The certain ad is played on the end user’s screen.

The user may press some buttons to express hinagtiout the certain ad.
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Game user’s click and button actions are cauglihéyame client, and then deliver them to IGA Gli¢GA
Client refines these metrics and delivers thenGA-Server.

7. Based on these Ad metrics data, game Service Rrowidy charge Advertisers.

B.18.2 Market benefits

e User: Can be shown relevant, fresh advertisememsglaying game, play game at a reduced price.

* Game service provider: May consider charging fotifoed statistics reports. Charging policy configa on IGA
Client and decreases network traffic that causasdtyics delivery.
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