NINTENDO
SYSTEMS

(Nintendo)




I

EJ

I||I'

A hist & EA i
FIDOY — /3 —

—vTvE=7hT b INR F—EF A
TechLead Project Lead FRIE S

NINTENDO
SYSTEMS




FHIRD

INR F —E A DB

AVE St YNNIy
Hwnj_U>/ JOP&T_

T R=7hUk
ANDINR F —E A

NINTENDO

SYSTEMS

T b=THhT7 v MIDWT
2—Y —FREEIC BT S ERE
INZF —TDRER R
[FREER Y2 —] ICDWT

—TF v N=TAhTMNIHBITS
|_l:lb|:l /_J_U/ J

—F VY R=ThTv FTONRIF—FFE

INZAF—D ) —FOHHR— |k



ZVFYR=FPHYY MIDWT
INR T —E A\ DB 21— IC BT B ERE

INA ¥ —CORBERE R

[FREER YU > —] (22T

INAF—EAZM T 7
SOST A S, — | )RS ZoT R =ThTU Y MIETS

|_|:|b nE_J_ ) > J _T_E'f}% (SIS S — |

= vFy R—F7HY ok —oT v N=7Hh7 v FTCONIF—F]H

ANDINZ F —E A NZF—D ) —ZBEDHR— K

NINTENDO

SYSTEMS




— T

e FREDY —E X HF|

ITHIHD)

horvk

— T HhH T FIZTDOWNT

e Nintendo Switch, X~—Fr7#x>77YU_  Web 77 78 7HE

TH

NINTENDO
SYSTEMS

1 TE %

ZyTYR=FhHIk

. devsumi
(-

A—ILF L AERHME

FFEV—DAI—ERER

FhovhOREEERNT B

. devsumi

o BADIER

= oz -noum
| 85FX
devsumi

1 £%AA
1990/01/01

1 1£81
St

1 B/
Ha

[EZIN=
(UTC+09:00) Asia/Tokyo

7071 - oOEE

devsumi @
-

=l
. devsumi
[

2 EADHE

6 QZrEeFaUT1

& 7r3U—

@ 5>TLBRI~H
B Avsrr—L2
B mEssEhLHE

B ez

& 75—

B S LI deviumni

| FBADER

FO7 1 —LOWE

Zaz+-Ib ERTE

1990/01/01

BE
FALY = (UTC+09:00) Asia/Tokyo

BELTWBFFUPY—ER ERTS



— T c=7hT7 MIZIDOWT

EO2ERUL EHEEAIIC

ﬂBONLINE

Nintendo Switch Online

O % 6

i )

E‘ Nintendo €Shop

My Nintendo.

NINTENDO
SYSTEMS




NINTENDO

SYSTEMS




T R=ThTY NIRRT HEF

)y —= WHROFE - HiF THhov M

2015: 164  3.6:.:

*2024 FIR R =




—_—

TV R=ThU Y MIBRINDEE

i

EEER

AN R ER fiE i

NINTENDO
SYSTEMS




— T hR=7hT7 vk

e AT AV TCEIHWERALR Y —EXPHEEEAFNAETZ AW
e NEV 7 ®AEIND E, BELIEZEEZLZVLD AL
 EMTHAHOE L WEREHEI P RHRAEEZHE T 5

SV HETRELRAFEROEA

NINTENDO
SYSTEMS

10



RAE R

—h
—
g

i)y
QY4
o
ot
Sha
|
I_.

I 1

1

INXT]—F D& /NRT)— K& BN /-325
X—=IL7FLR X — L~ EET DT R A LSRR T]— R8BS

SMS SMS~EIET 27> & A LSRR T — K8

TOTP Google Authenticator 7z & 2 FHUL 72583

sy NINTENDO
SYSTEMS




e
il
S

— T krK=—THhTrIIZIDOWNWT

INZX F —E A DF)HE 21— —REEIc BT 2 RS

INA ¥ —CORBERE R

| EREE RS — ] (TDW T

INZF—F AICEIT7:

ST A2 1) 2 DL —T v bE=T7hT v MIEITD
|_|:|L,|:| Ul I [EISER ) L —

= vFy R—F7HY ok —oT v N=7Hh7 v FTCONIF—F]H

ANDINZ F —E A NZF—D ) —ZBEDHR— K

NINTENDO
SYSTEMS

12



BEALFIO=_Vv TV K—

1. "RT7 = FICET 55RE
2. X—ILT7 FLRICEAY 555E

7'7'7/ I\@WKIEE_

/N — TRERATEE 7

13



1. /NXT7]— KNICHET 58

« BE (CHERBI TE B /R T — FOESE T 74 W

s IO TREBEADIRRT—EHBFBEINTWBAIEEDLH S
e UXR NHEDOWRIZL 5
e URX I R—XFRAE WAF DE A (FTRAR IR IC (T8 o 7Ly

DF
INAT—RKDOKRTEFXaT7HETHT > MERIFEL L

NINTENDO

SYSTEMS




el SYSTEMS

2. X— L7 RL RICEHT ABEE

A=Y —EXERIFMHAETEZSINTWLS

A=IVTHTY FMREIND D E D NEMBAICKFT S

‘T%—i‘?—éﬂ’(bi’}é:- s

VPRV i) 7 AT b

EoERLNTLED ) AN =D TE 7R

NINTENDO

15



TV R=TAhT 2 MIDWT
INR T —E A\ DB 21— IC BT B ERE
INR ¥ —TOIRERR

\ aoal RN YU > —1 (2oL
/QX#—EALZFELT%: rn ETJ/ JCOLT
ER SN Y= T R=Th7 > MNIBITS

AL U 2 — ] OEm PR Y S — |
= vFy R—F7HY ok —oT v N=7Hh7 v FTCONIF—F]H

ANDINZ F —E A NZF—D ) —ZBEDHR— K

NINTENDO
SYSTEMS

16



INA F — & &

—_
NRAFx—TO91>

-0 devsumi
@ @ e

—
IR

o BAOHEH

071 —ILOER

© /{ZF—LD1T e OJ4vetzxaU510

© /(RAFX—TOJA v TERVNES

BEADTFHYY N THALAOTA Y b < t\\ 'T\‘ E}] E
‘.‘ G Google '. ?E ﬁ\\j fd\ HI':J\ D

AppleTHA 2

® HTWBRA Y~

WA v Ty R—Tle&E > efa > hOWEE

FPHADY N EBRHETRWAIIR ® AP —ER
Nintendo Switch Online& h & O F47 v

HTALER
= &EEBIFAWITE

NINTENDO

SYSTEMS




INAF — & &

NINTENDO

SYSTEMS

18



INAF — & &

O BERIERE2E

NINTENDO

SYSTEMS

19



INAF — & &

BELIERE R

@
K?@i
R

Q) F—_THER

SYSTEMS

20



INAF — & &

=X disi
O BEBRBEREZE 0 =~
‘ O
% @ QAWRLEE . ?
e i D ——

@ F—_T =ER @ Nz
R = RTF RTF

NINTENDO

SYSTEMS

21



INAF — & &

R0 Al 5T

P

K

NINTENDO

SYSTEMS

22



INAF — & &

R BLE B

P O HELIFHRZ 215

NINTENDO

SYSTEMS

Tk

23



INAF — & &

R0 Al 5T

P

BELIERE R

@
<
)
R E

Q WEHEZEFE->T
T =23 U HxER

NINTENDO

SYSTEMS

Tk

24



INAF — & &

ki

R RILF

D BERBERERE

- X
Pg [ 7Y — > %k(E *?
N > 3 PN
e

Q) M= {E > T @ NFEEZ{E-> T
T =3 v ERER 7Y —3 3 VIRELE

NINTENDO

SYSTEMS

25



INAX F — & &

e T DF R =2 3D

DT ENTES

/] F—RT DERK
let options = {
publicKey: {
rp: {...},
user: {...},

}
1
navigator.credentials.create(options)

.then((credential) => {

/] == C AR % XE

})

.catch((err) =>{

console.log("T Z —", err);

1;

R E 7 7 YD AP R

H T

NINTENDO
SYSTEMS

/| 7= avDER
let options = {
publicKey: {...},
1
navigator.credentials.get(options)
.then((assertion) => {
[ P—N"—ICT7HY—> a3 EXE
1)
.catch((err) => {
console.log("T 7 —", err);

1;

/——-

17T

26



INAT] — K & DL

1.t —EXREDEVEDLLDOE S
PON

P@sswOrd!
/ H+—E XA
P@sswOrd! )
H—EXB
P@sswOrd!

/ \
®_
L

EXC

&




INAT] — K & DL

1.t —EXREDEVEDLLDOE S
PON

P@sswOrd!
/ H—E XA
P@sswOrd! )
H—E XB
|
P@sswOrd! ® P@sswlrd:

&

28



INAT] — K & DL

1.t —EXREDEVEDLLDOE S
PON

P@sswOrd! \
/ T—EXA 5%5§L7L:/\C>X'7— F\%'T%O TE%L?\E
P@ssword! ] \ g
T —EXB
P@sswOrd!
P@sswOrd! ® "

®-®
L

EXC

NINTENDO
SYSTEMS

29



INA ] — K & DEER

1.t —EXREDEVEDLLDOE S
PON

AZEF /2B ~ AP —EXmEITD
/;—E\X‘A /AEﬁfi\@f:H’CEﬁE [TTEHL
H—E XB
CEAHO/B#
Ciﬁr)ﬂ@ﬁ}ﬁﬁ%ﬁ @ FH DN FH 52

®-®
H—

EXC

NINTENDO

SYSTEMS

30



INAT] — K & DL

2. 1B A FPA~ADAFTDER S

P@sswOrd! d
By A b

B Ak

31



INAT] — K & DL

2. 1B A FPA~ADAFTDER S

P@sswOrd! d P@sswOrd!
(R

EASA b

32



INAT] — K & DL

2. 1B A FPA~ADAFTDER S

Y A MEETEUE L
82T — R TR

NINTENDO ERY A b




INAT] — K & DL

2. 1B A FPA~ADAFTDER S

{ﬁﬁbtﬁf@wx#—ﬁJ

AL

By —E XD T
¥ sEinn —

YA bk

ERY A S
INR F —

NINTENDO

SYSTEMS

34



INZ ] — K & DB

3. BERDEVLRT ZDER S

2ERNCEBKLIZ/NXAT —F
BATZD s e o 7

|

NINTENDO
SYSTEMS

35



INZ ] — K & DB

3. BERDEVLRT ZDER S

LtOE%HLﬁfT%Efii::::::::::::::::
‘\ﬂa'fﬁ')xv N

F(Z1[EE D
NINTENDO Web Y—E X

SYSTEMS




INZ ] — K & DB

4. BYGHHOEZE DR

INRT]— R R —T v —
F>THDIC
BEgADShEG L. - -

NINTENDO
SYSTEMS

37



INZ ] — K & DB

4. BYGHHOEZE DR

FEIANL! |

NNNNNNNN

33



INZ ] — K & DB

4. BYGHHOEZE DR

INRAT—FEFEFNT]

39



AX—IL7 FLXDOEZE(|L?

H—ERICNRRXAF—2EALTH
A=ITHhv FDOREIZTEHL

INZAT—FRKTcaoyA v
() —
\
P H_ P2t

INX F — /\OX:F_T\D7\\/(\/\>

NINTENDO

SYSTEMS

40



X — )LL)

&

NINTENDO
SYSTEMS

|\ [/ZODEVFXEE(/j: 7

H—ERICNRRXAF—2EALTH
A=IVThH v POREIFTEHL

INAT]— b ZFRELT /@
A=ILTHT Vv F%ERE

—
\

X — )L TC
VA MY ANY —_

41



INA F —TCEEZ #H

TEAHEHIANDEZ

Q1N XR7—FORBEIIBRTEZ S

P2 A—LTFLROFHEIE T OB S TIERMRR

S /INAF—HESEAT HH
BRA > bR D

42



FHIRD

INR F —E8 A DE)E

INX F—E A (@7
[FREER Y ¥ — ] DEfE

T N=7hy vk
NDINZAF —E A

NINTENDO

el SsYSTEMS

—oT =7 AhAT MIDOWT
2—Y —FREEICH T 5 ERE
INR F —TDREMER

FRER Yo —] 12201 T

TV R=Thuv IEITS
[EVEER Y > — |

VTV R=THT Y b THNRRF—FIF

INZAF—D Y —XEFOHHR—F

43



SVEER ) v — & &

HEJS % ED &S BIGM

TRKDAEZNLAETEDT-IL—IL - HA KT

=

I FH Al gE %2 &R

NINTENDO

SYSTEMS




~EX

—H
| S
g

iy
Q3AY
o
oull
5
|l
I_.

(L

il

INAT)—F D& /SR — RABW-2E
AX—J)L~FEEFT AT RAL/INRT]— KE8E
SMS~EET BT XA L/XRT] — KEEE

Google Authenticator 72 & = FH N /-583

sy NINTENDO
SYSTEMS




L —H —EREE % KO 535

L]

T N=Thy v TH—ERX%

R74~ KA 2R 2
T Q7 AV EATHLY 7 FBARIORAR. L.
FBEoAL BEELIBEEORIICKD 3

. I NN — IRXAT—RKRAEENTLE-7=HEEEIC
FAI2FUANY %®%ﬁ$&%ﬁof@ﬁ%ﬁ5# (23R & B

46

NINTENDO
SYSTEMS




EER Y v —

INAT]— |

: AT AV
X=IL7 LR

A

ga FHYY b UHRY -

NINTENDO
SYSTEMS




FoRE R ) S — D EE

INZAF—[F/NR ] — FIZERTEEO WL &

LA L. "RXAF—Z P —EXICEALLZADLEWVLST
B—ER2FEDRBEED LA 5D TIEE L

NINTENDO
SYSTEMS




B INRF—E /)R] — K DfH

GREEE

SR DFTREEE = /YR 7 — F OFFELE

Mt

NINTENDO
SYSTEMS

49



Bl2: XA—=ILT7 FLRICKDTHT7>Y MY HNY —

A—JL 7 FEL R E—— 7 s, k)il —

SR DOEEE

K}

=)(_ I*I/Z@m.nﬂf?ﬁ
= A—=ILT7 FLRIKE

NINTENDO
SYSTEMS

50



Bl2: XA—=ILT7 FLRICKDTHT7>Y MY HNY —

A—JL 7 FEL R E—— 7 s, k)il —

SR DOEEE

K}

=)(_ I*I/Z@m.nﬂf?ﬁ
= A—=ILT7 FLRIKE

NINTENDO
SYSTEMS

51



=}
)L|:|_|_

/Gy

o EFL(

—7Fﬁ_L/ L\IZIL: nJ—.Ef

YUY —DwEMN

SIRDFRILRE TR 578 L

e H—EXDMEE - FREIC

_>—59
EY=

NINTENDO
SYSTEMS

R Y —ZESHTE

mbfcﬁbn

19 %

FER R — bR L7 n & Lo T

EBRETH DI ENE

(I

R

52



SVFYR=THY Y OWHE L ER

il
(i

c RAGETCHEB TEAL O LBEILEZEEDNNT VR EE

¢« N — REREFDLE X I T B RERL
e X— LT KL RIKTFE~DEHERK

— NAT=F &) HEVEBEEREICR D & D (S
= A=A T FLARFZEETE D L1

NINTENDO
SYSTEMS

53



st LA Fo4

o NIST CkEE e mm D FITT S
Digital Identity guidelines(nisT sp800-63-3) 388t & L 7-

c EFAETLICERINTLS
AAL (Authenticatior Assurance Level — ZBEHREE L <L) 7&?7!4 ]

NINTENDO
SYSTEMS

54



NIS

AAL & (X -

o

something you know

BANDAHHI> T D

NINTENDO
SYSTEMS

=+ =

/0N O

something you have

BANDHEDFF-> TWLW D

something you are

RANTHDIEW

55



NIST AAL & (X — 3EfED

AAL 1 AAL 2

.@ ."@

I:I/ ) I:I-I-

E_@nb I:IJ—.EKE:ET *EQ&@DL, nJ—.EK%T

NINTENDO
SYSTEMS

RaFL N)L

AAL 3

8

S

*EQ&ODDL, nEﬁ%T
74 / //7%1&5) )

56



NIST AAL & (X — 3EfED

AAL 1 AAL 2

.@ ."@

I:I/ ) I:I-I-

E_@nb I:IJ—.EKE:ET *EQ&@DL, nJ—.EK%T

NINTENDO
SYSTEMS

RaFL N)L

AAL 3

8

S

*EQ&ODDL, nEﬁ%T
74 / //7%1&5) )

57



FHIFRD

INR F —E8 A DE)E

INX F—E A (@7
[FREER Y ¥ — ] DEfE

T N=7hy vk

NDINZAF —E A

NINTENDO
SYSTEMS

—oT =7 AhAT MIDOWT
2—Y —FREEICH T 5 ERE

INR F —TDREMER
[FREER Y > —] ([CDWT

=T kF=7ho v MIEITS
FoRE s U & — |

VTV R=THT Y b THNRRF—FIF

INZAF—D Y —XEFOHHR—F

58



Ao |:|J_

« AAL = A

U Y —%Bld 2EXR

1L 7= B DOFEEERIEL NILDE

e R TEINCEREICE D W-EUEHREE L NIL D &AL, -

NINTENDO
SYSTEMS

]

59



ARl R ) 2 — BT A B

* AAL =¥

1L 7=%4

L)

a a)lilb FliE1%l:liE l//\)l/o)

o YR UVFHENCER ICED WZFREEREE L NIL DAl

NINTENDO
SYSTEMS

A

60



AALZRFE L7 B OFFEEL NILDTEFER

L1

EEF{RIEL NIL 1 EREEIREEL RIL 2
(AAL1 2 % L ICEE) (AAL2 | AAL3Z & L ICEE)

INZAT]—F + XA=ILF7FL R

27— F Bt

/XRT7—F + SMS

/RZ7—F + TOTP

BN NINTENDO )
mll SYSTEMS




DL RIHEKD B H
IRAF—ZZELEEIL LRI 3K 5

RoalLRaLE L NI 1 RoalL PRELE L RIL 2

2 2

IR F — %R

NINTENDO
SYSTEMS

62



INAF —RTERFHADIGED

p &

SREEREEL RIL 2

AV &

INAT)—F + X=)IV7FL R

INA7—F + SMS

/X277 —F + TOTP

INAT)—F

) NINTENDO
SYSTEMS

g A

63



INZAF —KEBHDT HT7 Y HNY —

I RoalLfAREE L NI 2

GO =

X=ILT7FLX+SMS

FHYIY Y HNY—

NINTENDO
SYSTEMS

64



AR U > — BT SRR

c AAL ZF B L 7-MB OFTHRIFL NILDEFE

e JRVEMCERE ICED W=FREHREE L NILDs#E(L - #EFD

NINTENDO
SYSTEMS




) X7 RN — REREE

b 4

X=IVFPFLR

W) X7 %% & TEMNMDFRAEZ KO T, FRAERAEL NIL2 |

H’b‘ﬂiE‘%ﬂiE l/ /\}b 1

\ A R0 % HIE

ok

NINTENDO
SYSTEMS

ZalELT

66



E«E‘Z(/:}/_ET\ [./7LC - :,{J\il:

[T

IRIEDE

m»niE‘%nIE L~NIL1

b 4

BEES L
BR{ERi D RREL

ab

X=ILT7FLR (27— RFOETELLE)

RIFOBEZRMZERL. BERZEDSVERFRIICIEIEWEREHRELL NIV &K 5

(1]

NINTENDO
SYSTEMS

67



SREEERE 72 M A L 7- %M
|:|7/r/ Eﬂbﬂj—.E@f— \— ﬂbDJ—-E'f%DJ—_EI//\}l/Z %T%%&

%ﬁ#ﬁ&bﬂfbiv

[ &2 @ m m

NINTENDO
SYSTEMS




RAER 2 F A L 7-5&H

INRT] — FEER

FOREERRE L RIV2 &R 5 BRUAE

knowE#Z %2k 5 AAL2H R E
—“BIESE have" DRI/ IT 2Kk B

W

v
+ @ AAL2(know + have) & #7459

NINTENDO
SYSTEMS

69



i e N

7T hDE

IZI’LJ\I:I

TR Y —

AAL ZFIAA L =B OTEHRIEL RILDFEE

) X7 FFHImCREREICE D W-EREERAE L NIV Ds#E(L - $BF0

NINTENDO
SYSTEMS

70



REE R Y 2 —ZAERk T A X 1w b

HARTAVR—=—Z « JL—JILR—Z|Z L BEHE
IL—ILD Rz %1t
L WA EAE ANBRICRL—X

NINTENDO
SYSTEMS

71



SR Y S —1ER

O RT L@

o IRV S — A BREC

19 % DIFR]

ICEH LTS

e AKEELL X 1T ADNTVREEZ HNEME
NIST AAL # Z 0 £ £ /AT NIEHEE L TE> > 7L

BINDIL—IL & AN T EERRITEML

EFRDOLYTIEFL—FA7

NINTENDO
SYSTEMS

Jlin

12



FHIRD

INR F —E A DB

AVE St YNNIy
Hwnj_U>/ JOP&T_

T RN=7hUk
ANDINR F —E A

NINTENDO

SYSTEMS

T b=THhT7 v MIDWT
2—Y —FREEIC BT S ERE
INZF —TDRER R
[FREER Y2 —] ICDWT

—TF v N=TAhTMNIHBITS
|_l:lb|:l /_J_U/ J

—F VY R=ThTv FTONRIF—FFE

INZAF—D ) —FOHHR— |k

73



FHIRD

INR F —E A DE)

INAF—E A (M@ T7z
|_|:|'b|:| /_J_UV J @?ﬁk'f}_

T RN=7hUk
NDINZ T —E A

NINTENDO

SYSTEMS

=—rd

Hho v P THO/NR X —F]H

74



g A

BIE FERIC/NRAF—TCHT A VEHRX V%
o/NZAFX—ATA Dty g HEEN

% DBRRODBEZZEZ W & & FHEL
oRZTLATAVEERZZZTWLEL
O/NAT]—FKDT7+#—LIZTZFDF F

NINTENDO
SYSTEMS

ZUTYR=ThIOUK

AT —REFNRE—TOT1 Y TEET,

NKZRT—kTOd_ >

I X—JILZRLR/O%1>ID

=
J 70N

NRAx—TAII>

G @

b

© /NRF—TOIA Y TERVES

75



/N R —

A HA

» ConditionalUl @ ¥ 71—k -
Ogﬁfﬁéﬂf:/fx:\:—ﬁi‘%%i%é\ci\ NKZR7—RTOJTY
T AMINDEHIZHD

NINTENDO
SYSTEMS

BERRF DT D

IS

I X—=/LZ7RLR/O74>ID

f—LF7RLZ/O%1>ID

76



IN R —

A VA

B RF D= D

e INAX —HfFEST-T BB T T THY TlE.

INR F —

A v NERE

c 77U i Bcookiex 5 LTV RY T

NINTENDO
SYSTEMS

© {RT7—REBIEA
NAF—TAJ1Y
@ @
as4 >

© /{IRF—[cDW\T

© /(RF—TOJ1 Y TERWES

© /\RT7—REENIEE

NRRAFx—TOJ1>

G Q@

© /{AF—lEDW\T

© /{ZXF*—TOJ1 Y TERWNES

I



ST
I aor Al

e HEEELIIFNEI T A BEFRRZETFFE CZ 5
« NRAF —BFEHDERERTHNITEILHIC
IRAF—0A74 %R L7-Wizo, BimLER
NESTIR
/p\@% 'fJ@@ nfb\nE:"E)'f%Z.%) Il
o%f@NXV—%7¢—A%\&E_%
Oﬁ\O{‘@wnlun _EQGD U \/775_' _/%'\

NINTENDO
SYSTEMS

devsumi

KAF—TAT >

Froeil

© NAF—TOYA Y TERVES

O EHLEDY

© Nintendo

78



Nintendo Switchh» o a7 A >~

e Nintendo Switch [Z/XX F—3E I 77 v b7 4+ — A
cQRO—FAEFE->STRAY— b7 A VABFBETEHE TV RAE2HE
ONAF—NRXT—RKvx—v—%2FALT-
Nintendo Switch .t Tt oo 4 > »EIH

IRRE—X/NRT—FT
B %

— Nintendo Switch T
RIAVET

NINTENDO
SYSTEMS

79



Nintendo Switchh b o B0 o' A 1%k

Hmmmmmmm o + Hmmmm e +
¢ RFC 8628 - OAuch-O DeVIce I |>---(A)-- Client Identifier ___>| |
. . AN I I I |
Authorization Grant &% | (@) bevice code, ] |
| | User Code, | |
| Device | & Verification URI | |
| Client | | |
I | [polling] I I
| |>---(E)-- Device Code ---> |
| | & Client Identifier | |
| | | Authorization |
| |<---(F)-- Access Token ---<| Server |
Hmmmmmmm - + (& Optional Refresh Token) | |
v I I
: I I
(C) User Code & Verification URI | |
: I I
v I |
T : | |
| End User | I I
| at |<---(D)-- End user reviews --->| |
| Browser | authorization request | |
Hmmmmm o + Hmmmmm e +
Figure 1: Device Authorization Flow
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