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1 Description

Description and Objectives of Work to be Undertaken (including Justification and Use Cases):
To stimulate the market for mobile gaming, OMA needs to ease development of content and devices which predictably meet gaming user expectations. This work item will be used to define a set of performance classes and measurable device capabilities for each class.  Each performance class will define the key device characteristics that are needed to deliver a consistent gaming user experience across a range of devices within each performance class.  The white paper should capture device performance targets that allow flexibility in the hardware and software components that are put together as long as the resulting component configuration meets the specified performance targets and the component selection does not create fragmentation issues that restrict game portability.
A simple example to illustrate the Objectives of Work would be to select a performance class that encompasses high end smartphones (we’ll call this Class ‘A’).  To ensure a consistent gaming experience across all devices within this performance class, a device could only advertise itself (in a technical, not marketing sense) as a Class ‘A’ device if it supports an average budget of >7500 visible and drawn polygons per frame at >20 fps, has a QVGA display, and 16MB of available memory.  If all devices consistently met these (and additional to be defined) requirements then game publishers and developers could support a broader range of devices in a more cost effective manner than they are able to today.
Game developers are finding that device performance and behaviours are highly unpredictable when port from one device to another, even when devices are advertised to have similar capabilities.  This is largely because device attributes do not consistently map to user experience.  For instance, CPU or graphics process performance is not the sole determinate of game performance.  As a result, Mobile Operators and Handset Manufacturers may pre-sell a user expectation based upon perceived system capability, but content delivery/porting to actual system capability often cannot meet that expectation.
In addition, behavioural differences among systems often force design changes in games (not just build changes). The lack of broadly accepted guidelines (crib sheet) to describe system behaviour inhibits effective communication about system capabilities between all members of the value chain.
The time and expense of per-device porting inhibits content delivery and creates an unacceptable time lag from device shipment to content availability.  Due to fragmented market, it is very difficult for game developers to pre-develop games (eg before commercial devices are available) and developers experience limited portability from device to device.  As a result, little can be done until a specific device is in the hands of the developer.  

By the same token, the solution to this problem is not to create a single device configuration.  This would not allow movement of consumers and game from one tier to another to target the specific market segments.  A single class would severely diminish the revenue proposition of publishers and OEMs.  Rather, the solution to this problem (fragmentation) must involve more than one class, hence the proposal for multiple classes based on target gaming user experiences.
Existing Specifications or Documents Affected:

UAProf or other OMA discovery protocols could be used as a mechanism for exposing the device performance class information to a server.

Linked Work Items:

None 

Linked Affected OMA Groups and External Fora

OMA Requirements Working Group will be affected to ensure that the performance class definitions align with services and features being deployed in the mobile marketplace.

External fora that provide gaming and graphics APIs and services (such as Khronos Group) should be contacted to determine if similar approaches exist.

2 Planned Deliverables

Enabler Release Package:

 FORMCHECKBOX 

Full life-cycle work flow with specifications (RD, AD, TS, etc) and interoperability testing. 

Reference Release Package:

 FORMCHECKBOX 

RD Package – This is not intended to be part of an enabler.

 FORMCHECKBOX 

AD Package (Includes associated RD, if needed) – This is not intended to be part of an enabler.

 FORMCHECKBOX 

White Paper Package – Informative technical document not associated with an enabler.
 FORMCHECKBOX 

Data Description Package (e.g. Schema, MO) – Data description whose definition is not part of an enabler.
 FORMCHECKBOX 

Other – Describe:_______________________________________________________________
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Service Impacts:

Terminals may implement specific performance classes and expose the performance class to which they pertain.  Servers may make use of this information to customize offerings for devices.

Architecture Impacts:

The performance classes are expected to make use of existing client/server and terminal architectures.

Charging/Billing Impacts:

The performance class information could be used for charging or billing, but no new charging or billing mechanisms are envisaged.

Security Impacts:

As the white paper evolves the working group should evaluate if performance class information needs to be protected to prevent hacking or spoofing, e.g. to prevent a device from being compromised and advertising that it belongs to a different performance class.

Privacy Impacts:

None anticipated.  The specification should expose terminal capabilities, not user-specific information.

IOT Impacts:

An application could be used to measure actual devices to ensure they provide the expected performance for the advertised performance class.  It is highly recommended that OMA encourage third party software providers to provide application-level test suites that emulate gaming use cases to measure device performance against the specified performance class in a consistent manner.
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