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1 Description

Description and Objectives of Work to be Undertaken (including Justification and Use Cases):

The feature set of the MGIF v1.0 specification (inherited from MGIF v1.0 work) was frozen by MGIF, according to the requirements that were set by the MGIF group. 

This work item proposes the development of a comprehensive games services specification to enable:

· Interoperability, 

· Rich gaming experience, 

· Mechanisms for game deployment.

1) Reformat the MGIF v1.0 specification into OMA game services specification v1.0, according to OMA formatting.

2) Define the game services marketing requirements.

3) In cooperation with the OMA Requirements Group, submit the non-game specific requirements to the appropriate OMA working groups.

4) Develop the OMA game services 2.0 specification according to the remaining game specific requirements.

Justification

· OMA GS WG Charter has an activity area for Specification Maintenance. This WID provides descriptive support for this activity area.

· OMA GS WG needs to create the 2.0 version of the OMA game services specification with new functionalities specified.

Use cases

A non-exhaustive list of high level use cases have been identified and categorized in the following work packages. These are examples to indicate the scope of this WID, and the work on developing games services requirements in the Games Services Working Group is not restricted to just and exactly these:

· Game related DRM and Billing

1. User downloads game to play on 3 day demo - easy to upgrade to full version

2. User wants to be able to download extra levels and characters to the game

3. User wants the opportunity to pay to continue to play the game after their money runs out (a pre-paid card - when they top up card they can continue)

4. User able to forward game to friends to invite them to play the game. They are charged when they play

5. User wants to challenge the cost of the game on their phone bill. Wants an itemised game play session log

6. User pays per play (arcade model).

· Cross-mobile network

1. User plays with friend / stranger on other network

2. User wants to travel outside of home network and continue playing the game.

3. User wants to know about additional costs involved

4. User information about network capabilities available related to the game

· Lobbying

1. User wants to play a game. Where does he find out about the game?

2. User wants to find someone to play with

3. User wants to know if their friends are available to play

4. User wants to play the game but doesn't want their identity shown

5. User wants to play a game with someone in the same location

6. User wants to play with friends without having to re-enter their friends' contact details.

7. User wants to join a game already existing (with matching skill/device/network level)

· Tournaments, Mobile Competition

1. User and many of his friends with different handsets all play in a game tournament

2. User wants to know how well he succeeded in the game compared to others/friends

3. User wants to participate in a competition rather than a tournament. Competition = multi-user (ladder), Tournament = Multi-player (see glossary)

4. Users do NOT want to submit a high-score

5. User wants to challenge someone else to play and the loser pays.

6. How to deal with unfair player (user switches phone off).

· Cross-platform  (mobile to console / PC / other)

1. User wants to play a multi-player game across the network with friends with different devices

2. User wants to play game on games started on Console/PC and continue on handset.

3. User wants to interact with his handset with a Console/PC game

· Persistence

1. User plays the game and loses connection due to network failure. User wants to continue playing the game in same state as when left it. Need to make sure we do not charge the user

2. User wants to be able to pause a client/server game when they receive a phone call and the other player gets notified whilst playing

3. User wants to be able to pause a game and continue later.

4. User wants to be able to save game state in the network

· In-game personal communication

1. User communicates (voice) with friend whilst playing a game

2. User sends message to friends whilst playing a game.

· Multiplayer games communication

1. User wants to play a real time multi-player game

2. Operators wishes to reduce the runtime operational costs of multiplayer infrastructure.

3. Method to exchange game data or game states between groups of users in multiplayer games

· Games statistic reporting

1. Publisher wants to find out how many downloads of a specific game across multiple networks

2. Publisher wants to find out which handset is most popular for a specific game

3. Publisher wants to find out which network has sold the most number of game units

4. Publisher wants to find out how many hours of on-line gaming a specific game creates.

Deliverable(s):

The revised set of following specification documents will be delivered according to this work.

	Document ID
	Description

	OMA-GS-V1_0
	MGIF 1.0 specification, directly put into the OMA template.

	tbd
	Requirement documents, containing the high-level requirements for the games services, with working group designation breakdown.

	OMA-GS-V2_0
	Revised/updated version of the OMA-GS-V1_0 specification.


Existing Specifications or Documents Affected:

See deliverables.

Linked Work Items:

None known

Linked Affected OMA Groups and External Fora

· OMA M-Commerce group

· OMA MAG-Download group

· OMA DS group

· OMA IOP group

· OMA IMPS group

· OMA ARCH group

· OMA REQ group

· OMA MWS group

· OMA Security WG

2 Impacts

	Service Requirements
	Arch
	Charging
	Security
	Privacy
	IOT

	Smart Card
	Terminals
	Servers
	Access
	
	
	
	
	

	
	X
	X
	
	
	X
	X
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Service Impacts:

Improved user experience through enriched games features on servers and terminals, thereby leveraging full capabilities of mobile networks.

Opportunity for network operators to deliver greater revenue through network games and community based features. 

This WI introduces new game service specific features, functions and interfaces targeted at terminals as well as servers.

Architecture Impacts:

No impact to the overall OMA architecture is expected.

Charging/Billing Impacts:

This WI may need to provide a network agnostic requirement for Charging/Billing in order to support mobile operators. Co-operation with OMA M-Commerce group and the OMA MAG-Download+DRM group (the Download OTA protocol assists in charging/billing by providing an "installation notification" to a server that may be use to initiate the charging event) is within the scope of this WI.

Security Impacts:

Some security and DRM issues may arise from this work item. Close co-operation with the OMA Security group and the OMA MAG-Download+DRM group is within the scope of this WI.

Privacy Impacts:

TBD

IOT Impacts:

This Work Item will take into account any requests for IOT on games services. Close co-operation with the OMA IOP group is within the scope of this WI.

3 Document History

3.1 Approved Versions

	Version
	Date
	Notes

	V1.0
	18 Mar 2003
	Initial version approved by TP
   ref TP Doc OMA-TP-2003-0111R1

	V1.0.1
	22 Oct 2004
	Conversion of template to permit public release
   ref TP Doc OMA-TP-2004-0334-INP_WIDrevisionsForPublishing
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