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1 Reason for Contribution

To show the current work plan for the GS group, regarding what functionality is intended to put into Games Platform version 2.0.

2 Summary of Contribution

The list takes all the issues from the Games Services Work Item, and prioritises it, to give an overview over what we as a group feel is achievable for the upcoming Games Platform 2.0, and who is responsible for driving the requirement specifications.

The rest of the list in the work item, has been deferred to version 3.0 at the time being!

3 Detailed Proposal

Games Platform 2.0 Content

Focussed on turn based multiplayer games, with game logic functionality on the handset side 

(not on the server side). 

· Game related DRM and Billing (Remo)
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 pays per play (arcade model).
· Lobbying (Lars)

1. User wants to find someone to play with
· Tournaments, Mobile Competition (Marquart)

1. User wants to know how well he succeeded in the game compared to others (Highscore) see GP 1.0

· Persistence (Remo)

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
· In-game personal communication (Alan)

1. User communicates (voice) with friend whilst playing a game
2. User sends message to friends whilst playing a game.
4 Intellectual Property Rights Considerations

None

5 Recommendation

This is the new work plan, OMA GS will try to fulfil.
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