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1 Reason for Contribution

In the OMA Gaming Enabler release2.0, there are APIs between game server and game logic residing on server side (see Gaming Platform 1.0 [GP10] ) , and  APIs between client and server (see Client/Server Interface [ClientServerInterface]), but  there are no APIs between client and game logic residing on client side.

So, we should add the APIs between client and game logic residing on client side to the OMA Gaming Enabler. (See the red line in the following diagram, called as ClientAPI)

[image: image1]
The reasons are as following: 

(1)In order to ensure the portability of code, the OMA Gaming Service  provide common Game Platform to a range of game applications. The Game Platform should  include the Game Server Platform and the Game client Platform. Without Game Client Platform, every game application have to own a fat client which is developed only for the game , and can’t be used for other game. 
(2)In the GP1.0, game server have provided the APIs from server to game logic that reside on server side .Likewise, game client should provide the APIs from game client platform to game logic.  

(3) One whole game logic should include the game logic residing on server side and the game logic residing on client side. 
(4) With ClientAPI, downloadable online games will be easy to develop, because the game developer only need to know a set of ClientAPIs and  GP1.0 APIs , and do not need to know the interaction of network communication between client and server.
(5) The ClientAPIs make the game platform more extensible. The game developer only use the set of  ClientAPIs and GP1.0 APIs  to develop the games, so he can develop a lot of different games in the same game platform. Even if the game platform is changed, or more APIs are not added, the games will not be influenced.
(6) The  ClientAPIs make it easy for game service provider to keep its brand by the game lobby . Different configuration of game client platform can make up different style of game lobby, so the game service provider can make its brand by making the style of the game lobby, even if the game logic is the same as in other game  
(7) When the game service provider launches one game,   it only needs to get the server-side game logic file and the client-side game logic file from game developer, then deploys the server-side game logic file to game server platform. If the game user want to play game, he only needs to download the client-side  game logic file to his mobile terminal by OTA.
2 Summary of Contribution

Adding the APIs between client and game logic residing on client side to the OMA Gaming Enabler. 
3 Detailed Proposal

Described in DOC# OMA-GS-2005-0020-Definition-of-Game-Client-APIs-for-Lobby-based-Games.
4 Intellectual Property Rights

Members and their Affiliates (collectively, "Members") agree to use their reasonable endeavours to inform timely the Open Mobile Alliance of Essential IPR as they become aware that the Essential IPR is related to the prepared or published Specification.  This obligation does not imply an obligation on Members to conduct IPR searches.  This duty is contained in the Open Mobile Alliance application form to which each Member's attention is drawn.  Members shall submit to the General Manager of Operations of OMA the IPR Statement and the IPR Licensing Declaration.  These forms are available from OMA or online at the OMA website at www.openmobilealliance.org.

5 Recommendation

As same as the rule of the GP1.0 (server framework version 1), GS group should give the interface specification of  ClientAPIs.
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