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1 Reason for Contribution

The aim of the new WID (Doc#23) is to stimulate the market for mobile native gaming and ease development of mobile game, but the draft of the new WID only covers the device characteristics. As publicly known in game industry, network characteristics and game server (or called platform) characteristics also largely influence the development of mobile game service.
So, we should extend the scope of the new WID draft and add the network and platform (or server) performance classes to the WID.

2 Summary of Contribution
By describing the enough a lot of reasons, we suggest strongly add the network and platform performance classes to the WID
3 Detailed Proposal

A lot of drivers do the major impact on the mobile games business, such as:

   Bandwidth, latency, handset capabilities, flat-rate traffic, event billing, and other mobile data communication capabilities (including presence, location, IM, POC, etc)
Above factors all can influence the mobile game development and user experience, and the “handset capabilities” (namely the device performance classes) is only one of the drivers.
Especially, for the mobile online game, the mobile game developer should understand the network capabilities (such as latency, data loss, and bandwidth) before meeting the user expectation. That is why 3G technology can enable a new generation of mobile gaming, and why gamers, publishers, game developers and operators can benefit from 3G. Game features and production costs are heavily determined by handset and network fragmentation.

The network performance classes can be detected by device or server too.

 

For the server game or peer-to-peer game, the platform (or server) also can affect the user experience and the game's development. For example, if the game platform has implemented the event billing mechanism, the game developer will not necessarily take the billing mechanism into account when developing the game service for the game platform. If the game platform can provide the presence capability or instant message communication capability, the game developer will not necessarily implement such function in the game, but only uses the function provided by the platform (for example, only refers to the APIs provided by the platform).

 

As a conclusion, OMA GS should add the network and server performance classes to the new work item.

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

The new work item should include all the performance classes (not only the device’s, but also the server’s and network’s performance classes).  
If not, we should change the name "mobile gaming performance classes" to "mobile gaming device performance classes" and create another new WID to cover the server and network performance classes.
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