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1 Reason for Contribution

Wording for Introduction section of the white paper that is intended to outline the objectives and rationale for the white paper.
2 Summary of Contribution

It is intended that this contribution be accepted as is or with changes and incorporated into the white paper.
3 Detailed Proposal

Introduction

Mobile gaming has become a key handset application, competing with ringtones as the most popular (and revenue generating) form of online content.  Informa predicts that global revenue from mobile games will increase from US$2.6 billion in 2005 to US$11.2 billion by 2010 (Source: Informa Telecoms & Media, Mobile Games, 2005).  While a majority of gaming sales today is attributable to simple, 2D casual games, there is a clear market shift to high-end 3D gaming to create a user experience equivalent to portable gaming consoles and reap the benefits of a higher average unit price per game.  A market report by Jon Peddie Research forecast 2D mobile games to decline from roughly two-thirds of total mobile games sold in 2006 to roughly 25% of games sold in 2008.  (Source: Jon Peddie Research, TBD, TBD).
There are several factors influencing this shift, including increasing availability of mobile handsets with hardware-accelerated 2D and 3D graphics, greater presence of high level operating systems that enable provisioning and execution of high quality native games, and increased consumer demand for high end native and managed games across geographic regions.  

Platform fragmentation, varying levels of security, and lack of deployment infrastructure for premium games are some of the key issues facing game developers and publishers today.  Game publishers are finding that device performance and behaviours are highly unpredictable when porting from one device to another, even when devices are advertised to have similar capabilities.  As a result, game publishers are not able to consistently meet consumer expectations across a range of mobile handsets.  Further, behavioural differences among handsets often force fundamental design changes in games (not just handset customizations that can be accounted for at build time). 

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 the fragmented market, it is very difficult for game developers to pre-develop games (e.g. before commercial devices are available) and easily deploy these games across a range of devices in a mobile operator’s portfolio.  As a result, little can be done until a specific device is in the hands of the developer.  

The Open Mobile Alliance, with members across the mobile value chain, is uniquely positioned to develop market driven specifications that allow all parties to invest with confidence in innovative mobile games and services that offer consumers the most exhilarating experience possible.  This white paper is the first step along that path.  It establishes a set of guidelines and common terminology for the various facets of the mobile gaming user experience.  These guidelines are materialized in a set of performance classes, each of which are intended to represent a logical grouping of mobile games that share similar performance requirements and functional capabilities, for example, simple two-dimensional (2D), sprite-based games that comprise the majority of mobile games in the market today, the more advanced three-dimensional (3D) games running in managed environments like Java™ and .NET, and the emerging premium 3D games running within a high level operating system on hardware accelerated devices.
Associated with each performance class are the minimum device capabilities and measurable performance characteristics that game publishers require to achieve a consistent mobile gaming user experience across the range of devices within a performance class.  Once devices begin implementing to these set of requirements, game publishers will be able to target handsets in a more efficient and cost-effective manner, which is expected to draw new entrants into the mobile gaming arena.  Increased revenue opportunities, competition, and a wealth of premium mobile gaming titles will benefit all members of the mobile value chain:
· Consumers benefit from a broad library of premium quality games, including mobile versions of leading console titles.

· Game Publishers benefit from higher return on investment (due to reduced porting effort and higher average unit price for premium games).
· Mobile Operators benefit from revenue sharing with developers/publishers on higher margin games, consumer attraction and retention, and increased utilization of 3G networks.

· Operating System Vendors benefit from higher appeal and more compelling value proposition of their product offering to consumers, and increased attach rate.

· Handset Manufacturers benefit from increased phone replacement rate driven by graphics technology evolution that induces consumers to upgrade their handsets to improve their gaming experience, and increased name recognition through mobile game branding opportunities.
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

Recommend that the WG approve this contribution (or approve with changes).
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