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1 Reason for Contribution

The essence of this contribution is to address main elements which will constitute to the requirements for Gaming Enablers white paper.
2 Summary of Contribution
This contribution identifies the  enablers technology for characteristics of certain  Gaming Applications  and highlights the User experience  to be expected. The capability to support more than one   device per user   and to access  different  network environments are highly encouraged, and the focus  for common functionalities  across media and value chain are consolidated 

Compliance to existing Privacy and Protection Act are adhered, without failing to capture the necessary factors   to drive the end-user to  a richer, more interactive experience    

3 Detailed Proposal

3.1 Scope of  OMA Game Enabler 
Traditionally, Casual games dominate the mobile game market as they do not require a substantial investment of time on behalf o f the user. But as  the present-day  technological advancements  provide all the necessary tools for 3D-gaming capacity, expansion of mobile gaming insinuates the interactivity prospect with  online gaming ‘head-to-head’ and multiplayer features.

This move  labelled as ‘ ad-hoc collaborative session’  is  recognised   by several game partners including graphics game engines, game developers and publishers. 
In such demanding environment, where the user needs to feel comfortable  with several interactive  media (text,image voice, video etc )  on-going, QoE  ( Quality of Experience)  determined by  several  factors including cost, reliability, usability, utility, and fidelity need to be correlated. 
To enable ‘ the Look and Feel’ and  realise the “QOE”,  a set of   Common Functionalities enablers and a set of  enablers to enhance the user experience  are required.

The  set of   Common Functionalities enablers provide the building blocks/ groundwork  to enrich the communicative environment and to deliver the User Experience.  
The Gaming applications  shall study the underlying technology based on  re-using  existing  enablers’  technology ( e.g messaging/DM/DRM etc), and  other on-going  standards/OMA activities, to avoid duplication and fragmentation to enhance the  user experiences and possibly future services .
3.2 Enablers technologies

Games delivery enablers comprise of the  following  value chain :
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3.3 Ground  Enabler Technolgies for   Games Genres :
Mobile gaming portals  are about immediacy, interactivity, mobility and adventure. 
Common reusable capabilities to suit  many different kind of events, and to ‘mobilize’ these events on a  small scale  require the following enablers to be in place as illustrated above:

· Middleware:  Audio, Video, image, text synchronisation with  respect to codec, format ( gif, jpeg, png) , representation, cartoon types ( few and large homogeneous regions) , photographic images ( large number of colours and little homogeneity) etc
· Common functionalities   to be envisaged for  allowing a common  interface  for  service creation and provisioning environment across different access networks, over the common core network, and utilizing diverse device types

3.4. Delivery of  Enablers for Enhanced User Experience

3.4.1 Background

3.4.1.1 Current Penetration  Game Genre and   Type Penetration Rate

 Genre & Penetration
1. Puzzle/Strategy 61%
2. Retro/Arcade 45%
3. Action/Adventure 42%
4. Card/Casino 39%
5. Trivia/Word 32%
6. Sports/Racing

3.4.1.2   Game Type Penetration Rate

1. Offline 71%
2. Online, multiplayer, turn-based 7%
3. Online, multiplayer, real-time 7%
4. Online, single player 5%
5. Location-based gaming 3%
3.4.1.3 Terminal Capabilities
· Application responsiveness : speed driven by the capability and compatibility of the chipset and the memory used in the phone . This means code execution with read performance   which is 2x prior generations

· Storage of User data  to the phone (  impacts overall experience)  including the mmedia experience with focus on image redering and music 

· Power consumptions : requirement for programming vs  energy for erasing and standby 

· Capability to  catch  the cutting-edge  as ‘killer  game-applications  for mobile phones ( given that  improvement on mobile for sporting colour screen and suitable  network for broadband connectivity will soon be in place

3.4.2 Enablers Requirements for User Experience
3.4.2.1 Characteristics  of User Experience

Existing Games Categories/Genres like
· Action 

· Adventure 

· Casino & Puzzle 

· Jump'n'Run
· Racing 

· Sports 
· Strategy
are driven by the following  “Look and feel”  : 
· fun, 

· Immersion,

· Interaction

· challenge opportunities for brain teasers,

· edutainment
{note: Strategy  is much value from parents viewpoint to cultivate  knowledge  experience ,  and sports/Jump ‘n’ for allowing positive collaboration/ social relationships)
3.4.2.2 Manifestation of these characteristics
Common Games Media Applications  to deliver the contents as initiated by the user   ( e.g web-browsing, high-priority transactions  e.g e-commerce, Bulk data transfer, Messaging enablers e.g IM, Client-Server  relationships   like Over the air for live videocast, remote control video as illustrated above need to  :
·  Allow a positive and healthy trends in Game services while promoting  Games on mobile devices.

·  Games evolution  to be  a medium to  facilitate the construction of experiential   and  qualitative knowledge  ( applicable to different age groups) in the domain of science and culture  mechanisms to be in place
· Facilitate  user-friendly  and legal download to take place 

· interactive community   of gamers  and  collaboration among players ( for example today IM system is the only tool !! other enablers  to be encouraged)

· enable client-server relationships wrt to management, automatic configuration/installation, upgrade, privacy, rights, performance  etc
3.4.2.2 Manifestation of the required application performance for Game Genres
The following list enumerates the required characteristics  to improve performance over cellular connections and to ensure QOE :
· Client-Server Relationship/negotiation  to optimise network traffic, and to conserve bandwidth

· Allow flexible user-control of data/content transmission, and simplify issues like Data Formats, Representations

· Optimise IP session and improve TCP on both cient  and server where necessary
· Enable APIs, dynamic libraries etc to exploit existing and re-use enablers, and ensure easy deployment of new applications and to guarantee interoperability
· Optimse Data to be tramsmitted and for storage, as persistent storage may not be welcome

· Ensure Game applications to be tolerant for muting period, and not so chatty
· Allow roaming, seamless and lossless
· Allow Location- based gaming services for Multiplayer events 

3.4.2.3 Factors to achieve ubiquity and mobility
A:  Impact of Cellular environment  on Application responsiveness .

 For the benefits  of the application enablers, the following  characteristics  are  of  great concern:
· Delay. Latency is due to cellular signalling processing, serialization, reassembly etc

· Delay variance- Jitter from various prioritization in the network

· Relative low data rate than  negotiated,  at the expense of reduced capacity per cell

· Security: add overhead in both directions, besides Bandwidth hunger

B:  Feedback to both users, operators and Service providers
1. Users need appropriate feedback   and error handling messages  to ensure good –user experience
· Content confirmation : send/receive
· What kind of possible confirmation allowed

· Status of transfer

· Error reports and fallback solutions

2. Operators/ Service Providers Feedback 

 Detailed reporting on following aspects  : -
· attributes for  customization and filtering to maximize informative value of each requirement
· traceability views that display  collaborative, competitive and immersive relationships 
· able to drive web usage and complement their existing data and multimedia offerings
· Tracking and analyzing  mobile consumption, network and manufacturer performance 
3.5. Compliance Requirements
Compliance with organizational, institutional and governmental standards may need to be adhere such as : 
· Compliance with children’s Online Privacy and Protection Act (COPPA): presently cartoon network needs to adhere to proper cartoon characters and language 

· Standard for syndicated mobile audience performance  as required
· National Video  games – e.g  rating from Germany Federal Dept : harmful to young  persons  wrt :  violence, language used, unfamiliar physical experience

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
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