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1 Reason for Contribution

Now, we propose the new whitepaper updated from the first draft of Beijing meeting to meet the purpose of whitepaper considering actual facts.
2 Summary of Contribution

In this contribution, we describe the important elements to meet the purpose of whitepaper.
3 Detailed Proposal

The contents of this contribution are extracted from “OMA-GS-2006-0068-INP_white_paper_structure.doc”
Multimedia

It is valuable to support compressed file format in audio and video clip, because we can reduce the size of game contents at execution time for example, in audio file format, MIDI, MP3, WMA9, and SMAF/Audio and in video file format, MPEG-4 and WMV9. These formats are not mandatory but optional. If a certain platform can not support a certain media file format, user can convert this file format to a different format which the platform supports.
The main purpose of this whitepaper is minimizing the cost of porting a game content from one platform to another platform in commercial service of game. In this point of view, we focus on the critical issue such as LCD resolution, Graphics Performance, Memory, and Graphic API and in functional features, we recommend to open possibilities about these on condition that these don’t cause a critical problem. (See table.1)
In audio, we focus on Audio (multi-channel) mixing, 3D positioning sound, and 3D spatialisation sound. It could be irrational that supporting these multimedia file formats is mandatory, because each manufacturer of terminal and chip can support different file formats. As referred before, converting the file format is simple.
We expect that many companies suggest functional features focused on video aspect.
	Video
	MPEG-4, WMV9

	Audio
	MIDI, MP3, WMA9, SMAF/Audio


· Note: Need more developer input on which codecs are really used.   Need to specify actual standard names where applicable to ensure consistency of implementations.
Keyboard / Keypad
It is better to add the following feature.

	Press and hold a key 
	Many games need the function, “press and hold a key”.


The function, “Press and Hold a Key”, is useful in racing game or FPS game. It can improve user experience because of maintaining a direction key.

Mobile Gaming Classes

· Note: We can replace this with the table suggested by Tao Group

Tao Group indicated that because we described the functional features using “Mandatory/Optional” term, the class of a certain terminal was downgraded and we could not control the case of upper class. The table which Tao Group suggested consist two parts in each class. One is the part having Phone form-factor, the other is the part having Game form-factor. In this case, two terminal environments could be necessary in each class. This could be a big burden to manufacturers. In the whitepaper at Beijing meeting, the term, Mandatory/Optional, is just to suggest minimum specification. I’d like to wish you have no misunderstanding.
Based on the whitepaper in Beijing meeting, the performance of nGage and Gizmondo is Class1 or Class2, but the functional feature of these is upper class. In this case, because the functional feature could be optional, nGage and Gizmondo are class1 or class2. For example, the function of landscape can be realized by changing LCD coordinates and redefining key values, and the function of analog control can be embodied by redefining key values. We know that it is impossible to treat user input flexibly same as real analog control.
The items in table.1 are essential items to classify the performance of games, because, for example, Class3 game could not run in Class1 environment. In case of nGage and Gizmondo, we can do porting these, on condition that we perform the above operations.
	
	Class 1
	Class 2
	Class 3
	Class 4

	Resolution
	QCIF
	QVGA
	QVGA
	QVGA (VGA?)

	Graphics Performance

	3D: 20K poly/s 

2D: 1M pixel/s

Frame rate: 20fps
	3D: 100K poly/s

2D: 5M pixel/s

Frame rate: 20fps
	3D: 500K poly/s

2D:  10M pixel/s 

Frame rate: 20fps
	3D: 1M poly/s

2D: 20M pixel/s 

Frame rate: 20fps

	Memory
	1MB (Heap)
	8MB (Heap)

8MB (Video)
	32MB (Heap)

16MB (Video)
	64MB (Heap)

32MB (Video)

	Graphics API

	
	OpenGL® ES 1.0 or equivalent
	OpenGL® ES 1.1 or equivalent
	OpenGL® ES 2.0 or equivalent


Table 1: Performance classes

5.1 Mobile Game Class 1
Multimedia

It is recommended to support MIDI.

5.2 Mobile Game Class 2

5.3 Mobile Game Class 3

Multimedia

It is recommended to support sound file such as MP3, ACC, WMA9, and SMAF/Audio.

It is recommended to support video file such as MPEG-4 and WMV9.

· Note: Section 7 in the white paper should be removed.
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 OMA GS WG review this with other inputs to incorporate into the next version of the white paper in the Athens meeting.









�Would prefer to have a holistic measurement criteria and not just focus on poly/s.


�Other graphics APIs that could suffice here include JSR184 and Direct3D Mobile.
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