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1 Reason for Contribution

From the very beginning we had a few negative comments against the class mark structure of devices.  Some of the members had commented that class mark in the past encountered objections where it was used in different contexts.  As such, similar comments are back regarding our classification schemes.  The feedback is discrete device performance classes do not reflect the device landscape across multiple manufacturers in the industry.  There are always devices that fall in between classes and this Gray area may result in confusing the readers regarding possible device landscape.  As a result some readers may assume all the devices will fall into one of the defined categories in the paper.  This input contribution is an attempt to address arguments against class mark structure and recommend a slightly different approach by removing the device discrete classes in general.
2 Summary of Contribution

The intent of this contribution is to shift the focus from device performance classes to the evolution of games. This approach (one possible approach) tries to capture what capabilities and characteristics games may require to meet market expectation.  The goal is to free the readers from the artificial device performance buckets and provide necessary information for game developers to better prepare them for developing simple to more advanced and feature rich games.
3 Detailed Proposal

Proposal below reviews each section and suggests what may be modified to achieve the goal mentioned in section one.  
Section 1, Scope:  

The proposal is to remove the focus from the device and put more emphasis on games.  That is reword the sentence with mobile performance class in such a way to de-emphasize performance classes and add more emphasis on what developers require to develop better games.
Section 4, Introduction: 
Similar to above remove references with respect to device performance classes and focus on mobile games user experience.  Instead focus on features and capabilities games require to bring good user experience to the market.  Also, a bit more emphasize on the benchmarking to measure the performance of the full game under consideration.  Further clarify that single performance data such as CPU and polygons per second do not provide enough information for game developers to ensure consistent user experience across multiple devices.

Section 5, Performance classes
Change section title to something like Game Evolution Trends, to reflect the more focus on games as oppose to device performance classes.  Propose replacing performance classes with game types such as casual games, rich native, and premium advance games.  One proposal is to remove device table columns and show possible evolution and transition of games and perhaps use specific example when necessary.  This is captured in the table below where the device columns have been replaced with game types.  We can then apply the current data we captured and apply it to the game types as shown below:
	
	Casual games===> Rich native===> Premium advanced games

	Resolution
	QCIF
	QVGA
	QVGA or higher

	Min RAM available for game*
	2 MB 
	10 MB
	32MB




This approach may still not be perfect but it does address the class mark issue which I try to bypass.
Section 6.1, Memory
The only suggestion is to split mass storage into two rows: one static mass storage, and mass storage extension as shown below.  It is also recommended to add a title for this table as well.
	Static mass storage
	A game should be installed onto the static mass storage, as it then works even if a memory card is removed or changed. This amount limits the total size of a game. 

	Mass storage extension
	This could be an internal HDD or memory cards such as mini/micro SD. These provide cheap extension to the total mass storage capacity, but offer usually slower access and transfer speed than static mass storage. Installation packages of games can be stored here, or games can be transferred onto the device utilizing this.


To be consistent with the rest of the paper, it is recommended to remove all references to device classes and replace with game types or something similar.

Section 6.3, Graphics

It is suggested to add the following to the paragraph starting with “However, it is highly desirable...” to better highlight some of the existing challenges developers may face.  Also remove class references.

Usually it is easier for game developers to utilize hardware acceleration than making a highly optimized software renderer. Hardware acceleration is simply enabled by utilizing a supported level of OpenGL ES. On the other hand, the desired device volume may not be reached and both a hardware and software rendering game support may be desired for the same game.

Section 6.4, Display
Add a bit more details regarding screen resolution in the first paragraph: 
On the other hand, higher resolution requires significantly higher rendering performance more memory and better data transfer will consume far more power due to all of these.  LCD needs to be able to support rendering 30fps minimum, and the physical size of the display should be large enough to enable benefit of the higher resolution. There is no point wasting rendering and battery power on pixels smaller than the eye can differentiate. This is especially important in video and gaming use cases, as animation hides small pixels more efficiently than static text or still images, and both use cases are very power hungry. Landscape gaming orientation is encouraged, as that is the format of console, PC and arcade gaming.

Section 6.5, Keyboard
Here the suggestion is to add a sentence or two to indicate good games can be created using 4 way rocker as well.  Following “Many games require an 8-way….” Add the following sentence:

Despite the fact that companies like Nintendo have created excellent gaming experience offering only 4-way directional control.  

Section 6.5, Ergonomics

Add a little more on the usage of the camera for certain games to that last paragraph:

The camera of the handset can also be used for analog like directional control, utilizing motion recognition on the input stream of the view finder. This sets some requirements on the camera direction and the surroundings in that direction. This document does not address any issues of registered intellectual property of that technology or any other mentioned technology. Still, some games, like casual puzzles, require high precision in the game control and work best with a normal directional controller.

Section 6.6, connectivity
Perhaps it helps for each acronym such as PAN to be stated in full the first time it is used.

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

It is recommended to shift to focus from device classes various games types while trying to keep most of the useful information that has been captured so far.  
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