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1 Reason for Contribution

There is a different view about the basis of classifying performance classes in the MGPC white paper these days. If the performance classes are classified into such as casual games, rich native and premium advanced games, some readers may be leaded to confusion. So we address the necessity of precisely classifying device performance classes in this contribution.
2 Summary of Contribution

We address the necessity of classifying device performance classes and mention what are the benefits of precisely classifying performance classes to mobile operators, handset manufacturers, game publishers and game developers.

Mobile Operators benefit from sourcing and managing game contents easily through using device performance classes. When they are going to release some games to another device, it is used to review the terminal device specifications. And the cost is reduced because of these reasons.
Handset Manufacturers benefit from grouping some devices to be released into standardized terminal groups. And it is possible to advance the date of release, and to easily give support to mobile operators or game developers through using the performance classes. Further on, they can get good information to estimate characteristics of terminal devices and game contents approximately which are required by mobile operators through using device performance classes.
Game Publishers benefit from selecting target terminal group correspondence to the requirement of games to be released when they are going to release some games on different devices by using device performance classes. And it is also possible to reduce the cost dynamically because game resources for porting may be reduced by using device performance classes, and to release games without a falling-off in quality. 
Game Developers benefit from deciding the scale of games to be developed in advance by using device performance classes. And it is possible to concentrate on developing games having more good quality and to reduce the cost.
It is necessary to consider the purpose of this white paper at the beginning again. We should take a notice of one of the most important purpose of the white paper which is to help game developers to reduce efforts to port a game to another device.
The game developer’s creativities are very important factors to determine game quality. So it is needed to review that it is reasonable to promote the classification of game contents. In other words, to classify games into casual, rich native and premium advanced games and to determine the degree of games by classes are only able to cover typical game classes and it may be unreal. It is controversial to define what games are in casual, rich native or premium advanced.
Finally, as we had intended to make a plan of white paper from the beginning, it is reasonable to indicate the classification of devices, and to allow game developers to make games at one’s pleasure according to the specification.
3 Detailed Proposal

We mention what are the benefits of using device performance classes from the viewpoint of mobile operators, handset manufacturers, game publishers and game developers.

3.1 The viewpoint of Mobile Operators
Mobile Operators benefit from sourcing and managing game contents easily through using device performance classes. When they are going to release some games to another device, it is used to review the terminal device specifications. And it is possible to reduce the cost because of these reasons.

3.2 The viewpoint of Handset Manufacturers

Manufacturers benefit from grouping some devices to be released into standardized terminal groups. And it is possible to advance the date of release, and to easily give support to mobile operators or game developers through using the performance classes.
3.3 The viewpoint of Game Publishers

Game Publishers should select the target device correspondence to the requirement of games to be released. The games running on the high performance devices can be put restrictions on the devices which have lower performance. It can’t be executed on some devices according to run-time memory or video memory restrictions. And it is needed to make many efforts to change game’s resources to be adapted to the target device if LCD size is different from the target device.

In this situation, Game Publishers benefit from easily selecting target terminal device group correspondence to the requirement of such games by using device performance classes. And it is possible to reduce the cost, and to release games without a falling-off in quality.

3.4 The viewpoint of Game Developers

Game Developers benefit from deciding the scale of games to be developed in advance by using device performance classes because they can consider the games in the same region of class have hardly any porting issue. So they can concentrate on developing games of more good quality. And it is possible to reduce the cost.

On the assumption that there are no device performance classes, let’s talk about the confusion which may be undergone with game developers.

· There isn’t any device performance specification which can be referenced by game developers to display the best suitable game performance class on some devices.

· The size of game contents is determined based on terminal device performance specification.

· The games which require lower device performance can be ported on the device having higher performance. There isn’t any problem.

· On the other hand, the games which require higher device performance have some problem as follow, because of restrictions on low device.
· The total size of games may be changed from runtime memory restrictions.

· It may be needed to change 2D images from LCD size differences.

· Game stage down-scaling may be occurred from runtime memory restrictions.

· And so on.

In this white paper, it is one of important purpose to reduce the cost of developing games by reducing porting issues through classifying device performances into specific category. There is a different view about the basis of classifying performance classes in white paper these days. The main subject of the opinion is what about changing to classify games into game types such as casual games, rich native and premium games instead of using class mark.
It is not a good way to classify performance classes into game types on the purpose of reducing porting issues. Let’s talk about casual games that have large contents size for instance. Casual games have not only small content size or simple story. If it is classified into game types, many readers may be leaded to confusion in this situation.

To be brief

· It is more reasonable to determine the minimum performance requirements of devices than to classify games into game types on the purpose of white paper at the beginning to minimize the fragment between some devices from another.
· The performance classes should be able to capture characteristics of terminal devices which are widely spread in these days as much as possible. If the classification of performance classes in white paper does not reflect the characteristics of terminal devices in these days, we should consider that the specification of performance classes should be reviewed to reflect the characteristics of these days terminal device for each factor of performance classes.
· Classifying of device performance classes should be sub-dividable as much as possible. And it should have enough detailed factors of terminal devices to reduce porting issues.
· It is desirable to use the class mark same as at present to classify performance classes because some readers may be had a misunderstanding of interpreting the word game classes through classifying games into game types.

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

SK telecom and Innoace requests that OMA GSWG agree with these considerations for white paper and don’t change the main frame of device performance classes in white paper.
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