Gaming Platform

Editors note:
This section has not been formally reviewed by the working group responsible for this technology.

This section is based on OMA Gaming Platform Version 1.0.
The OMA Gaming Platform Version 1.0 specification, addresses the issues of portability and interoperability in the mobile games space. The specification will allow game developers to produce and deploy mobile games that can be more easily ported between multiple gaming platforms and wireless networks, and played over different mobile devices.
Introduction

An instance of a games (a game board) lifecycle in the gaming platform is based on session entities. 

A session is defined as a series of interactions encompassing the Actor’s lifetime within the specific Application Instance. 

An ActorSession represents the single player role in a game board. In the real world, games may contain several players, and one single person can play several roles in different games or events in a single game board (person plays chess with himself), therefore the relation between an ActorSession and a User (which represents a user) is many to one. 

The Actor is shared functionality between all ActorSessions of the same User in the same Application.
The relation between an ActorSession and an ApplicationInstance (which represents a single game board) may similarly be many to one. 

The Application session entity is used to represent a single type of game, registered in the gaming platform, and defines shared functionality between all ApplicationInstances of the same kind. 
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User

Users are subscribers who have cellular accounts and may access the gaming platform. The term “user” represents a specific person connecting to the system via a cellular phone or another communication device. 
Actor.

The Actor represents shared information about a user, which is used in all the ActorSessions for a Application. 

ActorSession

An ActorSession is the actual representation of a user session in a game. 

Application

An Application is the installed code or logic of a game. The Application is used for

creating specific running instances. The Application defines shared information

for all ApplicationInstances. 

ApplicationInstance

The ApplicationInstance is the actual game played. It is the running instance of the

Application object. 

MasterApplicationInstance

The MasterApplicationInstance defines one special application instance, which is used to

manage events and information shared for regular application instances. 






















