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1 Description

Description and Objectives of Work to be Undertaken (including Justification and Use Cases):

To stimulate the market for mobile gaming and guarantee continued customer satisfaction, OMA needs to ease the development of mobile games and standardize the common functions that exist in almost all games and are provided by almost all elements of the whole value chain (e.g., game developers, game servers). 

This work item will be used to define a set of mobile game common functions which covers all popular genres such as card and board games, action and adventure, sports games, strategy, puzzle and educational games. Each Function will be defined as to be able to be used by almost every online or offline mobile game as the basal function, and all the elements in the value chain can interact with each other by implementing the common functions.  Defining this set of functions can reduce the duplication of work during game development and can eliminate obstacles of interoperability among the elements of the whole mobile game value chain.

Where possible, Common Functions defined for Mobile Gaming will rely on functionality defined within OMA (e.g., presence, location).  In addition, Common Functions defined specifically for Mobile Gaming may have broader applicability to other OMA Enablers.

A simple example to illustrate the objectives of work to reduce the duplication of work during game development would be the “instant message” function.  Almost all the multiplayer online games should implement the function that will help the players to communicate with each other instantly.  If the developers develop the “instant message” functions for every such game separately, it will waste great reduplicate work to do such repeatedly.  But if OMA defines it as a common function, the function can be developed only once (e.g., as one middleware specification), and all developers can reuse the function in all online games that need to provide instant communication according to the OMA specification.
Another simple example to illustrate the Objectives of Work would be the publish function of the mobile game.  The function defines the interface and the procedure between the mobile game publisher and the operator.  Game publishers can automatically publish their mobile games to different operators by interacting with them according to such an interface.

The work would also help improve the innovative features of a single game.  Using common functions to simplify the development of the game would allow developers to focus on the improvement of the innovative features.  Such innovative features may also improve the customer’s experience.

The work will also help improve the customer’s experience by providing some common adaptation functions. For example, some common functions can check the data rates, information loss and delay of the network, then adapt the resource and the logic of the game to such network attributes. Thus, the use of such a common function may reduce bandwidth requirements to one-third of normal game requirements.
Existing Specifications or Documents Affected:

SEC-CF, DM, IM, or other OMA services protocols could be used as a mechanism for enriching the mobile game user experience.

Linked Work Items:

None 

Linked Affected OMA Groups and External Fora

OMA Requirements Working Group will be affected to ensure that the common functions align with services and features being deployed in the mobile marketplace.

External fora that provide gaming and graphics APIs and services should be contacted to determine if similar approaches exist.

2 Planned Deliverables

Enabler Release Package:

 FORMCHECKBOX 

Full life-cycle work flow with specifications (RD, AD, TS, etc) and interoperability testing. 

Reference Release Package:

 FORMCHECKBOX 

RD Package – This is not intended to be part of an enabler.

 FORMCHECKBOX 

AD Package (Includes associated RD, if needed) – This is not intended to be part of an enabler.

 FORMCHECKBOX 

White Paper Package – Informative technical document not associated with an enabler.
 FORMCHECKBOX 

Data Description Package (e.g. Schema, MO) – Data description whose definition is not part of an enabler.
 FORMCHECKBOX 

Other – Describe:_______________________________________________________________
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Service Impacts:

The work allows the shortest time the easiest way for game developer to develop game, for game publisher to publish game, for game operator to market and operate game, for game customer to discover and purchase game.

Architecture Impacts:

The common functions are expected to make use of existing client/server interfaces and architectures, or make some supplements to them.

Charging/Billing Impacts:

The common functions basically are based on the current known charging or billing mechanisms, but maybe provide some suggestions of some new charging or billing mechanisms.

Security Impacts:

The common functions make use of the known security mechanisms, and maybe provide more perfect suggestions.

Privacy Impacts:

The specification should refer to the user-specific information from other mobile service servers in order to improve the user experience during playing a game, such as adding the real location information of the user to the game scene.

IOT Impacts:

An application could be used to measure actual game client or game platform to ensure they provide the expected common functions.  It is highly recommended that OMA encourage third party software providers to provide application-level test suites that emulate gaming use cases to measure client and platform against the specified common functions in a consistent manner.
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