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Executive summary  

The Mobile Game Arch project1 supports European actors from both the content and technology 

sides of the mobile games industry to join forces in tackling barriers to growth. By making 

significant contributions to global standards, the project intends to create a base for a new 

generation of mobile games technology that will allow European content to flourish globally and 

to narrow the digital gap in Europe. The Mobile Game Arch project attempts to reinforce the 

position of the small and medium sized enterprises (SMEs) working in the European ICT and 

digital media industry and to increase the accessibility of the aggregators of digital media/service 

platforms. 

 

The main objectives of the Mobile Game Arch project are to: 

 

 Identify the current growth barriers in the mobile games industry; 

 Identify a roadmap for the growth of the mobile gaming industry and to identify specific 

European barriers; 

 Support actions to provide recommendations on standards, specifications, actions, and 

practices in the area of mobile games technology. 

 

The third Mobile Game Arch workshop was organized in co-operation with Nordic Game 

Conference on the 24th of May 2013. In order to get contributions to the upcoming road map 

document and feedback on the gap analysis document, the project consortium led by EGDF ran 

three sessions of keynote presentations and panel discussions of industry experts. Furthermore, the 

audience, full of industry stakeholders, commented actively on the presentations and panel 

discussions. As clearly demonstrated by the outcomes of the workshop reaching the issues far 

beyond the State of the Arts, the workshop reached its objectives.  

 

The main outcomes of the workshop: 

o The technological gaps are a long term problem, whereas business gaps are more critical 

on the short run.  

o The problems related to mainstreaming HTML5 were seen as more political than 

technological. 

o The decentralized cloud is considered to be a step between the current mobile ecosystem 

and real cloud based mobile ecosystem. 

o Entering to challenging emerging markets is a highly promising way for game developers 

to overcome issues related to discoverability in Western markets.  

o In the area of payment services, Europe should take a leading role by making sure that its 

own Digital Single Market area is as minimally fragmented as possible.  

o The actors in the value chain should build up a working dialogue with Google over the 

future of Android ecosystem. 

o The workshop supported the idea of building a developer driven forum working with a 

multitude of standardization bodies. Furthermore, the workshop addressed the issue of 

industry actions for the protection of minors in the mobile ecosystem and called for 

further actions in that field.  

 

The video recordings from the workshop are available on the address: 

www.vimeo.com/album/2162864  

                                                 
1
 www.mobilegamearch.eu  

http://www.vimeo.com/album/2162864
http://www.mobilegamearch.eu/
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1. Introduction 

 

1.1 OBJECTIVES OF THE WORKSHOP  

 

The third workshop of the Mobile Game Arch project had two main goals. First, verifying the 

gap analysis document produced by the project by collecting feedback from the leading 

industry experts. Second, as recommended by the midterm review of the project, collecting 

the contributions of industry stakeholders on the Road Map document. Consequently, the 

focus of the first session of the workshop was dedicated to  the Gap Analysis document and 

the focus of the third session of the workshop was placed on the planned standardization road 

map.  

 

Beside these two main objectives, the workshop focused on completing the picture for two 

emerging themes, whose importance had increased significantly during the lifetime of the 

project, namely the protection of minors in mobile environment and the role of emerging 

markets. Consequently, the workshop also addressed issues beyond the State of the Arts.  

 

However, in order to keep the focus of the workshop coherent, these secondary themes were 

approached through the main themes of the workshop. In effect, as i) getting paid for the 

game and ii) getting the game to the market were the key themes of the Gap Analysis 

document, the second session of the workshop, focusing on emerging markets, effectively 

addressed them. This was also a way to insure that the second session of the workshop 

focused on business oriented gaps, whereas the first session had a more technical approach.  

 

The protection of minors issues were discussed in the third session of the workshop mapping 

the requirements for the standardization roadmap in that area. Unlike the first and second 

sessions of the workshop, the third session focused on regulatory gaps instead of business and 

technological ones.  

 
While preparing the gap analysis document, HTML5 and cloud technology where identified 

to be the key mega trends reshaping the mobile games industry in the near future. 

Consequently, the potential gaps were further analyzed through these themes in the Gap 

Analysis document and as a result they also were the cross cutting themes of the third 

workshop. 

 

1.2 METHODOLOGY   

All topics addressed in the workshop were selected based on two criteria. First of all, they had 

to bring significant contributions to the project. Secondly, they needed to be attractive to the 

stakeholder groups the workshop was targeting. In order to secure the interest of the 



 

Summary Report on Third Workshop and Impact Assessment  
Mobile_Game_Arch_D2.4_06_December_2013_v2.0.docx 

 

 

Mobile Game Arch 
FP7 – ICT– GA 288632 

Page: 6 of 165 

 

 

stakeholders and the high quality of the outcomes of the workshop, the keynote speakers and 

the panelists were carefully selected based on them being some of the leading industry actors. 

 

The first workshop of the project in Paris focused on reaching mobile game developers, 

whereasthe second workshop in Helsinki discussed other industry actors enlarging the 

community reached by the project. As the third workshop was set up toward the end of the 

project, it mainly  addressed the issue of reaching the key actors implementing the planned 

road map: mobile game developers, their representatives, cloud technology developers, 

hardware manufacturers, payment providers and standardization bodies.  

 

Consequently, a member of the Mobile Game Arch consortium, Maartin Noyons, was chosen 

to present the Gap Analysis document for the industry panelists in the first session. For this 

session, the panelists were carefully selected to represent different actors in the value chain. 

For the second session a leading payment service provider was called to give a keynote and 

the panel was built up to represent various perspectives of both European and non-European 

game publishers and developers operating in the emerging markets. For the third session, 

Jean-Charles Point was chosen to give a presentation on behalf of the consortium. As 

representative of W3C had already been invited in the second workshop in Helsinki, a 

representative of ETSI was invited in the panel. The other two panelists were chosen to be a 

protection of minors expert and a representative of a national game developer association.  

 

All panelists received the draft Gap Analysis document and an early draft of the Road Map 

document before the panel. Furthermore, the questions the moderator of the panels asked were 

carefully based on these documents.  

 

1.3 IMPLEMENTATION 

As outcome result of the success of the Nordic mobile game developers (e.g. Rovio and 

Supercell), the Nordic region is one of the hotspots of the mobile game development in the 

world at the moment. Consequently, the consortium decided to organize the workshop in 

Malmö in co-operation with the Nordic Game Conference, one of the leading game developer 

conferences in Europe.  

 

In order to reach the objectives of the workshop the following agenda was accepted. More 

detailed information about individual speakers is available under the analysis of each session.  

 

On Friday 24th of May, 2013, at the Nordic Game conference in Malmö, Sweden, the 

Mobile GameArch project held its final workshop. 

 

The main objectives of the Mobile GameArch (MGA) project were to: 

o Identify the current growth barriers in the mobile games industry;  

o Identify a roadmap for growth of the mobile gaming industry and to identify 

specific European barriers;  

o Support actions to provide recommendations on standards, specifications, 

actions, and practices in the area of mobile games technology.  

 

Session 1. 14:00 - 14:45 GAP ANALYSIS OF MOBILE GAME 

ARCHITECTURE 
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MGA has identified several areas seriously needing improvement, ranging from the 

protection of minors, over payments, to the lack of communication between hardware, 

OS, and ecosystem owners and the game developers. How could these problems best 

be fixed to the advantage of European mobile games developers? 

 

Keynote: Maarten Noyons, NCC, France   

 

Panelists:  

o Gemma Paris, ARM, United Kingdom  

o Jani Kahrama, Secret Exit, Finland  

o Bogdan Tudosoiu, Mobile Heights, Sweden 

  

Session 2. 15:00 - 15:45 EUROPE AND THE WORLD 

 

The distribution of cell phones in emerging markets is today almost as high as in the 

developed countries. Its importance to the society itself is sometimes even broader, 

taking into consideration the absence of PC’s and classic broadband. More precisely, 

in territories with low connectivity like India, Middle East and Africa the relative 

important of the mobile device should not be underestimated. All these issues, i.e. 

marketing, payment, cultural issues, but also other related ones, are instrumental in the 

process of “glocalization”. 

 

Keynote: Andrej Dementiev, Fortumo, Estonia  

 

Panelists:  

o Christopher Kassulke, Handy Games, Germany  

o Nour Khrais, Maysalward, Jordan  

 

Session 3. 16:00 - 16:45: STANDARDS AND MOBILE GAMES 

 

In the mobile ecosystem, the leading standardization bodies are World Wide Web 

consortium (W3C), European Telecommunication Standards Institute (ETSI), Open 

Mobile Alliance (OMA), Khronos Group, GSM Association (GSMA). It is a given 

that SMEs, and especially mobile game or application developer studios, have no 

discernible influence on standards. Beyond technical standardization, the question is 

how IOS, Android etc., can comply with a common standard which unifies age rating 

in Europe and simplifies this important issue for the end consumer. This 

standardization process should be made compatible with the strong involvement of the 

European development community and not be controlled mainly by off-line overseas 

game publishers.  

 

Keynote: Jean-Charles Point, JCP-Consult, France  

 

Panelists:  

o Annie Mullins, Vodafone, United Kingdom (confirmed) 

o Thierry Platon, SNJV, France 

o Patrick Guillemin, ETSI, France 
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Dr. Malte Behrmann, General Secretary of the EGDF (European Games Developer 

Federation) moderated the workshop. Minutes and video were recorded by JP Kaleva, 

EGDF.  

 

The workshop was embedded in the program of the Nordic Game Conference reaching 1400 

delegates. As the following analysis demonstrates it succeeded in making significant 

contributions on both the Gap Analysis and Road Map documents.  
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2. Minutes of the workshop  

 

2.1 SESSION 1: GAP ANALYSIS OF MOBILE GAMING 

ARCHITECTURE 

2.1.1 Methodological background  

 

In order to validate the outcomes of the project by the industry expert, the first session of the 

workshop focused on the Gap Analysis document. While preparing the Gap Analysis 

document, HTML5 and cloud technology were identified to be the key mega trends reshaping 

the mobile games industry in the near future. Consequently, the potential gaps were further 

analyzed through these themes and consequently they were also the cross cutting themes of 

this session. Maartin Noyons, from the consortium, was chosen to present the document for 

the session. 

 

As the consortium wanted to secure as broad as a possible feedback, it carefully selected the 

panelists in a way that they cover clearly different key positions in the value chain. Thus in 

order to map the perspectives of the game developers themselves, the consortium invited Jani 

Kahrama, who has many years of industry experience, to the panel. He is currently working as 

a CEO of a game developer studio called Secret Exit. As ARM is one the leading mobile 

chipset developers in the world, the consortium invited Gemma Paris to represent the 

perspectives of hardware manufacturers in the panel. Furthermore, in order to have first hand 

experience on mobile cloud technology, the consortium invited Bogdan Tudosoiu, the CEO of 

Mobile Heights to the panel. Mobile Heights is one of the technologically most advantaged 

developers of cloud based mobile technology in Sweden.  

 

2.1.2 Summary of the keynote  

 

The video recording of the keynote is available on the address: 

http://vimeo.com/67800883 

 

As concluded by Dr. Malte Behrmann in his introduction, the Mobile Game industry was 

insignificant about ten years ago, but it is becoming more and more relevant to the game 

industry as a whole. However, numerous technological, business and regulatory challenges 

hinder its growth. The Mobile Game Project was started to identify these challenges and to 

propose actions helping to build a bridge over the gaps created by them. Aunderlined by 

Maarten Noyons in his keynote, the project focuses on the following questions: how can we 

overcome challenges in innovation, how can we compete better with the rest of the world and 

what are the challenges related to distribution, publishing, new emerging business models and 

possible future barriers.  

 

The project has now reached the point where these gaps are analyzed in detail. Noyons 

summarizes that Mobile Game Arch gap analysis focuses on four key areas: i) preconditions, 

ii) making the game, iii) getting to the market and iv) getting paid.  



 

Summary Report on Third Workshop and Impact Assessment  
Mobile_Game_Arch_D2.4_06_December_2013_v2.0.docx 

 

 

Mobile Game Arch 
FP7 – ICT– GA 288632 

Page: 10 of 165 

 

 

 

In the area of preconditions, Noyons especially stressed that on the political side the 

preconditions for public policies are: age ratings, technological standards as a political process 

and the infrastructure related to operators and ecosystems. He noted that during the lifetime of 

the project,the political questions related to the lack of regulation of virtual goods and virtual 

currencies have become increasingly important, as the lack of common European regulation is 

risking the fragment the Digital Single Market Area in this field.  

 

Considering the technological standards, Noyons reminded the audience that fragmentation is 

less problematic today than it was at the starting point of the project. Instead, the challenge 

today is that two main ecosystems, the Android and iOS, stand against each other. Noyons 

concluded that consequently the Gap Analysis document produced by the project identifies 

two kinds of fragmentation, good and bad. The good fragmentation refers to the 

fragmentation, which allows the differentiation between different games from the content side 

(e.g. localization), and bad fragmentation one, which produces problems for developers.  

 

In the area of making the game and getting the game to the market, Noyons pointed out that 

the main issues are related to the marketing of the game. Furthermore, Noyons highlighted 

that it is today much more difficult to launch new titles on iOS, as publishers are acquiring 

users. Thus, as these publishers put money into the acquisition of users, it is becoming more 

and more difficult to be a self-publishing developer. Finally, Noyons mentioned that the 

payment methods are the key to explore new territories. 

 

2.1.3 Summary of the presentation by ARM  

 

The video recording of the presentation is available on the address: 

http://vimeo.com/67735911 

 

Gemma Paris reminded that ARM was founded in 1994, as a spinoff of a university, and 

today, - almost 20 years later - ARM  has a a strong global presence with 2300 employees and 

almost 1000 partners. ARM develops low power consumption architecture models for CPUs 

and GPUs that are suited for embedded devices, specifically for mobile phones. According to 

Paris, the driver software of almost all mobile phones is developed by ARM. For this reason 

ARM does want to communicate with different actors using driver technologies, including the 

game driver technologies. 

 

Paris noted that it takes ARM from two to three years to develop a new technology platform. 

After ARM has released the new platform, the chip, the semi contactor and handset and tablet 

manufactures will spend about three to four years developing their solutions based on ARM 

solutions. The challenge, according to Paris, is that while automobiles last from five to eight 

years, mobile phones last usually only two years and tablets from one year to one and half 

years. So although ARM is actively working together with middleware and the interface 

studios to understand better their needs from a technological perspective, as Paris stresses, 

whatever ARM is able to change, it will not be available on the market during the next two or 

three years.  
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2.1.4 Summary of the panel discussion  

 

The video recording of the panel is available on the address: http://vimeo.com/67742133 

 

Dr. Malte Behrmann started the panel discussion by focusing on gaps related HTML5.  

 

Related to HTML5, Gemma Paris from ARM underlined that currently latency is the main 

limitation hindering the use of mobile devices for online gaming. Consequently, as she 

underlined, for many games (e.g. First Person Shooters) a hybrid approach would work much 

better than a pure HTML5 approach. 

 

Jani Kahrama from Secret Exit was more skeptical about the new opportunities provided by 

the HTML5 than Paris. From his perspective, the barriers hindering the mobile game 

development are more business issues than technological obstacles. Even if HTML5 standard 

would become widely used, the issues related to discoverability and monetization would still 

be the same. Consequently, from his point of view, the current browser game ecosystem 

cannot be easily transferred to the mobile game ecosystem, as the success of mobile gaming 

has been based on using the specificities of the mobile device, not the browser. And even if it 

would be transferred, the current gatekeepers of the browser game ecosystem would come 

with the transfer to the mobile field shuffling the current business models.  

 

Bogdan Tudosoiu stressed the conflict of interest between different big players like Google or 

Apple and small actors on HTML5. Some of the big players do not want to support HTML5 

at all while all others are pulling it in the direction favorable for them.  In addition, the 

HTML5 consortium is a big organization that can adopt new solutions very slowly. However, 

from his side, HTML5 might be a potential tool for the developers of small applications.  

 

An industry expert participating in the workshop summed up the discussion on HTML5 by 

stating that: firstly, due to lack of browser support HTML5 does work on Android phones at 

all;secondly, neither does it work on iOS, because of problems related to audio support. So 

the main challenge for the HTML5 in the mobile environment is to get around the 

gatekeepers, who are actively working against it.  

 

In addition,Paris agreed that the lack of interest of mobile platform holders and administrators 

to support HTML5 is indeed a problem. According to Dr. Berhmann, this leads to a question 

of whether or not the European Commission should force the HTML 5 to be implemented by 

a law. Both Kahrama and Paris doubt this would be an ideal solution, as if the industry is not 

widely supporting the standard already, it will be very hard to enforce it legally. Therefore 

Kahrama concluded that any political decision making should focus on issues, which reduce 

the cost of doing business or reduce the cost of development (e.g. by reducing taxes). 

 

After covering the HTML5, Dr. Behrmann redirected the discussion to issues related to cloud 

gaming, focusing especially on whether or not cloud will be become relevant in the coming 

years.  

 

Both Paris and Tudosoiu underlined that latency is the main issue with mobile cloud gaming 

as well. Tudosiu suggested that the cloud architectures will most likely develop in a different 

way than it is foreseen at the moment. In his opinion, clouds closer to users (e.g. based on 
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their home PCs) will become the basis of cloud gaming.As a result, the distributed cloud 

architecture would be replacing the current more central approach.  

 

Paris noted that the current user behavior is not supporting the idea of distributed clouds, as 

people want to play mobile games while they are commuting. However, a member of the 

audience disagreed with this by pointing out that a big share of mobile content is actually 

consumed at home.  

 

Both Tudosoiu and Paris agreed that in the distant future 5G or 6G might be able to provide 

enough data for the cloud gaming, but Paris reminded that roaming is an issue as well. 

However, Paris stressed that major cloud server providers are currently pushing mobile cloud 

to become reality, which is likely to happen at some point. So, according to her, in the future 

we will encounter AAA games for mobile devices.  

 

Kahrama strongly argued that, exactly as the challenges of HTML5, the challenges of mobile 

cloud gaming are as much business related as they are technological. As he highlighted, the 

most successful mobile games like Angry Birds, Clash of Clans, Candy Crush etc. do not 

concentrate on technical features, but try to focus on making the simplest possible game that 

you can play on the device. According to him, this clearly demonstrates that the games need 

to be small, simple and appealing to be successful. Thus, even if one would be able to stream 

AAA content from a cloud to a mobile device, there would not automatically be markets for 

that kind of content.  

 

Noyons disagreed with Kahrama by reminding that there are some popular features of online 

games that the current mobile games are unable to provide. In general, according to Noyons, 

the real possibilities of cloud gaming are to be found in the new types of gameplays it enables. 

Kahrama replied that there are very limited technological opportunities for now, for real 

multiplayer games in the mobile space for example. According to him, the biggest issue at the 

moment in the industry is the discovery and letting people find the kind of entertainment that 

they are willing to pay for. 

 

As the discovery ability is becoming more and more an issue, Kahrama stressed that the 

questions of fragmentation and HTML 5 become less and less relevant in comparison with the 

ability to be discovered. As an example, even a company of ten or fifteen people or a 

company using Unity can easily overcome fragmentation; the problem of the discovery, 

however, remains unsolved. 

 

Furthermore, Kahrama drew attention to the importance of the fact that financial constrains 

are always present in the decision making of game developers. So although the game 

developers would like to see more challenging game development to happen, they are 

currently forced to focus on monetization, as consumers are, in general, not willing to pay for 

a game.  

 

However, Kahrama noted that a new trend is emerging with games like Double Fine 

Adventure and Legend of Grimrock. Also Noyons agreed that success stories like Tiny Wings 

produced without any marketing budget still are a genuine possibility in the mobile space. 

Therefore Kahrama concluded that instead of forcing the entire industry to better monetize, it 

should discover a way to let people enjoy the games they like to enjoy. 
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Noyons pointed out that he thinks that in the future it will be increasingly important to find 

out the ways to build up a relationship with a gamer and build games around her or his habits. 

Consequently, the creative use of big data will be instrumental. 

2.1.5 Conclusions  

 

Due to the quick development of the middleware (e.g. Unity), technological fragmentation is 

less of a problem today than it was at the starting point of the Mobile Game Arch project. So 

the real challenge today is the fact that two main ecosystems, the Android and iOS, stand 

against each other and thus blocking the use of the standards like HTML5 in order to secure 

their dominant market positions. Thus the problems related to HTML5 are as much political 

as technological. However, it is by no means self-evidentthat HTML5 could be enforced by 

regulation.  

 

Although cloud service providers are pushing in that direction, it is clear that mobile cloud 

gaming based on centralized servers will not be as important as today in the near future. 

Consequently, decentralized cloud (based on PCs or video game consoles) might be the first 

step the industry takes in the direction of real mobile cloud gaming.  

 

In the mobile game markets, it is the business innovation that is driving the technological 

innovation, not vice versa. Consequently, the importance of consumer behavior, as the 

trendsetter of the technological development, is increasing. This applies also to the mobile 

cloud technology. Thus even if one would be able stream AAA content from a cloud to a 

mobile device, there would not automatically be markets for them.   

 

Furthermore, at the moment there are only a few real time multiplayer mobile games in the 

market. When the latency issues will be overcome, new types of cloud based gameplay will 

be accepted in a similar way the free-to-play games were accepted. This advancement of user 

behavior, however, is very difficult to predict. Therefore it could very well be that new types 

of gameplay cloud gaming tries to offer do not have a lasting effect on the game industry 

ecosystem.   

 

Consequently, as underlined by many panelists on the short run business related gaps (e.g. 

discoverability, monetization, user data) are more important than technological gaps 

(especially hardware) as the latter are changing the field only in the long run. Therefore the 

main focus of the political regulation should also be on issues, which reduce the cost of doing 

business or reduce the cost of development.   
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2.2 SESSION 2: EUROPE AND THE WORLD 

 

2.2.1 Methodological background 

 

Unlike foreseen at the beginning of the project, the role of the emerging markets has 

become increasingly important in the mobile ecosystem. In order to fill the holes in the 

project’s Gap Analysis and Road Map documents, the second session of the workshop 

entirely focused on them. In addition, in order to secure the largest amount of contributions 

to the documents, the key topics discussed in the session were decided to be the two key 

themes of the Gap Analysis document: getting paid for the game and getting the game to the 

market. This approach was also chosen in order to balance the more technological approach 

of the first session on the Gap Analysis document with a stricter business focus.  

 

In order to ensure the best possible feedback on the getting paid for the game, the 

consortium decided to invite Andrej Dementiev from Fortumo to give a keynote 

presentation. Fortumo is one of the leading European payment service providers operating 

in the emerging markets. 

 

Christopher Kassulke from Handy Games was invited to the panel of the session in order to 

hear hands on experience on getting games to the market. Handy Games was one of the first 

European mobile game developers entering Russian markets and it is currently successfully 

building up its own game based advertising network in Latin America and Africa. 

 

In order to make sure that the feedback the project receives for the Gap Analysis document 

is not too Eurocentric, the consortium decided to invite a Jordanian game developer, Nour 

Khrais from Maysalward to the panel. Khrais is the CEO of his game developer studio and 

the head of the Jordan Gaming Task Force. 
 

2.2.2  Summary of the keynote 

 

The video recording of the presentation is available on the address: 

http://vimeo.com/67747362 

 
In his introduction to the second session of the workshop Dr. Behrmann set the goal of the 

session: to understand how the distribution of cellphones in emerging markets will enhance 

the opportunities for European mobile game makers in bringing mobile games to the world.  

 

The keynote of the session was given by Andrei Dementjev. He works as a business 

development manager at Fortumo, an Estonian company specializing in mobile gaming 

payment systems in 75 different countries. 

 

Dementjev defined emerging markets as being Latin America, Africa, Asia, CIS and Eastern 

Europe. Out of them, he identifies Turkey, Brazil, China, as specifically quickly growing 

markets.   
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In Latin America, the mobile markets enjoy, according to Dementjev, 25 percent growth rate 

per year and overall virtual goods sales in Latin America will be around 0,6 billion in 2013-

2014. Brazil, with more smartphone users than Germany or France, makes about half of the 

gaming revenues in the region although only 31% of Brazilians play games regularly. Other 

relevant countries in South America are Mexico and Argentina.  

 

Dementjev stressed that people in Latin American see smartphones as holding a very 

important status symbol. This also reflects the way people consume games and content in 

general:they tend to spend more time with the device and engaging with it.   

 

Considering Africa, Dementjev reminded that its population has already reached one billion 

with 80 percent of them having a mobile phone. However, only 60 percent of them are 

connected to the Internet. Remarkably, most of the people use mobile devices to access the 

Internet and thus the amount of mobile payments in Africa is already twice the amount of 

mobile payments in Europe and the USA combined. 

 

Consequently, according to Dementjev, Africa is probably the fastest growing mobile market 

in the world. In Nigeria, for example, smartphone penetration is growing more than 1000 

percent per year. However, the main challenge of African markets is low revenue per user. 

The whole telecom market of United Kingdom makes more revenues than the whole African 

market.  

 

Dementjev also noted that African mobile markets are characterized by mobile platform and 

hardware wars. NOKIA still holds more than the half of the market, but all major device 

manufactures are building special models for this market trying to offer the cheapest phones.  

 

Extreme cultural fragmentation is another issue that Dementjev stressed as typical of African 

markets. There are more than 3000 cultures and more than 200 languages spoken. However, 

although there are 11 official languages in South Africa alone, in practice English, French, 

Arabic and Swahili will be probably enough to start with. Therefore, he recommends the 

developers should not try to reach the long tail of minor languages before they have a firm 

audience in the region. Furthermore, it is also important to use local social networks like Mxit 

or Eskim with their own gaming platforms while operating there.  

 

Concerning Middle East and North Africa, Dementjev underlined that they are all very 

quickly growing regions and that the growth is very gaming oriented. In the Middle East, for 

example, countries like Saudi Arabia, Kuwait and Jordan have a very high average revenue 

per user and very high game engagement.  

 

China is by far the largest market in the world. As pointed out by Dementjev, China is the 

biggest market area in terms of population, device, users etc. For example, it has more than 

half a billion smartphones. For game developers it is important to note that the video game 

consoles are banned in China.Gamers are to be found on other platforms, mobile ones for 

example. Furthermore, Dementjev underlined that carrier billing accounts for 75% of APP 

revenues and thus carriers control a lot of gaming market in China in terms of distribution, 

monetization and application stores. 
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Southeast Asia is growing very fast as well. Dementjev especially stressed the importance of 

India, Singapore, Philippines and Indonesia. 

 

Dementjev summed up Fortumo’s experience on operating in emerging markets in three 

steps: first learn the market, secondly think like local and thirdly monetize and distribute 

accordingly. When it comes to learning the market, he highlighted the importance of mapping 

what languages are spoken. In addition, it is important to find out who the key players and 

competitors are, what types of games are popular, what kind of hardware is used for gaming 

and what the demographics of gaming preferences are. From his perspective, the cheapest 

way to learn how the market works is to learn from the mistakes of the competitors. 

 

Thinking like local means for Dementjev that the localization is more than just a translation. It 

means specific knowledge about the market and its unique features. Every region has their 

own game design traditions, but also their specific payment systems, social medias, 

distribution platforms etc. According to Dementjev it is particularly important to build a local 

community for your games, as it helps when launching new games.  

 

Monetization and distributing accordingly means for Dementjev thatpricing policy is correct. 

The value of two dollars in the United States is not the value of two dollars in China. 

Secondly, he sees “freemium” model as the only business model to really work in emerging 

markets, as consumers are not ready to pay for the games themselves. However, while using it 

the developer has to adjust the game balance according to the market area.  

 
Consequently, Dementjev concluded that one should forget the stories about the global 

gaming market. Instead a specific approach should be used for each region and for each 

country. 

 

2.2.3 Summary of the panel discussion 

 
The video recording of the presentation is available on the address: 

http://vimeo.com/67802501 

 
In the panel discussion Dr. Malte Behrmann focused on three topics: how to conquer 

emerging markets, the fragmentation of the Android ecosystem in the emerging markets and 

the fragmentation of payment systems in the emerging markets. 

 
When it comes to conquering emerging markets Chritopher Kassulke from Handy Games 

presented mobile game companies as the next big broadcasters for advertisement. His own 

company started conquering the World from Russia and then moved to Africa and Latin 

America. As a result, although companies are likely to face many challenges, especially in the 

areas of billing and monetization, his advice is to just travel to emerging markets and check 

out how titles and audience can reach each other.  

 

Based on Kassulkes’ experience, mobile devices are often the first electronic gaming device 

consumers have access to, which is a great opportunity for game developers. Currently, 

Chinese companies are strongly present in Africa, but, as he underlined, it should not prevent 
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Europeans from entering there. Vice versa, he calls European developers to learn from their 

mistakes and push them to do better.  

 

Nour Khrais from Maysalward stressed that, compared with other emerging markets, the 

Middle East markets are more mature, especially when it comes to the monetization. Based on 

his experience, the biggest mistake the developers do in the Middle East is that they think 

localization is just turning the language into Arabic or turning the design from right to left. 

According to him, good games are good no matter what language they are published on, but 

what game developers really should focus on are the sensitive symbols (e.g. religious) used in 

the game and the look and feel of the game. Thus, he recommended the use of a local partner 

for entering the markets.  

 

In the area of fragmentation of the Android ecosystem, Dementjev made clear that in spite of 

the device fragmentation, contrary to a common misunderstanding, game developers are 

earning more money in the Android platform in emerging markets than in other areas. 

Kassulke is skeptical about the ability of developers to do something about device 

fragmentation. He noted that beyond fragmentation, due to bandwidth limitations, it is 

particularly important to make games smaller than 20 megabytes.   

 

The panelists noticed many different ways to bypass the fragmentation of payment solutions 

in the emerging market. Kassulke recommended focusing on advert based free-to-play games. 

That is why he has made his games a new advertisement channel competing with private TV 

channels in emerging markets. Dementjev has seen many attempts to standardize payment 

systems, but they have all failed. Although useful simplified API for payment solutions would 

be very useful, the market is moving so fast he is afraid the standardization efforts of this kind 

would fail as well. However, he noted that this kind of standardization might work on a 

European level, but not just yet on the global level.  

 

Before focusing on global standardization, Dementjev called European Union to tackle 

problems in its internal markets. Especially he hopes that Member States will  agree on 

common standards on how VAT is applied in the European Digital Single Market Area. 

Furthermore, Kassulke called the European telecommunication operators to provide carrier 

billing in GooglePlay. 

 

As a final question Dr. Behrmann asked what countries the panelists would recommend for 

European game developers. Kassulke is strongly recommended East Asia, namely Japan, 

South Korea and China. Furthermore, he underlined that if one is trying to change something, 

one should not wait for other European industry or European Commission to do something 

first. Khrais supposed that developers should use Jordan as a central point to spread out to the 

Middle East. Dementjev recommended Brazil and Nigeria and Indonesia with some 

reservations, as they are the fastest growing markets.  

 

2.2.4 Conclusions 

 
It is a common misunderstanding that mobile game markets would be by their very nature 

global, as on the global level markets are clearly fragmented. This being said, this market 
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fragmentation is also on opportunity for developers to quickly reach growing market areas 

where discoverability is not as big problems as in the Western markets.  

 

Accessing these markets is not as hard as one would expect. In the end, it is just a question of 

entering markets, learning from the mistakes the other actors have done there, localizing the 

content and finding a suitable freemium business model. This is becoming easier, as global 

payment services like Fortumo are emerging.  

 

Even the fragmentation of the Android ecosystem itself is less of a challenge than one would 

expect. However, one can assume that in the Android environment one has a similar situation 

as in the Western mobile market before the iPhone: one can survive, but it is hard. As a result, 

the developers working in emerging markets would like to have a less fragmented market. 

 

It is common knowledge that Europe has been very successful in mobile hardware in the past. 

NOKIA was one of the companies that benefited a lot from that development. Thus, it is no 

wonder that Rovio, the company behind Angry Birds, basically comes from the same 

ecosystem. Unfortunately, some of the emerging markets do not have the same maturity as the 

European ecosystem yet. Consequently, emerging markets look to Europe to follow European 

standardization activities. However, although an API for payments solutions would be 

helpful, these standardization activities should primarily focus on overcoming fragmentation 

in the European digital single market area. T European Commission should especially focus 

on standardizing the VAT procedures. Furthermore, European telecommunication operators 

should themselves be active in providing carrier billing in GooglePlay. 
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2.3 SESSION 3: STANDARDS AND MOBILE GAMES 

 

2.3.1 Methodological background 

 
One of the main objectives of the Mobile Game Arch project is to find different actors in the 

mobile ecosystem and encourage them to make contributions into standardization in the field 

of the mobile game ecosystem. Consequently, collecting feedback on the proposed 

standardization roadmap was chosen to be the main theme of the third session of the 

workshop. Jean-Charles Point was chosen to present the main recommendations of the Road 

Map to the panel. 

 

In order to have fruitful feedback from the standardization agencies about the Road Map, a 

representative of a standardization agency was invited to the panel. As a representative of 

W3C had already been invited in the second workshop, the consortium decided to approach 

Patrick Guillemin from ETSI for the third workshop.  

 

In order to hear the perspectives of both a SME game developer and a national trade 

association on the standardization, the consortium invited Thierry Platon from Syndicat 

National du Jeu de Vidéo (SNJV) to the panel. SNJV is the French game developer 

association and one of the largest member associations of EGDF. Besides working as a vice-

president of SNJV, he is also co-founder of BiP Media, a French SME developing games. 

 

Unlike foreseen at the beginning of the project, the protection of minors issues have become 

increasingly important in the mobile ecosystem recently. In order to fill the holes, the project 

Gap Analysis and Road Map documents have in this topic, the secondary theme of the third 

session was chosen to be standardization in the field of protection of minors. Thus, the 

consortium decided to invite Annie Mullins to give a short presentation and participate in the 

panel. Before becoming an independent consultant on the protection of minors, she was 

working over ten years in various positions on the topic in Vodafone. 

2.3.2 Summary of the keynote 

 

The video recording of the presentation is available on the address: 

http://vimeo.com/67785970 

 

In his introduction Dr. Malte Behrmann underlined the importance of standardization 

possibilities for games industry. In his keynote, Jean-Charles Point from JCP-Consult digged 

further into the subject and introduced the benefits, issues and recommendations for 

standardization in the industry. 

 

On the other hand, according to Point, the benefits of standardization for game developers are 

related to the ways it can reduce the time and resources needed for the development of a 

game. Furthermore, it can increase the market potential of the game by reducing the 

fragmentation in the markets. In addition, Point, underlined the significance of the 

standardization process itself in pointing out that it unites different actors all over the value 

chain to exchange ideas and exploit them.    
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From the perspective of Point, the challenges in the process of standardization are related to 

the fact that fragmentation can happen in spite of standardization activities. Furthermore, a 

standardization process itself is lengthy and time-consuming. In addition, the network of 

standardization bodies and all the IPR issues related to standardization are very confusing for 

anyone entering the field of standardization.  

 

Based on Point’s experience, the success of standardization can be based on two things. 

Firstly, it needs to be based on a commercial need and there needs to be a common interest 

among the main stakeholders to support it. Secondly, the success of standardization ought to 

be based on a push from regulation leading into a reduction of fragmentation.  

 

The two main standardization topics discussed in the Mobile game arch project are cloud and 

HTML5. When it comes to mobile cloud technology, as Point underlined, it clearly needs 

standardization in the long run. The great potential of mobile cloud technology is in the fact 

that it can be used to stream the same content to a heterogeneous population of mobile 

devices. Furthermore, it offers an opportunity for telecommunication operators to enter back it 

the mobile game value chain as cloud service providers. However, also Point underlined, the 

main issue hindering the development of the cloud-based services is the latency.  

 

Point stressed that there are two different approaches on the cloud technology: a classical idea 

of a very centralized cloud system and the idea of a decentralized cloud based on PC’s or 

video game consoles for example, which would rely heavily on a standardization framework. 

Although the decentralized cloud is an interesting solution Point notes that it is very complex. 

However, the technology itself is already available,  and thus, all that remains to be done is to 

build the overall framework itself (e.g. API); it turns, doing that that requires standardization.  

 

In the area of HTML5, Point envisioned further standardization as a way to overcome mobile 

browser fragmentation and performance issues. However, mobile game developers are not 

much involved in initiatives of this kind and, as Point pointed out, game developers are, in 

general, skeptical about them.  

 

On the one hand, it is clear that standardization needs industry support in order to be 

successful;on the other hand, game developers are not currently participating in the 

standardization processes. To overcome these challenges, Point suggested the creation of a 

developer driven forum that would co-operate with different standardization bodies on ad hoc 

basis. The first level of activities of the forum would be defining the technical and 

commercial requirements of game developers. The second level of activities would be to write 

the specifications. The third level would be to certify a product or a software according to 

these specifications, but Point doubted that such a process could lead to this level at the 

current time. The strength of this kind of forum would be that a few specialized people could 

take care of this kind of it and address the requirements of game developers to the multitude 

of standardization bodies.  

 

2.3.3 Comments by ETSI and discussion about standardisation 
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The video recording of the presentation is available on the address: 

http://vimeo.com/67815685 

 

Patrick Guillemin from ETSI underlined that many innovations need standards to compete on 

the market. And for a standard one needs a consensus from the stakeholders for the 

requirements. In the field of games industry, Guillemin agreed with Point on the fact that only 

game developers can express the standardization requirements for games. Indeed, if standards 

are developed disconnected from the markets they will not work.  

 

Guillemin noted that what Point was proposing in his presentation is a pre-standardization 

group. These groups focus on expressing concentrations on requirements before it is exactly 

known, what should be standardized. However, from his perspective, pre-standardization 

groups should work within a standardization agency, not outside them.  

 

According to Guillemin, security is at the moment a topic, where game developers should 

express their requirements. He was offering ETSI to be a possible partner to develop 

standardization in this area in the context of the games industry.  

 

As a reply to Guillemin’s presentation, Thierry Platon, the Vice President of the French Game 

Developer Association, pointed out that a European level association should take care of the 

activities of this kind, because an individual SME would not have the resources to do so and 

national associations alone are not enough to mainstream the standards. Furthermore, he 

identified different national traditions and interests as a possible major barrier that needs to be 

overcome.  

 

2.3.4 Summary of the presentation and discussion about protection of minors 

 

The video recording of the presentation is available on the address: 

http://vimeo.com/67762510 

 

Annie Mullins, who has been working for Vodafone for ten years, focused in her presentation 

on the issues of standardization in the context of protection of minors. Based on her overview 

on the issues on global level, micropayments will be the next big topic in the field of 

protection of minors.  

 

Mullins pointed out that in the USA, for example, there is a class action against Apple around 

micro payments issue. Furthermore, Children’s Online, Privacy Protection Act (COPPA) is 

coming in the practice in July and some of the big industry actors are likely to be fined for 

COPPA violations. In the UK, there is an investigation going on micropayments as well. 

 

In addition, according to Mullins, in South Korea, some people are investigating the 

possibility of make gaming legally equal to gambling. Furthermore, Chinese government is 

taking action on the Internet addiction and Japanese industry has been forced to create self-

regulatory guidelines and standards on bill shock. 

 

However, Mullins stressed that so far, instead of introducing new regulation on the issue, 

policy makers have tried to encourage the industry to take self-regulatory actions. 
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Consequently, it is important that the mobile game industry develops some shared standards 

(e.g. no public profiles for anyone under 18, tools for parents within applications to set limits, 

the ways of educating users, privacy policies) on the protection of minors in their services as 

well.  

 

Interestingly, Mullins underlined that the focus of protection of minors has moved from 

dictating, protecting and filtering more and more to advising and guiding children. According 

to her, this transformation might germinate from the fact that parents want their children to 

have an access to new technology in order to become educated on the new economy. This 

change should also be reflected in the self-regulation. Furthermore, it would be particularly 

important that the industry mainstreams the actions it has already taken in this field.  

 

Mullins underlined that the European Commission already tried to implement PEGI for the 

online and mobile systems. As Google, Apple and Blackberry already had their own specific 

protection of minor systems, next to them PEGI was seen more as an additional compliance. 

Furthermore, as these existing platforms had only four rating topics in their systems and PEGI 

had five, it was considered not be an ideal solution for the industry. 

 

When it comes to how technical standards could be used for protection of minors, Mullins 

noted that Vodafone answered this challenge by developing a guardian application giving 

parents means to switch on and off the applications they wanted or did not want their children 

to have access to. She underlined that, as nowadays we need to give children an access to the 

Internet, the blocking is not the answer anymore. Consequently, applications that overwrite 

the functions and capabilities of the access device work much better.   

 

Thierry Platon, the Vice President of the French Game Developer Association, replied to 

Mullins’ presentation by stressing that the protection of minor systems, in general, are quite 

expensive for the developers, specifically when you have to have a rating for each region 

separately. Consequently, it would be much better to have one single world-wide one-stop-

shop system.  

 

Dr, Berhmann reminded the audience that the problem with the current leading protection of 

minors organizations is that some of them are actually making a business out of their 

activities. As, also for this reason, PEGI is not considered suitable for mobile game industry, 

another standard is needed.  Mullins replied to this stating the games developers need to take a 

more active role in public affairs and take leadership on the issue. 

 

 

 
 
 

 

 

 

2.3.5 Conclusions 
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The idea of having a developer driven forum working with multitude of standardisation 

bodies was supported by the workshop participants. ETSI already has a multitude of this kind 

of prestandardisation groups, so they, for example, would not have major difficulties with co-

operating with them. However, in order to overcome shortsighted national interests, it is clear 

that this kind of actions should be co-ordinated from the European level, not from the national 

level.  

 

When it comes to protection of minors, it is clear that, if the industry does not take a firm 

action on the issues related to, for example, micro transactions in the mobile ecosystem, the 

governments will do it. Consequently, both self-regulatory actions and mainstreaming of the 

already existing best practices among the key stakeholder groups are needed.  
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3. Conclusions 

The third workshop of the Mobile Game Arch project had two main goals. Firstly, it focused 

on verifying the Gap Analysis document produced by the project by collecting feedbacks 

from the leading industry experts on it. Secondly, it focused on collecting the contributions of 

industry stakeholders on the Road Map document. Beside these two main goals, the workshop 

focused on completing the picture for the two emerging themes, whose importance had 

increased significantly during the lifetime of the project, namely the protection of minors in 

mobile environment and the role of emerging mobile markets.  

 

The first session of the workshop targeted specifically the Gap Analysis document from the 

technological perspective. During the session, it became clear that technological gaps are a 

long term problem, whereas business gaps are more critical on the short run. Furthermore, 

especially in Western markets the technological fragmentation is a problem that can be 

overcome. However, this is more difficult for developers operating in more fragmented 

emerging markets, where it is harder to use Unity due to limitations of the size of the mobile 

games.    

 

The problems related to mainstreaming HTML5 were seen more as political ones, related to 

positions in the value chain, than technological ones. Consequently, instead of trying to 

overcome technological fragmentation through HTML5, the standardization activities should 

focus on the following issues:
2
 

- Encouraging hardware manufacturers to comply to stricter quality control of OpenGL 

ES drivers 

- Encouraging hardware manufacturers to comply to stricter quality control of audio and 

input drivers (regarding latency, for example) 

- Encouraging hardware manufacturers & operators to comply to ~24 months of 

mandatory OS and driver updates (and commit to a minimum number of updates in 

that time period) 

- Checking if there is anything to be done about standardizing memory management / 

available memory on devices 

- Setting up a device testing & certification authority that grants a stamp of quality to 

devices that meet certain performance & compatibility targets  

 

Due to latency issues, mobile cloud gaming based on centralized servers is not likely to 

become reality on the short run. Consequently, it is recommended to use the decentralized 

cloud as a step between the current mobile ecosystem and a real cloud based mobile 

ecosystem. 

 

The second session focused on getting the game on the emerging market and getting paid for 

it. It was clearly concluded that mobile gaming markets are much more fragmented globally 

than is generally understood. As a result, entering emerging markets is a highly potential way 

for game developers to overcome issues related to discoverability in Western markets. 

However, developers doing this are likely to face numerous challenges, but luckily there are 

more and more actors like Fortumo lowering the barriers of entry. In the area of payment 

                                                 
2
 The list is based on the feedback, Jani Kahrama sent to the consortium after reading the minutes from the 

workshop 
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services, Europe should take a leading role by making sure that its own Digital Single Market 

area is as minimally fragmented as possible. In practice this would mean, for example, 

securing that the red tape related to VAT procedures is minimized.  

 

Furthermore, the role of Google should be further discussed inside the industry. On the one 

hand, Kassulke called the European telecommunication operators to provide carrier billing in 

GooglePlay. On the other hand however, Kahrama noted that Google should act as a seller 

who pays royalties to developers, as opposed to just a payment processor which reinvents 

their reporting mechanisms on a frequent basis. Consequently, it is clear that the actors in the 

value chain should build up a working dialogue with Google over the future of Android 

ecosystem. 

 

The third session of the workshop focused on a standardization road map. The workshop 

supported the idea of building a developer driven forum working with multitude of 

standardization bodies simultaneously. Furthermore, it called for firm industry actions for the 

protection of minors in the mobile ecosystem before policy makers have too much pressure to 

regulate it by legislation.  

 

More detailed contributions to the Gap Analysis and the Road Map documents can be found 

in the Annex 1. 
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4. ANNEXES 

4.1 ANNEX 1: THE LIST OF NOTABLE EVENTS AND 

COMMENTS IN THE WORKSHOP FOR UPDATING THE STATE 

OF THE ART AND GAP ANALYSIS DOCUMENTS AND 

PRODUCING THE ROADMAP DOCUMENT 

 

 PRECONDITIONS 

o POLICIES 

 SELF-REGULATION OF PROTECTION OF MINORS  

 Current initiatives 

o User generated content, video sharing sites, WiFi, 

applications and social gaming are all targeted at the 

moment. However, regulators have mainly been 

encouraging the industry to self-regulate itself rather 

than been pushing actual regulation. In exchange they 

want to see initiatives from the industry and actions 

clearly happening. 

 The CEO coalition, the European Commission 

asked 26 major companies across Europe to 

come up with a protection of minors initiatives 

for the industry to implement.  

 ICT coalition, 24 companies building up 

alternatives for self-regulatory actions.  

o In addition, the public is changing its attitude on 

protection of minors. In the beginning of 2000’s the 

focus was more on dictating, protecting, placing filters; 

now it is more about advising, guiding and trusting your 

children. This change germinates from the fact that 

parents want their children to have access to technology, 

devices, because they want them to be educated and a 

part of the new economy.  

o The PEGI age rating system is not considered to be 

suitable for mobile gaming, thus another standard is 

needed. 

 Current issues  

o Micropayments 

 At the moment, regulators are benchmarking best 

regulatory activities in this field. 

 USA 

 There is a class action in the United 

States against Apple considering the 

micro payments issue. Furthermore, there 

is a federal trading investigation going on 

on the issue.  

 South Korea 



 

Summary Report on Third Workshop and Impact Assessment  
Mobile_Game_Arch_D2.4_06_December_2013_v2.0.docx 

 

 

Mobile Game Arch 
FP7 – ICT– GA 288632 

Page: 27 of 165 

 

 

 Regulators are examining an idea of 

making games equal to gambling.  

 The UK 

 The Office for Fair Trade is doing an 

investigation on mirotransactions. They 

are talking to Apple and Google, but the 

scrutiny is going to be falling on the 

application developers on implementing 

the requested changes.  

 Japan  

 Japanese game industry has created self-

regulatory guidelines for bill shock 

o Data protection and privacy 

 Do parents really understand, how much data 

applications are taking? Most likely regulators 

(e.g FDC) will define private data in this context. 

Unfortunately the privacy policies of many 

applications really are awful. 

 USA 

 COPPA (Children’s Online Privacy 

Protection Act) will enter in the force on 

the July 1
st
.  Every application developer 

have to verify that children really 

understand that they are doing in-app 

purchases with real money. At least some 

big players are likely to be fined based on 

it.  

o Gaming addiction 

 China 

 15 Chinese ministries have joined their 

forces on building a three-year strategy to 

do something to internet gaming 

addiction. So far they have had some 

camps in China for addicts. And there has 

been a controversy giving electric shock 

treatments for some young addicts.   

o Age ratings for mobile content 

 European Commission really pushed PEGI to be 

extended on mobile and online environment. 

 However, for developers, PEGI was 

overcomplicated and burdensome compared to 

another industry standards (e.g. age rating 

systems of Apple and Google) and that is why it 

was not supported by the industry.   

 Furthermore, the current fragmented situation of 

console game age ratings is increases the barriers 

of entry to games industry unnecessarily.  As a 

developer, you have to pay for PERGI, USK, 
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ESRB, Korean age rating agency and Australian 

age rating agency etc. in order to publish your 

game. It is not a secret that all these 

organisations are actually making good money 

with the ratings. Consequently the creation of 

similar barriers to mobile games industry should 

be avoided.  

o Regulators’ dreams 

 Regulators are dreaming to see, for example, 

following actions: password, capping costs, time 

settings, limiting Facebook and social media 

access, limiting access to more games, limited 

advertising and alerting parents.  

o Educating the public 

 Education is critical, but it is still open, who 

should do it. In any case the education should be 

appealing not scaremongering. If you want to 

avoid later, the industry needs to do it.  

 Possible industry actions 

o All in all, the games industry needs to get more active in 

public affairs and regulatory work. It has been more 

proactive and take leadership on the protection of 

minors.  

o Most importantly it should tell its own story by 

educating the users instead of just sitting back and 

waiting for the accident to happen. 

o Furthermore, the industry should mainstream the 

knowledge on what they are already doing among the 

main stakeholder groups. 

 VAT 

 It would be especially important to standardize the way VAT 

transactions are treated and how VAT is applied in the 

European digital single market area in order to get rid of 

uncertainty and unnecessary administrative burden related to 

operating in the European Digital Single Market Area.  
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o STANDARDS 

 CLOUD 

 The latency  

o The main problem hindering the development of cloud 

based services, as people want to play mobile games 

especially when they are on the move 

o On the short run, distributed cloud architectures 

(cloudlets) are a way to overcome this challenge, as at 

the moment mobile cloud services work better over a 

WiFi, as people do play mobile games, and especially 

AAA console games, when they are not on the move. 

o On the long run, LTE, 5G or 6G technologies might 

help. It is even possible that AAA games will be 

available on mobile devices during next couple of years. 

Furthermore, cloud service providers are likely to push 

the development forward during upcoming years.  

 Different expectations for mobile and online games 

o Mobile games are a sector of their own right in the 

games industry. They have different user interface and 

genre conventions than the AAA console games played 

from television screens.  A mobile game just does not 

have to be AAA class console game in order to be 

successful. Instead of moving only to the direction of 

AAA console games, they are likely to develop their 

own innovative gameplay solutions like location based 

context aware games.  

o The main feature available on all other main gaming 

sectors currently lacking from the mobile games is the 

real time multiplayer features although have leader 

boards and other social features. First multiplayer 

applications are likely to be played over the distributed 

cloud with friends in the same space.  

 HTML5 

 Challenges  

o Latency 

 Games work usually only over WiFi connection, 

but it is not usually available when you are in the 

move 

 Overcoming latency requires a hybrid approach 

policy  

o Problems are more business related than 

technological 

 Fragmentation is mainly an issue for 

microentrepreneurs, who cannot afford using 

subcontractors to port the games to the other 

platforms and even for them using Unity is 

helping a lot.  Furthermore, the problems SME’s 

are facing related to HTML5 are different from 



 

Summary Report on Third Workshop and Impact Assessment  
Mobile_Game_Arch_D2.4_06_December_2013_v2.0.docx 

 

 

Mobile Game Arch 
FP7 – ICT– GA 288632 

Page: 30 of 165 

 

 

the problems conglomerates are facing with it. 

Consequently, although it would be easier for 

game developers to live without fragmentation 

the reality is different and game developers can 

have only a very limited influence on that.   

 Furthermore the problems (distribution, 

discovery, monetization) are more related to 

business issues than on technological issues.  

 If the HTML5 ecosystem would become reality, 

also it would have its gatekeepers.  

 Online gamers and mobile gamers have different 

consumer behavior  

o Lack of support from dominant mobile and social 

platform holders 

 Big players like Facebook, Apple and Googel are 

resisting the implementation of HTML5 as they 

see it as a risk for their market position 

 Google, major browser issues on Android 

 Apple, major audio issues on iOS 

o Slow development speed of HTML5 

 W3C is slow on adopting new features in 

HTML5 

 The potential of HTML5 

o HTML5 gaming will not become reality in mobile 

devices on short run, perhaps midterm 

o HTML5 is especially interesting for small applications, 

Internet of Things and accessories  

 Forcing standardization through regulation is complicated 

o You need industry willingness to support standards. If 

they are not ready to use it, the regulation does not help.  

 PAYMENT SOLUTIONS 

 Currently there are some standardization initiatives happening 

on national level on payments solutions.  

 However, attempts to overcome payment service fragmentation 

have in general failed, as the markets are moving forward so 

unpredictably that standardization efforts easily focus on issues 

that become quickly obsolete problems. But this does not mean 

that a simplified API for integrating payment methods would 

not help.  

 PROTECTION OF MINORS IN MICROTRANSACTION PROCESS 

 The dominant position of Free-To-Play business model 

o Due to dominant position of Free-To-Play business 

model game developers are focusing at the moment 

more on maximizing the monetization of games than 

developing kind of games they would actually want. 

However, the recent success of crowdfunded games 

clearly indicates that also other business models are 
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possible.  Furthermore, gamification is opening new 

business opportunities for game developers enabling 

them to have access to alternative sources of income.  

 It would be important to have some shared standards on how to 

take care of protection of minors in this field. The standards 

could include, for example, putting the profiles of under 18 

years old players friends only and not being shared on search 

engines, giving parents the tools to switch on and off the 

applications and features they want and they do not want they 

children to have access to etc. 

 A PRESTANDARDIZATION FORUM FOR GAME DEVELOPERS 

 A prestandardisation group of game developers would answer 

to many requirements of a successful standardization process 

o It is crucial that standardization bodies are close to the 

users of a standards, as a standard will not work, if it is 

developed disconnected from the markets 

o Game developers are the key actors in expressing the 

requirements of the game industry on standardisation 

o Also the consensus from the stakeholders is crucial for 

the success of a standard 

o Standardization activities should be run on the European 

level by an actor like EGDF in order to overcome 

shortsighted national interests.  

 Possible areas, where standardization is needed 

o Security APIs increasing the portability and 

performance of mobile infrastructure 

o HARDWARE 

 GAME DEVELOPERS’ INFLUENCE ON HARDWARE DEVELOPMENT 

PROCESS 

 Development process is long 

o The internal development of hardware developer takes 

from 2 to 3 years  

o IT takes from 3 to 4 years for device manufacturer to 

implement new technology in their devices 

o There is a significant delay between changes in 

hardware level and their market effect 

 A lifeline of a single device is short 

o One car is used from 5 to 8 years 

o One mobile phone is used 2 years 

o One tablet is used from 1 year to 18 months 

 Required actions 

o Encouraging hardware manufacturers to comply to 

stricter quality control of OpenGL ES drivers 

o Encouraging hardware manufacturers to comply to 

stricter quality control of audio and input drivers 

(regarding latency, for example) 
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o Encouraging hardware manufacturers & operators to 

comply to ~24 months of mandatory OS and driver 

updates (and commit to a minimum number of updates 

in that time period) 

o Seeing if there's anything to be done about standardising 

memory management / available memory on devices 

o etting up a device testing & certification authority that 

grants a stamp of quality to devices that meet certain 

performance & compatibility targets  

 

 MAKING THE GAME 

o BIG DATA 

 Finding out as much as possible details of user behavior and her or his 

habits, is becoming more and more important. Consequently, the 

creative use of big data is becoming increasingly important.  

 GETTING TO THE MARKET 

o ADDRESSING THE MARKETS 

 Emerging markets 

 Specificities 

o Emerging markets in general 

 In Western markets mobile game developers are 

competing against AAA titles from PCs and 

video game consoles, in emerging markets this 

competition does not exist. Consequently, 

mobile games are the first gaming platform in 

many emerging countries. 

 While Western markets are all about stealing 

gamers from other developers, in emerging 

markets you can still find new users.  

 Often emerging markets require a long-term 

investment. Consequently, actors targeting for 

short term investments should stay in Western 

markets.  

 In contrast to a common belief, game developers 

are making more money with android in 

emerging markets than they are doing in other 

countries.  

 Due to poor network infrastructure, the 

developers should keep the games small. 

o Latin-America 

 One of the fastest growing regions in the mobile 

games industry. Its average growth rates are 

around 25 percent and overall virtual goods sales 

around 0,6 billion by next year.  

 The biggest individual market is Brazil. Other 

notable countries are Mexico and Argentina.  

 Brazil has more smartphone users than 

Germany or France and it makes about 
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half of the gaming revenues in the region.  

However, only 23 percent of Brazilian 

Internet users play games regularly and 

only 31 percent of men in Brazil are 

gamers. This means that there is a huge 

potential market.  

 Smart phones are seen as an important status 

symbol. This has also an effect on the way how 

people consume games, as they tend to spend 

more time with their mobile phones and engage 

with the device.  

 In Latin America two languages dominate: 

Portuguese for Brazil and Spanish for other 

countries. But Spanish is not the same Spanish 

spoken in Spain. Latin America has its own 

specific Spanish, which in some games makes a 

difference.  

o Africa 

 The population of Africa is 1 billion people. Out 

80 percent of them already have a mobile phone 

and it is estimated that 1 billion subscribers is 

reached in 2017. Consequently, it is the fastest 

growing mobile market in the world at the 

moment.  

 However, only 60 percent of the population are 

connected to the Internet at the moment and out 

of them 80 percent use mobile phoes to access 

the web compared to 10 – 15 percent worldwide. 

Consequently the amount of mobile payments in 

Africa is already twice the amount of mobile 

payments in Europe and US combined. 

 The biggest individual country in the region is 

Nigeria. It has currently about 100 million 

mobile subscribers with a potential to grow to 

160 million subscribers quickly as the mobile 

penetration grows more than 1000 percent per 

year.  

 In African markets there is usually a very low 

average revenue per user, as it is clearly a low 

income markets. Consequently, the whole 

telecom market of United Kingdom (with a 

population of only 7% of the population in 

Africa) makes more revenues than the whole 

telecom market of the whole Africa.  

 Currently Africa is also facing major hardware 

wares. Although NOKIA still holds more than 

the half of the market, all major device 

manufactures are doing special models for 
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African market trying to offer the cheapest 

smartphone.  

 Furthermore, there is extreme cultural 

fragmentation in Africa with more than 3000 

cultures and 2000 languages spoken. Alone in 

South Africa there is 11 official languages. 

However, in the beginning it is enough for the 

mobile developers to support English, French, 

Arabic and Swahili.  

o Middle East and North Africa 

 The growth of the mobile is very quick in the 

region. Mobile has 70 percent penetration in 

Middle-East, however Internet penetration is 

below 25 percent. Consequently, the online game 

boom is transforming to a mobile game boom.  

 The Middle East countries like Saudi Arabia, 

Kuwait, Jordan, are countries with a very high 

average revenue per user and game engagement. 

In Saudi Arabia about 2/3 of Internet users are 

gamers. Furthermore, Turkey is already the sixth 

country on Facebook and it is still growing.  

 The maturity in monetization is higher than in 

countries like Latin America.  

 In the Middle East localization is not just turning 

the language into Arabic or writing it from right 

to left. In the end, it is about the sensitivity of the 

gameplay to the local taste, the symbols (avoid 

any religious symbols or names) in the game and 

the look and feel of the game. Consequently, you 

often need a local partner for this. 

o Asia 

 China 

 The market with biggest numbers in 

mobile ecosystem related population, 

devices (half a billion by the end of the 

year), users etc.  

 Video game consoles are banned in 

China, which means there is more 

audience available for other platforms  

 Telecommunication operators control the 

market, as operator billing accounts for 

75 percent of application revenues. 

Especially, the free carriers have a 

dominant role in the market in terms of 

distribution, monetization, appstores. 

Unlike in Western markets with two main 

application stores, you have a multitude 

of them in China.  
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 Consequently, you need a local publisher 

to help you entering the markets.  

 Also India, Singapore, Philippines and Indonesia 

growing with huge terms.  

 In Asia there are many no-name devices in the 

markets with really really weak technical 

platform, but you still can play some games on 

them.  

 How to enter the emerging markets 

o Go there 

 Do not wait for anybody to support you or 

someone to go there first, just do it.  

o Learn the market 

 What languages are spoken? 

 Who are the key players?  

 Who are the competitors? Learning from their 

mistakes is the cheapest way to enter the 

markets.  

 What kind of games are popular? Chinese 

demands, Korean and Latin American consumer 

demands are very different. African games are 

usually very simple, more like educational ones. 

If you want a successful game for Eastern 

Europe or for Latin America, do a game about 

football, because it is very popular there.  

 What is your target group? They vary between 

markets. Paying audience is not the same in each 

country. They vary a lot in terms of gender, age, 

health etc. 

 What are the key numbers like ARPU for the 

market? Learn the differences in users spending 

in order to understand, if you are doing well or 

not. 

 What devices are available? Most mobiles 

available at the moment in emerging markets at 

the moment will never run AAA games in them, 

as they are mostly low tech and as cheap as 

possible.  

 What is the size of your games? Doe to poor 

network infrastructure the games should be kept 

small, preferably under 20 megabyte. 

 Who are your partners? There are actors (like 

Fortumo for payments, community managers), 

publishers etc.  

o Think like local 

 What are the design traditions? Each region has 

its own conventions for user interface, colors, 

symbols to use and not to use etc. As the 
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outcome of different design traditions, some 

Asian and Middle Eastern games look a bit 

strange for Europeans. The same applies for 

European games in Asian markets.  

 How to localize? Localization is not only about 

translating, it is also about marketing promoting 

your game in local communities (portals, 

appstores, forums) etc. It is very important to 

build a community, as it will help you to 

promote your new games. Thus one has to find a 

local community managers, establish a working 

customer support and learn from the feedback 

from users. 

 What payment solutions will you support? Credit 

card and PayPal adaption are still relatively low 

in emerging markets. The role of cash payments, 

prepaid cards, carrier billing is much higher. 

 What are the local conventions for the game 

balance?  The game balance might need some 

adjustments. Asian gamers, for example, tend to 

be more professional than even the European 

ones. On the other hand, the some African 

gamers need more introduction and explanation,  

as the genre conventions are not as clear there.  

o Learn to monetize 

 Adjust your pricing policy, as the value of two 

dollars in the United States is not the value of 

two dollars in China.  

 Go to feemium either with microtransactions or 

with licensing or advertisement, as selling a 

game just does not work.  

o Learn to distribute 

 There is no global gaming market, only regional 

ones. 

 In order survive in different markets, you need 

continuous analytics (average revenues per users 

etc.) to understand where your users are  

dropping off and what are the problem etc. 

 GETTING PAID  

o MAINSTREAMING EUROPEAN PAYMENT SOLUTIONS  

 The first step in this field would be encouraging European 

telecommunication operators to provide operator billing in Google Play, 

as it would solve many problems in Europe.  

 Secondly, Google should act as a seller who pays royalties to 

developers, as opposed to just a payment processor who reinvents their 

reporting mechanisms on a frequent basis 
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4.2 ANNEX 2: THE PROGRAM OF THE WORKSHOP 

 

On Friday 24th of May, 2013, at the Nordic Game conference in Malmö, Sweden, the Mobile 

GameArch project will hold its final workshop. 

 

The main objectives of the Mobile GameArch (MGA) project are to: 

o Identify the current growth barriers in the mobile games industry;  

o Identify a roadmap for growth of the mobile gaming industry and to identify   specifi 

European barriers;  

o Support actions to provide recommendations on standards, specifications,   actions, 

and practices in the area of mobile games technology.  

 

Session 1. 14:00 - 14:45 GAP ANALYSIS OF MOBILE GAME ARCHITECTURE 

 

MGA has identified several areas seriously needing improvement, ranging from the protection 

of minors, over payments, to the lack of communication between hardware, OS, and 

ecosystem owners and the game developers. How could these problems best be fixed to the 

advantage of European mobile games developers? 

 

Keynote: Maarten Noyons, NCC, France   

 

Panelists:  

o Gemma Paris, ARM, United Kingdom  

o Jani Kahrama, Secret Exit, Finland  

o Bogdan Tudosoiu, Mobile Heights, Sweden 

  

Session 2. 15:00 - 15:45 EUROPE AND THE WORLD 

 

The distribution of cell phones is in emerging markets today almost as high as in the 

developed countries. Its importance to the society itself is sometimes even bigger, taking into 

consideration the absence of PC’s and classic broadband. Specifically in territories with low 

connectivity like India, Middle East and Africa the relative important of the mobile device 

may not be underestimated. This concerns marketing, payment, cultural issues, but also other 

related issues in order to become truly local and global at the same time. 

 

Keynote: Andrej Dementiev, Fortumo, Estonia  

 

Panelists:  

o Christopher Kassulke, Handy Games, Germany  

o Nour Khrais, Maysalward, Jordan  

 

Session 3. 16:00 - 16:45: STANDARDS AND MOBILE GAMES 

 

In the mobile ecosystem, the leading standardization bodies are World Wide Web consortium 

(W3C), European Telecommunication Standards Institute (ETSI), Open Mobile Alliance 

(OMA), Khronos Group, GSM Association (GSMA). It can be taken as a given fact that 

SMEs, and especially mobile game or application developer studios, have no discernible 
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influence on standards. Beyond technical standardisation, the question is how (IOS, Android 

etc.) can comply to a common standard which unifies age rating in Europe and simplifies this 

important issue for the end consumer. This standardization process should be made possible 

with the strong involvement of the European development community and not be controlled 

mainly by off-line overseas game publishers. 

 

Keynote: Jean-Charles Point, JCP-Consult, France (confirmed)  

 

Panelists:  

o Annie Mullins, Vodafone, United Kingdom (confirmed) 

o Thierry Platon, SNJV, France 

o Patrick Guillemin, ETSI, France 

 

Dr. Malte Behrmann, General Secretary of the EGDF (European Games Developer 

Federation) will moderate the workshop. Minutes and video will be recorded by JP Kaleva, 

EGDF. Time slots are approximations and subject to change 

  



 

Summary Report on Third Workshop and Impact Assessment  
Mobile_Game_Arch_D2.4_06_December_2013_v2.0.docx 

 

 

Mobile Game Arch 
FP7 – ICT– GA 288632 

Page: 39 of 165 

 

 

 

4.3 ANNEX 3: MINUTES OF THE WORKSHOP 

4.3.1 Session 1: Gap Analysis of the Mobile Game Architecture 

 

The keynote by Maarten Noyons 

 

Dr. Malte Behrmann: So, good afternoon here in Malmö. My name is Malte 

Behrmann. I am the Secretary of the European Game Developer Federation. That is 

the association of game developers’ associations in Europe so we have about 9 

national associations as members, as TIGA in the United Kingdom, SNGV in France, 

GAME in Germany, the associations of the Nordic countries, but also in Spain. And 

we are doing this project together with other partners, which is called Mobile Game 

Arch Project.  

And this is our final workshop of the Mobile Game Arch Project. So, welcome to this 

workshop. We thank very much the Nordic Game Conference to host us here and to 

give us the opportunity to discuss directly with the game developer community, as 

specifically the Nordic region mobile game development is a very strong part of the 

games industry. We have three sessions this afternoon. 

So, the first session will be about our GAP analysis of mobile game architecture, 

which is a paper we have put together as a research consortium from the perspective of 

game developers. What can we improve to the situation of game development from a 

technical, but also from a business and regulatory side?  

The second session at three o`clock will be about Europe and the World and how we 

can improve the situation to conquer the world with European mobile games. So, it is 

mainly about emerging markets. The third session will be about standards and mobile 

games and how we can improve the situation with standardisation processes which are 

half political organized processes.  

So, I will ask the stage one of the most experienced mobile game experts in Europe, 

Maarten Noyons, to present the GAP analysis of mobile game architecture in his 

presentation and I must say that I do this job as the General Secretary of the EGDF for 

about seven years and I have been doing it informally for about ten years. And about 

ten years ago Maarten Noyons already came to me and said: „We have to talk about 

mobile game development. Mobile game development will be the future. And that 

time, in my board, I did not have a very big support for supporting people, who 

believe in mobile games. At that time, people believed in Playstation 2 and maybe 

they started to believe in PC games and retail and very very visionary people believed 

in online games at that time, but it has changed.  

I remember discussions two or three years ago, when people said to me: „Mobile 

games will still never be future.“ Today mobile games are everything. So the visions 

of Maarten have finally taken place and this is him now delivering the GAP analysis. 

You have the floor. 
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Maarten Noyons: Thank you a very important moment in my life to present the GAP 

analysis the work of several people working together. Several experts from different 

points of view presenting to people, who have been in the mobile games industry even 

much longer than I like you since 2003, yes and Nour since when? 

 

Nour Khrais: 2003 

 

Maarten Noyons: 2003 and you also? 

 

Christopher Kassulke: 1999. 

 

Maarten Noyons: 1999 so he is the champion in the room at the moment.  
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Maarten Noyons: So, it looks very long, but I am going to go through this very 

quickly. A short introduction on who we are exactly, what is a GAP analysis, our 

methodology, our findings in 4 areas and finally we will have a panel discussion here 

with three other speakers that Malte will introduce later.  
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Maarten Noyons: So who we are? Malte already quickly introduced us. We are the 

Jean-Charles Point Consults, who is sitting over there, NCC, Nordic Game and EDFG, 

the European Games Developer Federation. The objectives of this joint project is to 

identify the current growth barriers in the mobile game industry in Europe, 

specifically, to identify a roadmap for growth for that industry and to identify support 

actions. So how can we make the industry better? I repeat that actually. So how can 

we, the European SME’s compete better with the rest of the world?  
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Maarten Noyons: And in a GAP analysis we try to identify existing and new specific 

challenges in terms of standards and specifications that can contribute to 

defragmentation. Fragmentation has been a problem, a big problem in the beginning of 

mobile games but it is legitly [legitimately?] not a problem anymore. Now, that there 

are two operating systems… Actually, one operating system, where most of the money 

is being made in the Western world. Identify challenges in innovation, how can we 

innovate better in Europe? Identify challenges in the fields of distribution, publishing, 

new emerging business models and possible future barriers.  
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Maarten Noyons: So the way we organise our work is that we have identified four 

different areas: preconditions, making the game, getting to market an Getting paid and 

we have identified in which way we have: no control, limited choice and full control 

of these processes.  
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Maarten Noyons: So if you look at preconditions the subjects that we have described 

in the GAP analysis in that chapter is public policy. We have to think about you know 

the rating of games, whether games are suitable for children or not, standards, which is 

a political procedure, infrastructure, think about operators, eco systems, hardware and 

operating systems.  
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Maarten Noyons: In the terms of public policies, I think that there is one thing that I 

am personally very interested in. It is the virtual goods and currency as a publisher. 

We see that people are spending an enormous amount on games at the moment. 

Thanks for the introduction of virtual currency. Class of Clans, I met a guy here in 

Malmö a while ago, who spent 40,000 euro on Class of Clans. This is, you know, 

absolutely amazing that this is happening, but there is no legal framework for virtual 

currency. There are no rules and the question that we are approaching in the GAP 

analysis is whether there should be a European rules or whether should be some form 

of legal framework for these areas.  
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Maarten Noyons: Standards, we will talk about that in the second session. We will 

talk about HTML5, we will talk about Cloud etc. All very interesting subjects.  
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Maarten Noyons: Infrastructure becoming more and more important, because of the 

cloud gaming that is emerging now very quickly.  

 



 

Summary Report on Third Workshop and Impact Assessment  
Mobile_Game_Arch_D2.4_06_December_2013_v2.0.docx 

 

 

Mobile Game Arch 
FP7 – ICT– GA 288632 

Page: 49 of 165 

 

 

  

 

Maarten Noyons: We will talk about eco systems and of course the difference 

between Apple, which is a completely close system and more open systems like 

Google Play. And the difference between the number of… the install base of Android, 

but also the kind of money that you can make with IOS as opposed to Android  
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Maarten Noyons: And the fragmentation within the Android system, which you are 

seeing here, is a very fragmented install base.  
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Maarten Noyons: Good and bad fragmentation, of course, it is good to have 

fragmentation, because otherwise all the games would be the same. So there should be 

a difference between games. Games should be localized. So, we have identified good 

fragmentation, bad fragmentation. Bad fragmentation that is only causing a lot of 

headache for developers.  

 



 

Summary Report on Third Workshop and Impact Assessment  
Mobile_Game_Arch_D2.4_06_December_2013_v2.0.docx 

 

 

Mobile Game Arch 
FP7 – ICT– GA 288632 

Page: 52 of 165 

 

 

 
 

Maarten Noyons: APIs, Middleware and Tools, of course Unity, had a show here, it 

was very well attended. They are definitely a very powerful tool right now.  The 

discussion that I have had here was “Isn’t that a thread to the mobile game industry 

with such a powerful middleware; to what happens if they get acquired by a big 

company like Adobe or Autodesk, who is going to raise the price and… You are 

laughing, it is not going to happen?  

 

a man talking from the audience: I’m scared with that. 
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Maarten Noyons: Finally APIs, middleware, I spoke about that.  
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Maarten Noyons: Tools… 
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Maarten Noyons: In the area of marketing, there are many, many issues, but most of 

them are business issues. As a publisher I think that the market is rapidly changing. In 

the beginning, iOS was a very good launch platform for new IP. Right now, it is 

becoming more and more difficult because big players, such as Dina, Angry and EA 

are acquiring users. They are putting a lot of money on the table and it becomes more 

and more difficult to be a self- publishing developer.  
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Maarten Noyons: Payment methods, payment methods are a key to explore new 

territories. Christopher and Nour are going to talk about that later. I stop at this slide. I 

hope this gives you a sort of global introduction in the three sessions that are following 

now and now I give the word back to Malte who is going to invites the panelists and I 

will stay here. 

 

Dr. Malte Behrmann: Have a seat please. Thank you very much for this. One thing, 

which is maybe also interesting is that you have actually changed hats and that you 

have now opened up a publisher yourself. That you are not anymore only a consultant, 

but that you are participant of the business. Maybe you want to… just very briefly 

before we introduce all the panelists… say a word about your experience as a market 

participant from that end.  

 

Maarten Noyons: So I have started the International Mobile Gaming Award 

about almost 10 years ago. I have seen a lot of games, I have seen a lot 

innovative new games that could not find a publisher that was interesting and 

knowledgable enough about pushing new innovative concepts to the market. 

And now I have the opportunity, with a partner… a Japanese company called 

MTI, who is my major shareholder… to proof that that is a good idea, to bring 

new, what we call game changing games, to the market. 
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A presentation by Gemma Paris 

 

Dr. Malte Behrmann: Yes, now I call to the floor Gemma Paris from ARM, Jani 

Kahrama from Secret Exit and Bogdan Tudosoiu from Mobile Heights. And we need 

one chair. Come on the stage please very quickly. Sit down here. Leave one chair for 

Gemma. Gemma will be giving a very short slide presentation herself and then we will 

move into the discussion.  

 

Gemma Paris: Alright,  so perhaps I can also introduce myself then. I am Gemma. I 

am developer community manager at ARM and I wanted to give like a brief overview 

of what ARM is. So that is why the short introduction with the slides. 

 

Gemma Paris: And there will be a test afterwards.  

 

 
 

Gemma Paris: Alright! Yes, so ARM is a spinoff of Accorn. So, 13 engineers were 

working there and there they were building chip [?] based processor architecture. So, 

this is a spinoff of that company that is how ARM started. The aim was to partner with 

chip manufactures and still this is the case at ARM, so ARM does not manufacture 

any chip set. Actually we do the technology, the brains of the chip and afterwards semi 

contactor partners… Like one of the meetings first meeting we had in 1994 with a 

group of partners… are the ones manufacturing the device. So, at currently, 20 years 
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later, we have almost 1000 partners. So that is how we have grown from this barn 

there 13 engineers, 20 years later 2300 employees.  

 

 
 

Gemma Paris: Alright, so we have global presence all over the world.  
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Gemma Paris: And then in order to understand a bit what the ARM architecture is, 

what the risk base architecture is, what is that risk reduce instruction set architecture. 

So, actually those are very low power consumption architecture model. In order to… it 

is very well suited for embedded devices and also for the mobile phones. If you see the 

difference between a PC and a laptop and a mobile phone, it is that the PC has a fan 

because the CPU is using so much power that if you do not have this fan to eliminate 

the heath, you will burn the laptop on your lap.  

Right! So, a mobile device is a battery powered and this battery needs to last long 

enough so that you can: be the whole day around, make as many calls, play as many 

games… So that is why it has to be risk based architecture compared to what the 

chip[?] graphic cards on Intel will do with complex instruction set.  

Right, so that is the main difference. This architecture is not only the processor, a main 

Centure Processor Unit, a CPU or the Graphics’ Processor, it also involves the ARM 

architecture, the driver. And actually on the driver software is where the majority of 

main resources on our side unite. And apart from this then also you have the 

interconnection IP in order to make it coherent so the whole system can communicate 

with each other in a the most quality… delivering the highest quality of service and 

optimizing the memory use age between the CPU, GPU and all the other physical 

components. And finally also we have the physical IP, So it is like a higher abstraction 

layer to the verification and design of the chip. So the whole of this panel… it looks… 
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that is the ARM architecture basically. It is more complex than what you would 

expect.  

 

 
 

Gemma Paris: So and also to understand how we work, ARM actually leaps a bit in 

the future. I will call it that way, because we spend 2 – 3 years in development and 

research in order to bring the next technology platform in the market. And once we 

bring it in the market then the chip, the semi contactor need to start building that chip 

and from building that chip they need to build the device so the mobile phone, the 

tablet. Because of this, it passes like… once we finished our design, we license these 

IP technology and intellectual property technology to the semicontactors. And that 

would be after these 2 – 3 years. And then the semicontactors and the handset 

manufactures and tablets will spend 3 – 4 years is an average on everything. So 

automotives will last 5 – 8 years. Mobile phones usually 2 years, tablets 1 year to 18 

months. So from here you need to add all these extras and then we start royalty 

revenues in each device that we ship. And then actually you have the technology ready 

for the market. So once you talk to us, as developers, you need to think of this GAP 

delay that whatever we can change, it will be in the market much later in the future.  
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Gemma Paris: Right, so after… 

 

 

Dr. Malte Behrman: This is your last slide? 

 

 

Gemma Paris: Almost. Yes that is the momentum. Just to give an idea of how many 

devices, ARM power devices are shipped everyday. And actually, if you count every 

second of every day, in every second there is 125 ARM powered devices being 

shipped and here there are some statistics in the world market actually. So that gives 

an overview.  
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Gemma Paris: And that is actually the ecosystem that is my last slide. That is what 

we do as ARM technology, how do we interface with developers. So in the game 

industry, we interface with the mobile engines, we interface with the middleware, we 

interface with game studios and our aim is to help developers to optimize their game 

onto the mobile platform, because the mobile platform consumes much less power 

consumption, it has 25 times more bandwidth limitation than the desktop environment.  

 

The panel discussion 

 

Dr. Malte Behrmann: Thank you very much. I think for us, as game developers 

ARM is such an interesting company, because you know how the handsets will look 

like in 2 or 3 years, but you are maybe not allowed to tell. But this is already 

something very useful. But before we continue maybe we will introduce all the 

panelists so, if you allow. So, Jani maybe you can very briefly introduce yourself? 

 

Jani Kahrama: Alright, so, yes, my name is Jani Kahrama. I am the founder 

and CEO of a mobile gaming company called Secret Exit. We are seven people 

strong in Helsinki. Company is fully owned by employees. We are in-house 

funded [?]. We have been with the iPhone since the beginning. We have made 

a couple of games with some critical acclaim. 

 

Maarten Noyons: Zen Bound. 
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Jani Kahrama: Yes, a game called Zen Bound, also recognised by the IMGA 

Awards. And prior to that my history was with the company called Fat 

Hammer. That was making 3D games before the world was ready for them on 

mobile devices. So that was a valuable experience and now with a new wave of 

mobile devices beginning from the iPhone…well, things are definitely 

different.  

 

Dr. Malte Behrmann: Thank you very much. Bogdan, maybe you can also introduce 

yourself very briefly? 

 

Bogdan Tudosoiu: Absolutely, so, my name is Bogdan Tudosoiu. I am 

working for an ICT cluster here in the South of Sweden. I am the CEO of that 

company. And my previous experience, a  RF [?]  engineer working for Sony-

Eriksson and Sony…[?] I worked a lot with ARM by the way ...[?] 

 

Dr. Malte Behrmann: So, he is also somebody, who knows how mobile phones and 

tablets will look like in two years. So we have already two people, who know, so that 

is very good. Still what we have also to discuss about is HTML 5, because one of the 

things, which have been evolved in our discussion before, was actually that the 

approach we have been taking, as a consortium, concerning HTML 5 might have to be 

enriched by concrete experiences from the industry. Gemma, would you mind very 

briefly touching on the subject? 

 

Gemma Paris: Right, I think that HTML 5 is a native subject. It is quite a 

heathen subject actually within that community and for mobile devices I think 

there is even farther challenges. You want to do HTML 5 for AAA and low-

latency games like shooting games for example. So, and in that respect I think 

a hybrid approach, would co-exist much better than just a pure HTML 5 

approach. Basically because the main limitations that are in the system, 

currently on the domain today [?], is the latency So you need to cut very low 

latency and using a device, a mobile device, then you need to use 3G or WiFi. 

And usually once you play games, you want to have move and once you are in 

the move WiFi might not be there. So there is a lot of challenges and basically, 

I can’t see, I can’t reach it, a too rich [?] demo of that application in the near 

term but not in the mid term. 

 

Dr. Malte Behrmann: Okay. Jani, would you mind, from a pure developer 

point of view, for us HTML 5, as a consortium had this kind of idea that we are 

looking for a standard, which is basically overcoming fragmentation and it is 

more specifically not only fragmentation between games but also between 

other audiovisual media and games eventually. So for us it was a cool idea to 

have a standard, which comes out of the web community. And kind of takes a 

new step in it. But as longer as we were discussing this issue during this 

research project, we came across a lot of people, who were actually quite about 

HTML 5. Would you mind giving a very thoughtful view from your point of 

view? 
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Jani Kahrma: Thank you. Well, I am with Gemma, of course. Even side 

stepping the technical difficulties, which are present and accounted for, I think 

it is more a business issue. I mean right now there already exists the 

distribution mechanism and game discovery mechanism maintained by the 

platform holders. And if HTML 5 would suddenly become a new solution, 

which side steps these mechanisms, it is not going to solve discovery for game 

developers at all. It is just going to shuffle the deck; you are going to see new 

players running, rushing, towards setting up their own game worlds for 

distribution. It is just… it will be in the end up the same situation with maybe 

the same or maybe the different players. So, I do not know, if that is going to 

be a standard that solves anything. Yes, I cannot see a change in that. It mind 

even shuffle the business model to be more challenging than it is right now. I 

mean, how HTML 5 is going to monetize? Will people be ready to buy in-app-

purchases in a browser game on their mobile? And stuff like that. I mean the 

culture of how to use money money would have to be again readjusted into this 

kind of browser context. 

 

Dr. Malte Behrmann: Well this is happening all the time, I have the feeling, 

but do you have anything to contribute to this discussion Bogdan? 

 

Bogdan Tudosoiu: Absolutely, we have a lot.  And we are seeing actually big 

companies, like Facebook, they change from HTML5 to native and other 

developer are doing the opposite. So, it is a battle there. Of course you have big 

players like Google, like… I do not know iOS, Apple. Everybody is pulling 

HTML5 in its direction and is it not actually time to do and support it, as it 

should. And you have different players of web, as you were worrying […?] 

And on top of all, it is a very very slow organisation HTML5 for adopting new 

stuff. It is a very big one and it is very slow. But I still hope that HTML5 at one 

time will be something and represent something for this kind of…Maybe not 

for a big application as per ce, but for this kind of small applications, maybe 

for Internet of things stuff, for accessories.  

 

Dr. Malte Behrmann: Yeah, just to stay with you Bogdan, the other key thing we 

have identified in our group… and we will have more to talk about in the 

standardisation session later today… but just to introduce already the second subject, 

is the idea of cloud gaming. And we had this debate about two weeks ago in Dublin on 

a conference, which was hosted by the European Presidency of the Irish government 

about cloud gaming. And we came across game developers, from Ireland actually, who 

were not necessarily saying: “Well is there actually an added value to a cloud gaming 

solution? What do my players have from a cloud gaming solution?” So, what I would 

be really interested in, as you know the future, where do you see it going to in two 

years time? Do you think there will be big cloud gaming clusters or is it actually not 

going to happen or what do you think? 

 

Bogdan Tudosoiu: How much time do I have? No problem. Actually it is 

really interesting. I really believe in cloud gaming, but not in the gaming it is 

today. As I told before I was… [working with?] a company called AT&T[?] 

and we bought a company called OnLive…unfortunately. And I know about 
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the problems in the cloud. The latency is the most concern. So when I put the 

remote in the hands of my side, I just throw it away, because the time to shoot 

was like 2 seconds or something like that; even if we had three servers around 

US. What I am believing in, is more like distributed cloud architectures in 

clouds around you. We are going to start actually… It is a really good 

opportunity for me… we are going to have an open ceremony of a distributed 

cloud in a research institute here in Lund together with Lund University, where 

we are going to look to this kind of pervasive[?] gaming. I really believe in 

pervasive [?] gaming and this kind of life, getting people out of the TV and put 

it in the field and play together. And this can be done actually with help of 

cloud architecture. 

 

Dr. Malte Behrmann: Very interesting. I just wanted to… Maarten of course 

you can add something to that. 

 

Maarten Noyons: I do not really understand. Can you explain the 

concept again? You talked about two clouds basically? 

 

Bogdan Tudosoiu: Yes. I am talking about cloud and the folk. I am 

talking about clouds close to you. So in my vision, you have now the 

phone, this smartphone… it is actually ten thousand times more 

powerful then Apollo 11… So you have such a power in these devices 

around you. Your TV will… might be the next cloud. Maybe your 

refrigerator will be your next cloud. All these are powered by ARM by 

the way, because they have really low power. But you have… hopefully 

LTE, maybe 5G, 6G or whatever next generation networks will 

empower to have enough data rate to be on the field, outside and play 

outside, instead of the house, with a big powerful PC. I was just 

surprised that the big SONY and that Microsoft they just re-invented 

the PC opened to us a long time ago around us. I really believe that the 

cloud and the folk computing, the cloud close to you, will be the 

business model for the future.  

 

Dr. Malte Behrmann: You have anything to tell? 

 

Gemma Paris: I agree that the cloud has a space and actually Microsoft is 

investing a lot in remote effects and also in media with free… It is just… So, 

on the server side there is a push for it and there will be application for the 

cloud. And if here we are talking for games and higher games, where latency is 

an issue, I still cannot see, how we will overcome some limitations, because the 

users of a mobile device are the ones, who are used to play games once they 

are commuting or once you are in the move and on the move you have the 

roaming issues. The only one, who has low latency, is the WiFi, at the moment. 

So, you cannot play a game with 3G, LTE, any other future standard on that 

topic, so that will take long time. But all the cloud games that the latency is not 

an issue or overall dependency on the cloud, I do think actually that Google 

and all the main players are pushing for it, it will happen. 
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Dr. Malte Behrmann: There is a question from the floor.  

 

Man talking from the audience: It is more a comment; I’ll take a question, as 

well. When you are talking about using cloudlets primary to play or 

move…Well… The truth is that they do a faster, actually, when they are not 

moving as well. They do a huge amount of activities in a same room with each 

other… Simultaneous activities [?] they are doing in the front room. There 

might be a TV working at the same time. […?] I think you have hit the nail in 

the head. The local clouds, the local connectivity, are the things which are 

going to empower amazing behaviours. We have got some incredible 

opportunities, when we realize that people are not always moving and I am no 

saying this randomly. In 2003, I was working on mobile TV project 3UK. I 

was looking after movies particularly, as well as games, as well as gambling 

and we saw huge surfaces. Time and time and time again I said how much the 

consumption of mobile material is happening  at home.  

 

Dr. Malte Behrmann: So, I have a question, because this is the question, which 

actually interests me over the next two years. I personally believe that cloud and 

HTML5 both and maybe other elements, which I am not aware of, will bring together 

linear and interactive content much more than we see it today. We will have this kind 

of hybrid game long [?] products, which will come out at the same time also through 

the new consoles, also through the SmartTVs and all these kinds of other elements and 

it this maybe the new hype after the mobile hype? Jani? 

 

Jani Kahrma: I am trying to figure out, how this, or any of this, relates to the 

product that we are making right now, because it does not. Look at Angry 

Birds. Would it benefied from cloud rendered clouds? No! I mean there is… 

We already killed the idea of streaming AAA mobile content to mobile 

devices. I mean the promise there is that you get to play the game of the level 

of quality that would not be possible on the device. However, the entire mobile 

industry in Finland is not making those kind of games. I mean Remedy and 

Housemarque are making games for consoles and those are… and Bugbear and 

many others… but the brands of mobile development are trying to focus on 

making the simplest game possible that you can play on the device and these 

devices are growing in capability to become Plays´Station 3’s of their own 

right. So, at least… I mean… in terms of improving quality on the cloud and 

then you… Well, maybe it suffers from network conditions and added 

complexity to development on even handling online components… It just… 

hands off! 

 

Dr. Malte Behrmann: So, you say basically: innovation is nice, but the 

real business is not necessarily the dream of the innovated. The real 

business is going into other direction? 

 

Jani Kahrma: Well, I cannot account whatever is imagined to be the 

innovation of every success. I mean there have been plenty of analysis 

on what is the innovation of Angry Birds, what is the innovation of 

Class of Clans or… 
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Maarten Noyons: Or Candy Crush. 

 

Jani Kharma: Or Candy Crush… yeah… it is just… things are small, 

simple and appealing and now we are kind of overshooting the demands 

of those games by huge margin, but I think really high-end technical 

solutions with complex connectivity issues. 

 

Maarten Noyons: But there is one issue, which is multiplayer. So, I 

think in cloud gaming, and in the kind of solution sure he is talking 

about, multiplayer, which is, as you know, a really, truly, requested 

from gamers. Gamers like to play party games, like to do multiplayer, 

like to communicate over the network in real time… That is a real 

dimension that is missing right now from the mobile platform. 

 

Jani Kharma: Well, I do not know if I can really agree with that. I 

mean, real time multiplayer; there is a really very limited opportunity 

for that. I can see it happening during recesses at school and at 

universities and with friends at parties…yes. But like by at large, if you 

look at the mobile games right now, there are still these kind of private 

diversions and they do have social components, of course, leader 

boards… well friendly rival over leader boards, messaging the friends 

over there… And none of that is making the game social without the 

need for real time connectivity and I think the problem in that sense, for 

the games we have right now, is quite well solved. 

 

Dr. Malte Behrmann: I think that… I mean… I do this more for a little bit more then 

ten years this kind of association work and my experience with innovation is always 

that it eventually comes out from changes in the user behavior, which is quite 

unpredictable. I remember, for example, to take something out of the mobile space, the 

time when people started to accept free-to-play and item based sells’ models, where 

nobody knew where it came from. I remember discussing with game developers a year 

earlier and all the other developers in this room said to this guy who wanted to found 

this company Bigpoint that he would be completely crazy and that nobody would ever 

buy a virtual item. And two or three years later, they basically all were bought by him, 

because… So, I think this kind of innovation happens with user behavior, but you 

cannot say when. So this is something, which is really going down to the psychology 

of the content creation. So, maybe Maarten you have an idea, when is the next step? 

When will this kind of things be accepted or will turn into another way? 

 

Maarten Noyons: I was thinking of this what you said. So, what is the real 

need, at the moment, from the developer point of view in terms of technical 

infrastructure? I think the cloud gaming can offer…you know… new types of 

gameplay; so there is definitely something there. The ideas in other areas in 

location based context aware kind of games… but I am sure that you have a lot 

of other things in your sleeve, what should be the focus on innovation from a 

development point of view? What kind of games would you like to make 

tomorrow or in five years from now? 
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Jani Kharma: What kind of games I would like to do and what kind of things 

that are financially feasible are diverging to be honest. I would imagine that a 

lot of people in the game development community would rather be doing 

games, which do not focus so much in monetization. So, I mean if there is any 

way kind of roll back in time and go back to the days of good games, which is 

payed for and enjoyed and like that. It would be lovely, but I mean those days 

are probably gone. And the conversation in the whole industry is really focused 

on acquire, retain, monetize!!! And is that really games or is it monetization? I 

mean are we making games or we are making monetization machines? 

 

Man talking from the audience: […?] Are we playing the game with 

players or against the players? 

 

Jani Kharma: So, where is the demand for innovation? Perhaps, discovery… I 

think the biggest issue right now in the industry is discovery and letting people 

find the kind of entertainment that they are willing to pay for. Right now, the 

coming knowledge is obvious. No one is willing to pay for a game. Everyone 

just wants free-to-play with monetization. And then look what happened 

Double Fine Adventure, look at what happened with Almost Human with the 

Legend of Grimrock. I mean that are genres of games that are still finding their 

audiences, and so forth. Maybe something to look there… that instead of 

forcing the entire industry to become better at monetizing, maybe discover a 

way to let people enjoy the games they like to enjoy. 

 

Dr. Malte Behrmann: Let me tell you a story, there was a student in Germany in the 

most Northern city in Germany called Flensburg. He was a student called Andreas 

Illinger and he wrote a little game for his girlfriend as a love letter. This game was 

called Tiny Wings and he published it on the App Store and he did not have any 

marketing budget, he did not even know that there is something like a marketing 

budget. He just produced a small mobile game. This game, was in the Top 50 of the 

AppStores for I think five years or something like that and he earned enormous 

amounts of money with that. He did not really know what to do with the money, 

because he did not ever planned to do a company or something like that. My question 

is, to Maarten, do you think something like this would still happen today? 

 

Maarten Noyons: Yeah… of course, it can still happen. You know… I was… 

About a year ago, I was at an event and everybody was playing this Korean 

dance thing you know it is called… 

 

Bogdan Tudosoiu: Gangnam Style 

 

Maarten Noyons: Yeah… Crazy things are happening all the time within the 

digital area, but I think… What I am personally very interested in in the future 

is: how can you, in a game, have another relationship with the gamer, the 

person who is playing, how can you find out things about his or her behaviour? 

And how can you sort of intensiate the game around the habits of a person? 

That is something that I would very challenging. And another sort of… you 
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know… a sort of creative use of big data inside the game that is something that 

I would be interested in. 

 

Dr. Malte Behrmann: We have another five minutes. Are there other questions from 

the floor? Now it would be the right moment to ask them.  

 

Man talking from the audience: So, hello, I would be interested in the future 

of HTML5, because I just do not see it, because there are the gate keepers, 

which are actively keeping stuff from happening. It would be nice, I would like 

to have it, I tried it last year with a small, small, small, small, small project… 

just a things running around catching items stuff like that. And first of all, you 

can completely forget it on Android, because the browser success. Secondly, 

you can partly forget it on iOS, because of they cripple audio on purpose… 

think… to keep games out; like it is just mono, just on using on using texting 

[…?]. Of course, it is important to protect our users, because otherwise all of 

pages would play sound all the time, but then an option to say: “Allow sound 

on this page… no.” Of course it is not feasible, because… you know… they 

like to cripple games. It will how… how to get around the gate keepers who are 

actively working against having such things, because they are kind of maybe 

interested in doing their own things. 

 

Dr. Malte Behrmann: So we come back to the political level. That is quite 

interesting… you know… we are a political organisation. Anybody wants to 

answer to this? Maybe Gemma you can? Or maybe you are not allowed to. 

 

Gemma Paris: No…My company is on the technology side, but what I can see 

here is that you need the backing of the big companies on the browsing market. 

So, on that my company just does the underlying technology; so we are not 

involved. But it needs a willing for that to succeed. So that would be my take 

on it. W3C… hopefully they can push for this standard. It needs the industry 

backing and industry effort to produce this and take it forward. 

 

Dr. Malte Behrmann: So, what would you say when the European 

Commission would put out some kind of regulation that every mobile phone 

needs to support HTML5, just like that. Something, I am not technically a 

expert, but I know for example that the Koreans do these kind of things. They 

have this kind of specific Korean standards and they just force all the mobile 

phone producers to support all these standards even when they are not used in 

any other country. So do you think that would help? This kind of regulatory 

measures? 

 

Gemma Paris: Well… you also need industry willingness on the standards to 

create the standards that will overcome all the limitations that currently 

HTML5 have. So, you need to improve the technology there; so you need an 

industry lobby for it. You cannot regulate that and say it is mandatory, because 

the technology is not ready there and nobody would not pass to it. 

 

Dr. Malte Behrmann: Jani. 
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Jani Kharma: Well, I again, I would like to summarize, what I was rambling 

about. I don’t think… Let’s first imagine the different company sizes. There is 

like the two guys working in their living room or in a coffee shop. Then there 

is the sub-ten or roughly ten people companies. The dynamics of event these 

two companies are different . But then we scale into the super predators of 

mobile games like […?], King, Supercell and so forth. So what are the 

problems to all of them and who are we trying to help here? We are talking 

about HTML5, as a solution of fragmentation? Is it really? I mean you can 

already make a game on iOS having on the AppStore and give it a chance to be 

discovered. Would it have a chance to be discovered if it was a HTML5 game 

on a webside? So, the problem might not even be with fragmentation. I still say 

it is a problem with discovery, which is becoming the more and more difficult 

with the huge companies during enormous acquisitions. So… I mean… what 

are the true problems here? I do not know. I mean fragmentation might be a 

problem for a thre person team, who would not want to do Android porting on 

their own, but it is not a problem for a ten person company, who can afford 

someone else taking care of the problem. Or… I mean… Unity is not a solution 

to fragmentation, but it gets you along the way quiet a bit. And of course 

Google is doing what is possible their side to fix device fragmentation. So… I 

mean… are this really problems to be solved by regulation or standards? I 

don’t know.  

 

Dr. Malte Behrmann: One last shot? One last question from the floor? Nobody? 

Well, maybe everybody gets the chance to give a very short final statement and then 

we have to move on to the next session. Please Gemma, Ladies first. 

 

Gemma Paris: Alright, so, on the technology side I would say, as will it be in 

the future, let me know on the next couple of years, you will see triple A games 

already available or being possible on mobile devices and tablets. And these 

standards that are now being released this year […?] and they really optimize it 

for the mobile devices. You minimize the loop holes that you need to access. 

You minimize the cycles. So the triple A games on mobile platforms is here. 

And also the technology is going to bring very soon new texture compression 

formats and using the augmented reality. The games that you have on the 

desktops are going to be sold on the mobile platform. 

 

Dr. Malte Behrmann: Jani. 

 

 

Jani Kharma: None of the Finnish success stories of today are triple A and we 

will not be making triple A game for mobile. And I hope that any political 

decisionmaking focuses on issues, which reduce the cost of doing business or 

reduce the cost of development. 

 

Dr. Malte Behrmann: Thank you. 
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Bogdan Tudosoiu: Yes, so for a minute […?] but I go back to cloud and this 

kind of services you are. I think that here in gaming community, you are 

extraordinary, so that you can actually do by gamification as a service and help 

enterprises, the companies like mine, to develop this kind of nice UI s and stuff 

via gaming. I mean look at sales front. I really need a good developer to take 

sales front and do it nice and easy to use. I see you going there. So maybe 

instead of doing a gaming as a vertical, do gaming as horizontal. 

 

Dr. Malte Behrmann: Thank you. Maarten, you have the last word. 

 

Maarten Noyons: Difficult to have the last word, but I agree with Jani saying 

that we do not really need a lot of new rules, but we are more in need of 

making things more simple and simplifying certain things, reducing taxes for 

instance and things like that are more important than new rules. One thing is, of 

course, what is clear that for a very long time, the mobile games industry was 

happening in Europe and then in 2008 it all moved to the States so we could 

also think about how we can get it to move back to Europe again. 

 

Bogdan Tudosoiu: Why not to emerging markets? 

 

Dr. Malte Behrmann: I think that is a very very good final statement, because 

we are the European Game Developer Federation and we are actually fighting 

to improve the leverage of European Gaming and in our… I’m a little bit lie a 

TV moderator… in our next session after the break we will actually cover the 

question of how we will conquer the world. We will discuss about emerging 

markets and how we can bring more European mobile games into the areas 

outside of Europe. Thank you very much for the panelists, thank you very 

much for the presentation. We will be back in 15 minutes.  
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4.3.2 Session 2: Europe and the World 

 

The keynote by Andrei Dementjev 

 

Dr. Malte Behrmann: Welcome, Ladies and Gentlemen, to the second edition of our 

today´s workshop. Now the second will be Europe and the world, so we will try to 

understand how the distribution of cell phones in emerging markets will enhance the 

opportunities for European mobile game makers to bring mobile games to the world.  

And we are very fortuned that we have Andrei Dementjev from Fortumo here. He is 

from an Estonian company, which does mobile gaming payment systems in 75 

different countries and is specialised in bringing the money back from the games from 

countries you would not like to go and try to get money out of there.  

So I think it was a very good idea to bring him here and to open the discussion about 

emerging markets, because that is actually where you need to start, when you think 

about emerging markets. So you have the floor. Please, introduce yourself at first a 

little bit. 

 

Andrei Dementjev: My name is Andrej. Basically, I here to tell a bit about Fortumo. 

We are doing mobile payments for web, mobile web, mobile games. We are doing it 

in several countries with very strong focus on emerging markets. Maybe I can have 

my slideshow?  

And I’ll be really brief just to focus on what opportunities are out there with emerging 

markets and what markets are actually emerging and what makes them so special. But 

what challenges are also out there for companies while willing to conquer them. 

 

Dr. Malte Behrmann: And you can maybe stay here for the future so this will not 

happen again and close the door. 
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Andrei Dementjev: Okay.  
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Andrei Dementjev: So really shortly, what are emerging markets? Of course, Latin-

America, Africa, Asia, CIS, Eastern Europe…The green ones are the ones, which are 

actually moving, the most emerging ones, the fastest growing ones…Like Turkey, 

Brazil, definitely China.  
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Andrei Dementjev: Let’s start with Latin America. It’s one of the fastest growing 

regions its average growth rates are about 25 percent. According to estimates, overall 

virtual goods sales in Latin America will be around 0,6 billion by next year. The 

biggest market is definitely Brazil. It already has more smartphone users than 

Germany or France. And it makes about half of the gaming revenues in the region. 

Definitely other notable countries: Mexico, Argentina. It is supposing to know that 

people in those countries treat smartphones differently. It is a very important status 

symbol and actually the way how people consume games, how people consume 

content, it is different. And they tend to spend more time and engage with the device.  
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Andrei Dementjev: A few facts about Brazil, it is the second biggest market on 

Facebook already. 23 percent of Brazilian Internet users play games regularly and 31 

percent of men in Brazil are gamers. If you count this with Brazilian population you 

can imagine how huge the potential market is and it is still growing. 
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Andrei Dementjev: Let’s move to Africa, we are looking at the region with 1 billion 

of population. 80 percent of them already have a mobile phone and estimates feature 

more than 1 billion subscribers by 2017. At the same time only 60 percent of them are 

connected to the Internet and it is the fastest growing mobile market in the world at the 

moment. Mobile is the main device to access the web. It is used by 80 percent of users 

to access the web compared to about 10 – 15 percent worldwide. And the biggest 

country is Nigeria. We have about 100 million subscribers with a potential to grow 

about 160 million subscribers. Only in Nigeria it was possible for smartphone 

penetration to grow more than 1000 percent per year.  
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Andrei Dementjev: The biggest concern with Africa is usually the very low average 

revenue per user. Indeed we are talking about very low income markets. Just to 

compare, United Kingdom with a population of about 7 percent of Africa´s 

population, the whole telecom market of United Kingdom makes more revenues than 

the whole telecom market of the whole Africa.  

But things are changing. And although now cheap phones dominate the market, 

especially NOKIA who still holds more than the half of the market, but purchasing 

power slowly grows. Actually, Africa is the fastest continent in the world in terms of 

new millionaires. So I think things will change a lot in the next years and we are 

talking about huge amount of people and potential users.  

And the best thing is…Because of the very bad development in areas like banking 

services and Web and broadband, it already very mobile based and focused and the 

amount of mobile payments in Africa is already twice the amount of mobile payments 

in Europe and US combined, because they do not have any other alternative. 
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Andrei Dementjev: There is a battle. There is always a battle for the affordable 

African smartphone. And all major device manufactures are doing special models for 

this market trying to offer the cheapest prize at mass production. Those devices are 

only some examples. They have shipped at millions and I think there are more and 

more of them to come just specifically for this market to allow us to have more 

smartphone users to allow us to have more internet users in Africa.  
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Andrei Dementjev: A quick look at Middle East and North Africa, very quickly 

growing regions. Turkey is already the sixth country on Facebook in growing. 

Especially the Middle East countries like Saudi Arabia, Kuwait, Jordan, are countries 

with a very high average revenue per user and very high game engagement. In Saudi 

Arabia about 2/3 of Internet users are gamers.  
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Andrei Dementjev: Of course: Asia and China. Specifically the market with biggest 

numbers in terms of population, device, users, and everything. Half a billion 

smartphones by the end of this year. That is a huge amount this is more than Angry 

Birds Classic was installed on Android so far. And other countries as well India, 

Singapore, Philippines, Indonesia growing growing with huge terms.  
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Andrei Dementjev: So how can we conquer this emerging potential? We see it can be 

done in three relatively simple steps: learn the market, think like local and monetize 

and distribute accordingly. Forget about the global gaming market. In those countries 

it won’t work. There is a specific approach that should be used for each region for 

each country. 
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Andrei Dementjev: So starting with learning the market: what languages are spoken? 

Like in Latin America 2 languages dominate: Portuguese for Brazil, Spanish for other 

countries. But Spanish is not like Spanish in Spain. Actually, Latin America has its 

own specific Spanish, which in some games makes a difference.  

Who are the key players? Who are the competitors? They are the best to learn from. 

And actually, to learn from their mistakes is the cheapest way…to learn from 

mistakes.  

What types of games are popular? Chinese demands, Korean demands, Latin 

Americans demands…the are very different. One game, which is popular in one 

region, does not mean it will be popular in another region and I will show some 

examples of that later. Games that are popular in Africa are usually very simple, more 

like educational ones. If you want a successful game for Eastern Europe, for Latin 

America, do a game about football, because it is very popular there. Differently some 

spending consumptions and trends in how users spend, what are the average revenues, 

what are the average numbers like ARPUs and ect. It is important to benchmark 

yourself and important to understand, if you are doing good or not, and what numbers 

you expect.  

Target groups, audiences they vary by a market a lot. And you need to know your 

target group, you need to know the size of it and so we can develop a proper game for 

this group. We have discovered that paying audience varies a lot by a country, in sex, 
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in age, in their health status. In some countries it is more of male audience, in other 

countries it is mostly female audience and all this makes a lot of difference. 

Special attention to hardware, especially in emerging markets. Again those devices 

shown, they will never run AAA games like it was mentioned. It is mostly low and 

cheap devices. In Asia region there is a lot of those no-name devices with really really 

weak technical platform, but still you can play games there and you should need to 

take this account. 

Okay, some special design traditions, that is also very important. That is why, some 

Asian games or some maybe Middle Eastern games, they look a bit strange or not 

usual for Europeans. And European games, they look the same way for Asian context. 

That is the special patterns how people used to have text, menus and everything in the 

game. 

 

Dr. Malte Behrmann: We call that culture. 

 

Andrei Dementjev: Yes. 

 

 
 

Andrei Dementjev: A few words about Android. Gaming consoles are banned. I don’t know 

if it is a good or a bad thing, but it means that this audience is on other platforms, and mobile 

is one of them. And carrier billing accounts for 75 percent of APP revenues.  



 

Summary Report on Third Workshop and Impact Assessment  
Mobile_Game_Arch_D2.4_06_December_2013_v2.0.docx 

 

 

Mobile Game Arch 
FP7 – ICT– GA 288632 

Page: 85 of 165 

 

 

Andrei Dementjev: And actually free carriers of China, they control a lot of gaming 

market in China in terms of distribution, monetization, appstores... In the West, you 

are used to have maybe two or three main appstores on Android. In China this is how 

it looks and it is a real pain. And probably you need someone local to give you… or 

some local publishers so that they can really understand which is your appstore and 

how to compete in that. 

 

 

 
 

Andrei Dementjev: Secondly, think like local. I already said about localization. It is 

really important. And it is not just about translating, it is about localizing. Marketing 

and promotions, definitely check about local communities, local specialities… In each 

country, there is a unique combination of local forums, local portals, appstores… 

which actually make games popular. In emerging markets, the role of such alternative 

channels is really high.  

Suitable payment options: credit card adaption, Paypal adaption, in emerging markets 

is still relatively low. Cash payments, prepaid card, carrier billing… the role of them is 

much higher and actually this makes a lot of difference from Western countries. 

Definitely try to build a community. It easier to do it in emerging markets and it will 

help you with new games. And build a community, find yourself local community 

managers, establish a working customer support and get a feedback from users and 

you will get those gamers for many many years to come. And one important thing: 

pricing policy. Do not expect people in emerging markets to pay the same prize as we 
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do in Western countries. The value of two dollars in the United States is not the value 

of two dollars in China. So your prizing should be appropriate.  

 

 
 

Andrei Dementjev:  A few examples of local in Africa, there are more than 3000 

cultures and more than 2000 languages spoken. In South Africa alone there is 11 

official languages. On one part, it is a pain, on the other side… actually due to 

colonies, due to the history… English, French, Arabic and Swahili will be probably 

enough at start, until you have the audience. And then you can try to reach with long 

tail, if your game is successful. 
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Andrei Dementjev: Again, local user communities… probably you never heard of 

mxit or eskimi, but these are two very popular mobile social networks in Africa, they 

are exactly mobile social networks and they are growing rapidly. They are growing 

quicker than Facebook does. They have their own gaming platforms and they play a 

huge role in local, social and game activities. And Kakao talk is another example from 

Korea how a chatting app very shortly achieved a huge market share in app discovery 

market. Thanks again to local position.  
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Andrei Dementjev: And the last slide, on the step three, on how to monetize and 

distribute accordingly, when you have this overview on the market, when you the 

understanding of how things will go there. Shall you go Premium or Freemium? I 

think that is pretty obvious. It is either Freemium or you have to go a higher amount of 

Freemium like without asking any profit from the users and working with licenses or 

with operators. Selling games in those regions is really problematic. I do not have any 

good examples.  

Payment options I have covered previously. You should really analyze this and 

understand how it works, so that the users can pay in a comfortable way, so that they 

are not offered to pay with a method, which they physically cannot use.  

Game balance, as usual, it might need some adjustments. You should understand that 

for example Asian gamers attend to be more professional than even the European 

ones. On the other hand, meaby the African gamers need more intro, more 

explanation, because they are only starting. It might be the first game the person has 

ever played.  

Continuous analytics, as usual, with average revenues per users, to understand where 

your users have dropping off, what are the problems, maybe some texts are wrong or 

the languages are wrong, maybe it is too complicated, maybe they cannot pay. And 

once you have accomplished all of the above, you analyze, do proper homework. I 

think this is just a matter of a few months and you will see those downloads coming 

and you will see those paying users, because these are the fastest growing markets. It 
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is not about competing with others, trying to steal users, it is about getting new users 

and it is always easier than getting an already accomplished user. 

 

 
 

Andrei Dementjev: Okay, thank you 

 

The panel 

 

Dr. Malte Behrmann: Thank you very much for this very interesting presentation. I 

have of course a lot of questions myself, because I think this is fascinating, how we 

can discuss about emerging markets in Europe and try to learn how to… But I will 

actually hold back with my questions and first ask our two panelists to introduce 

themselves. So maybe Nour, you can start, because you are sitting on the left side and 

then we will move on. 

 

Nour Khrais: I am the CEO of Maysalward. We are a mobile gaming company studio 

in Jordan. We are doing Mobile Games since 2003. At the same time, I am the head of 

the something called Jordan Gaming Task Force, an association responsible about 

Jordanian gaming companies, and managing two public gaming labs in Jordan, where 

we have trained [?] about 1 400 people for the past two years. Just before passing… 

just to take the conversation in the correct way for the Middle East and to put aside the 

politics… Pakistan is not the Middle East, Turkey is not the Middle East that I will 
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talk about and none, Algeria, Morocco or Tunisia are the Middle East that I will talk 

about. That is all. 

 

Dr. Malte Behrmann: Okay, so you defined your Middle East. Chinese used to 

define themselves as the middle of the world or something. It is good enough that we 

have a concrete definition. So please, Christopher. 

 

Christopher Kassulke: So, I am Christopher Kassulke, CEO and Co-founder of 

Handy Games. We are doing mobile games since 1999. So, we switched on the light 

of Mobile Games, and all so, back when black and white games were there. We did, I 

think, everything that was done in mobile games: background, SMS, WAP, from J&B 

[JavaBeans?] to embedded, moving on then to JAVA games and downloadable games, 

then IOS, Android came up and the whole market gets interesting. And later on we 

were the first publisher that moved heavily into the freemium model and that was our 

biggest success ever, because we reached millions and millions of users before it was 

pure operated business. So we have see everything that is done in the mobile industry, 

we have see where it is heading to. So, the next story for us is like that we see us as the 

next big broadcaster for advertisement out there and the next thing is that beyond 

mobile strategy. For us that means that we are coming a bit out from mobile games to 

any other platform like PC and console. So that is we. 

 

Dr. Malte Behrmann: Okay, thank you very much. If you look at these enormous 

numbers, I remember when I went to Africa… I was invited to speak at a conference 

in South Africa maybe 1,5 years ago… and people said: “What do you want in 

Africa?” I said this is where we have to be when you work for an association you have 

to know the answers already when your members come to you and ask what is 

happening there. So, I thought I need to understand a little bit about the growth in 

Africa and the potential. And I think it is something that we need to look at. We need 

to understand that actually we have to go to places before the others. Soyou I think are 

the expert in going to the places before the other. So, how is the feeling, if you are a 

game developer from Germany you come to a completely remote place and you start 

doing mobile game business there? How do you do it? 

 

Christopher Kassulke: Just do it. It is quite simple. Go there into the market, check 

out how we can get the titles out to the audience. So, when everyone in the mobile 

game industry moved in the US, we went to East and went to Russia. One of the best 

things that we did, because no one else were there. So we still have a really good track 

record in the Russian field and also the Eastern European markets. And you need to go 

where the consumers are. So Africa is, for example, Latin America, Asia, that is where 

the consumers are. In the Western market you are competing against PC gaming, 

Console gaming. They grew up with the old brands. Just ask someone in Africa, what 

Pacman is. They do not know it. They do not know what Ultima is or whatever. We 

know that. So you cannot be locals heros there. So in my opinion it is the best thing. It 

is the first, I would say, electronic device. They do not have hardly PCs. That is the 

first gaming device that they get. No matter, if it is a cheap Android device or a 

Windows phone… But those are the first game consoles they ever have had and that is 

amazing, because you can be the next Tetris, you can be the next Pacman or whatever. 

So for us it is really like we need to go there just to bring our brand there and there is a 
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lot of challenges. We heard already about billing, about to get to the consumers. I can 

tell you it is quite challenging. It is like a lot that you can do there. 

 

Dr. Malte Behrmann: So Nour, I know that you are coming next, but I have 

one last question to Christopher concerning the Chinese: When I came to South 

Africa the people came to me and said it is so good that you came from Europe 

because the Chines have already been here and basically they are there already 

and you should start coming from Europe. I think it was very interesting how 

you showed these four handsets and actually two were from Huawei, so you 

actually have a lot of Chinese hardware out there already. Do we still have a 

chance or are the Chinese already there and we just should maybe do 

something else? 

 

Christopher Kassulke: Why to do anything else? Well, I do not see me as a 

German developer or a European game developer. I am developing games for 

my audience around the globe. So I produce games for China the same way as 

I do it for European guys. So it is really about get it out there. It is like, why 

should I not go to Africa? Yes, the Chinese guys are there, but I am not afraid 

about that. It is just a good competition. So, if anyone was there already, check 

out what they did and when you can do it better, go to the audience, it is easy. 

So I would say everyone should go in any market out there. 

 

Dr. Malte Behrmann: The big advantage of mobile phones in these emerging 

markets is that you do not need the network infrastructure of an Internet broadband. 

They do not have it. So there were some… In the earlier, let’s say three or four years 

ago… We had some German companies which were actually specialising in having 

light browser games which in… Before the emerging markets there was a company 

called Cipsoft… did games in Kenya, in Brazil and there was a Munich based 

company called Travian which did an online game in the Middle Eastern countries. I 

am coming to the Middle Eastern countries now. And interesting enough for me, it did 

not matter, if it was Israel or the Arabic countries. Their numbers were as good in 

Israel as in Jordan. So that is actually in interesting observation from my point of 

view. So what would you say? Is this a battle about mobile or online in the Middle 

Eastern countries or is it actually another one?  

 

Nour Khrais: I think there is no space for battle, because already the mobile 

penetration it is the highest compared to the online. We take on average, we 

reach in mobile a 70 percent of penetration, where the Internet penetration is 

below 25 percent. So the battle is: they are  too far away from each other. 

Today, the Middle East mobile scene is clearer than before. We see higher 

penetration of smartphones. The maturity that has been mentioned in the 

presentation, the maturity in monetization is higher then even countries like 

Latin America, where there is also a growth in mobile. My point was, when I 

said Pakistan, is what is happening today on the scene, what we are seeing, is 

that big companies and they start issuing even white papers about their 

presence in the Middle East and success or failure. And we noted that those big 

and huge companies that come even from Asia are mentioning that the failure 

in their operations in Pakistan, where not the culture, the language or whatever 
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related to the scene of the gaming scene in the Middle East. If you want to 

come with gaming in the Middle East definitely it is the mobile. There is 

online, of course, a couple of years ago. But then there was a few companies, I 

remember myself sitting on as a mobile gaming company for years alone in the 

Middle East. So online, Travian for example, came and they did a huge success 

in Saudi-Arabia, because there was no scene for the mobile and maturity was 

not yet there. But today we see numbers have dropped. Peak games, a Turkish 

company that worked also on the Facebook online site and we see numbers 

how it is going down as worldwide. So mobile did it at the right time. The 

difference today, about your question, is that as a company reach also Mexico, 

for example . It is the investment that you have, it is the maturity of the 

investment, if you are looking for a long term investment you will go to Africa, 

you will got to China, you will go to Latin America. And if you want big 

numbers that come today, you do not come to the Middle East or Africa or 

China. 

 

Dr. Malte Behrmann: On the other day, I was in a meeting… I have also a small law 

practice… with a developer and a potential investor and the investor said to the 

developer: “Yes, you know you should not even bother porting your game to Android, 

because you will only have Chinese hacking your game and they will not pay 

anyway”. So, Andrei, is this your experience? Can you as a game developer actually 

earn money on Android in emerging markets or is it true that basically, as many 

developers in the community believe, that they should not even touch this platform? 

Just make Apple and that’s it, because anything else you will not earn money. You 

will loose money. 

 

Andrei Dementjev: Well actually our experience is that the game developers 

that are working with us they are earning more money with Android in 

emerging markets than they are earning in other countries. And there is 

definitely a lot of money. There is no significant difference in basic instincts of 

people. They want to play, they want to compete, they want to be cooler than 

their friends, they want to have a higher status symbol so it is more about how 

easy it is for them to pay. Can they pay? Of course, do I have money? But, in 

the end, it is all about the basic instincts.  

 

Nour Khrais: And the size of payment. 

 

Andrei Dementjev: And of course, yes. 

 

Dr. Malte Behrmann: Do you have anything to add to that 

Christopher? 

 

Christopher Kassulke: Sure. So, let’s say it that way: even if you 

cannot monetize the billing, you can monetize the advertisement. So we 

did a huge thing bringing out all the games for free, completely free. 

And we build a business model around advertisement and, as you can 

imagine, there are not a lot of possibilities to advertise in those markets. 

So what we are becoming is the next Pro7, RTL, Channel 4, Bloomberg 
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in a lot of markets. So, we are the broadcast of the future in a lot of 

emerging markets. So, it really depends on what your future of the 

company is. If you.. as you say… you do it for one year, sell off to 

Zynga. That is one topic. Do not go to the emerging markets, do not 

bother about taking care about 10 years or whatever. We do that for a 

very long time. We will do that for the next 10, 15 whatever, until we 

get tired and that will take some time. So, it is really about what is the 

long term future of the mobile game company. And ours is different. It 

is like building now a network that you can connect and that you can do 

your own advertisement. And a suit billing is there. I can switch over 

and do advertisement on my own game and bring that up to the charts 

very easily. Because when you are dominating the charts in the future, 

in five years when billing is there in emerging markets. Think about the 

quote rate that we have seen there. It is amazing. So, I have time. I have 

money. That is fun. 

 

Nour Khrais: Just to mention that the price that I get here in Europe, it is 

about 1,40 euro, if you are lucky you will get it for 1,00 Euro from the big. For 

1,00 Euro in Jordan you can buy 5 kilo of bread, 5 kilo that means like 12 

baguettes. 

 

Dr. Malte Behrmann: I should go there maybe 

 

Nour Khrais: We have people coming from the U.S, who moved their 

company to Jordan, actually Bill Gates. So this is where Android is doing 

success in emerging markets. The billing can be controlled with smaller 

amounts than in iOS store and other stores. 

 

Dr. Malte Behrmann: In our consortium, we had all these discussion about the 

increasing fragmentation of Android and people coming back to this old times, where 

you had all these fragmented markets. And one of the problems we have is that we 

have of course companies which have quite a competence in surviving in fragmented 

markets like Handy Games, which has already been a strong company in a time before 

the iPhone and the market still was very fragmented… They have not necessary an 

interest to come into an age, where you have non-fragmented markets, where you do 

not need it. And you have Unity today and other middle wares, which allow to just, 

kind of, produce for one interface and you kind of do not have this fragmentation. Or 

is it not true? Is it actually somebody like you, like Handy Games, would you also 

prefer non-fragmented more standardized situation in emerging markets and in 

Europe? 

 

Christopher Kassulke: I would love. It would be easier for us as a game 

company, if would not have any fragmentation. We would not have tons of 

different business models out there and stuff like that. But reality is different, 

and we cannot change that. So, for us it is really important like taking care 

about the consumer, getting to the consumer. That is more important for us. 

And I think, what you mean is like for an emerging market it is very important 

to develop… yes, I would say… very small games. Do not concentrate on 3D, 
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do not use perhaps… I think someone will kill me for that…  Unity, because it 

makes a big game, it makes the game big. It means really like offer a game for 

under 20 megabytes. That is a challenge. I think that is what you need to take 

care about is like the fact that with that a lot of users in the emerging market is 

like, if you have one gigabyte games, even 200 megabyte, forget it. It will not 

work. So, it is really like concentrate on the market. If you want to go there, go 

with smaller titles, localize it, stuff like that. It is completely different. 

 

Dr. Malte Behrmann: One of the things we have to discuss as an association, of 

course, all the time is standardization. There is one idea brought up to the table all the 

time, which is that you have a standardization in payment systems because payment is 

also… specifically in Android, of course not in the Apple system, but in the Android 

system… payment is a little bit like… I think one person has said this to me lately… 

like the Wild West. A little bit like in the Internet world: you know, where you have a 

lot of different players and maybe not always a fair situation. One of the ideas is that 

you have a more standardized billing activity. And I mean Europe is very strong in 

standardizing, because when Europe gets together and agrees on a standard then it is 

very likely that this standard will also be adopted world wide, because it is such a 

complicated process to get all the European countries agree to it, then we have a big 

chance and we have been doing this before with GSM and other. So Andrei would you 

support an initiative, which basically tries to have a more standardized approach to 

billing systems?  

 

Andrei Dementjev: Hmm, I would not say yes or no, because we actually saw 

such attemps to do some standardizing in our area and so far most of them 

failed. And then I think it is very important, what are the demands on the 

market and where the market is moving, because if you are trying to 

standardize something, which is mostly in a different direction from where the 

market is moving, you most probably fail. Of course, it would make our life 

much easier, if there would be some sort of a simplified API, which can use 

different payment options and then the consumer can easily choose. And 

actually there is a lot of standardization currently happening on the country 

level. How we see it? How in Sweden for example, we recently launched the 

wirewallet, it kind of standardized the whole mobile billing. Previously 

everyone used their own name, their own float technology and all that. The 

same happened in UK previously. But on the global level, maybe a bit too 

early.  

 

Dr. Malte Behrmann: We are only talking about the European level. We 

assume, as being a little bit naïve Europeans, that at least those countries that 

are in our surroundings would follow our advice. 

 

Andrei Dementjev: At least some of the things that were appointed in the first 

presentation that at least standardizing the way how such transactions are 

treated, how VAT is applied, how that whole tax feeing is applied… This 

would be a great help, because how we see it, in many markets, it is still some 

sort of a mobile content purchase from year 2001 or something and we need to 
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apply some special tax tricks and others just to kind of explain how it actually 

works. 

 

Dr. Malte Behrmann: Nour, your perspective from the non European side, do 

you think that these European initiatives to become a little bit more 

standardized, to try to do things a little bit more in common, to develop a 

common strategy even though European countries are very different as we all 

know... Is this a thread for you? Is this actually ridiculous for you? Is it maybe 

something you would like to see? And maybe look at it and maybe it is good 

and maybe it is bad. Even in the mobile space Europe had been very very 

successful in standardization in the past and a part of a strong positioning of 

mobile gaming actually in Europe has to do with that who actually paid for the 

52 games, which were failing in Rovio before Angry Birds, it was of course 

NOKIA. So, what I mean is there was always a strong support for the mobile 

gaming community. Also I think you, in the early days, had a lot of support 

from mobile handset manufactures to start off as a mobile game company 

whatever whoever built mobile phones at that time. So, this was a very strong 

standardization effort in Europe and it would have been nice to try to look at it 

now...And we will see, maybe we can do something about it, but we can only 

do something about it and outside of Europe people would kind of appreciate 

this effort. Would you think that the king of Jordan would like to appreciate an 

effort? 

 

Nour Khrais: Definitely about standardization, we know for a fact, like now, 

the Middle East is a very active scene, like now, in terms of the investment in 

gaming companies. The maturity of the ecosystem is not yet there, we have not 

got even an ecosystem in the Middle East to be considered, as a gaming 

ecosystem, but the investment is happening. In Jordan, it is a particular case. 

And the king of Jordan, he had this support to the region of the gaming 

companies in Jordan. This is why we have something called Jordan Gaming 

Task Force and the gaming labs. But with this initiative with a lot of 

investment that happened from the Gulf Region, from Qatar… Recently there 

was a big show in Qatar for gaming… Saudi-Arabia, a huge investment also in 

Saudi Arabia… that is happening and those people need a standard not to go 

into a direction that we lead to own decisions and to gain the experience from 

partners like Europe. Talking about the difference, I think what applies today 

in Europe can easily be applied in the Middle East in terms of gaming 

standards, regardless the look and feel and regardless the localization aspect of 

the gameplay. In terms of technology, I think we reached… I disagree with the 

point that… In the Middle East, I talk about, for the Internet penetration over 

the mobile and there is no obstacle today to deliver a huge game in the Middle 

East. Talking about the real countries in the Middle East using smartphones, 

we can say Jordan, Saudi Arabia, Kuwait, U.I.E  those are with 4G today and 

LTE connections. And the value is cheap, so it is for free almost what you pay 

is a dollar. It is not that expensive in the Middle East to get an Internet 

connection over your mobile. So of course, standardization is very important, 

personalising the gaming company. I believe and I am working on a lot of 

initiatives, and Maartin [Noyons], one of the people who have had us at the 
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past years, and getting our feet under a direction. And yes, why not, of course, 

an investment can be interesting for both parties Middle Eastern parties and 

European to get good, reasonable standards for the Middle East 

 

Christopher Kassulke: When you want to change something, force European 

operators to integrate the operator billing to Google Play. That would solve a 

lot of problems in Europe, so Europe is part of the emerging market as well.  

 

Dr. Malte Behrmann: We have earlier made a session in Helsinki on 

how to bring European operators back into the value chain. So that is 

something we need actually to take care of.  Actually the operators, in 

Europe, who are an important player on the political field, but for some 

reasons they trick themselves out of the value chain of the mobile 

ecosystem, which is a little bit sad and actually sad for us, because we 

have so many strong telecom operators, but that is how it is for the time 

being. 

 

Nour Khrais: Not only for us, for the developers, we need them to 

understand better our customers, but in a common way not in indirect 

way. 

 

Dr. Malte Behrmann: Yes exactly, part of the question is who listens 

to whom, but I think the discussion has not finished yet and is starting 

again. This is now the right moment to open the floor for you. Maybe 

somebody in the audience has a comment or a question to this 

discussion? Come on!  

 

Man talking (audience): This is not a question in particular, because I and Cristopher 

agree on too many things, but after a little bit experience from China now, a little bit 

of experience running operations […] throughout Europe, what strucks me is that we 

seem to be making same mistakes all over again, which is that we are not focusing 

[…] Which sums up the problem we go, how do we encourage people in investing 

[…] The same thing came up with HTML5 in the previous session, what can we do to 

have as games bodies, games developers, games companies […] to help people to do 

business.  

 

Dr. Malte Behrmann: So what you say is basically, do not have a headache 

just do less complicated things. Yes, that is at least a point of view. Are there 

other questions from the floor? 

 

Man talking (audience): If you think about globalized games in Middle East, in 

territories where you are from, is there anything that you would like to share with 

game developers and publishers? Piggies, for example, how sensitive we need to be in 

the Middle East markets with certain symbols? 

 

Dr. Malte Behrmann: Please. 
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Nour Khrais: A very good question, actually when it comes to the Middle 

East, and the mistake that everyone, when they come to the Middle East, they 

think localization is turning the mainly language into Arabic or write it from 

right to left. We see games in their language, they have no language. And a 

player who gets into a good game, he do not care about what language it is. It 

is the sensitivity of the gameplay and as Maartin, you said, the symbols in the 

game and the look and feel of the game. People in the Middle East very 

sensitive about a lot the game play look and feel and the colours and the way 

the approach inside the game. Of course, avoiding any religious symbols or 

names or whatever related to any kind of religion of the Middle East. Even if 

you come to Israel also, anything in the Middle East related to the religion is… 

you have to avoid it. So localization will happen only, if you were with a local 

partner. Only, if your team is locally on the ground and it does not happen, 

when you give the translation for interfaces. So, yes, it is very sensitive and it 

can end your life in the Middle East. One mistake that Microsoft in Saudi 

Arabia a couple of years ago blocked Microsoft years for getting advertisement 

for their console game in Saudi Arabia. So one mistake can be a killer for a 

gaming company in the Middle East. 

 

Dr. Malte Behrmann: Wow, there is the discussion whether Microsoft is a gaming 

company or not, but this is an internal discussion in our association, I am not going to 

comment on this in public. We have another two minutes. So what I would really like 

you to do is…we start with you… and each of you speakers, you have three countries 

to pick. Imagine you are a small game developer in Germany or France and you have a 

good relationship with your ministry of foreign affairs or some regional export agency 

and they ask you what three countries should be pay your trip to. Where is it actually 

useful to go? Where is the highest possibility that you actually enlarge your 

possibilities, your user-base, with limited amount of time and effort just by having 

more attended… Which countries would you pick? 

 

Christopher Kassulke: It is not one country. So if you check out for example 

Google Play to pick countries that have around ¼ out of the revenues is Japan, 

South Korea, China is not included there, because Google Play is not there. So 

if you check out China, it is like got to China man! That is huge. The other 

thing is Brazil, still the US, so everywhere where you have a lot of inhabitants, 

so even Russia, for us a nice market there. So it is really like pay me an 

around-the-world-ticket whatever. It is really like it is not one country. You 

need to understand that. It is about go out there. Go to each market, if you want 

to conquer the world. It is not only about South Africa it is not only about 

China. You can work together with partners in Korea, in Japan , even in India. 

It is like search a partner. If you are a small developer, only have one title, you 

have nothing to loose. If you are going there go with one partner. If they rip 

you off, okay fine. If you have a bigger partner, they do not rip you off. You 

know, you need to fly over to China. There are a lot of events going up there, 

Korea the same way, Japan, Russia. Brazil really is a big thing, but I believe 

that really big as well is Russia.  
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Dr. Malte Behrmann: One thing I maybe should mention, before I 

give you the floor, is that we as a association we are involved with the 

European Commission in what they call the EU Chinese discussion 

process on creative industries. The interesting thing here is that the EU 

Commission always tries to push us out of discussion and than the 

Chinese say “No,no,no we also want to talk about the games industry” 

so then they had to reinvite us. So that happened already twice now and 

now we are back in this discussion and I hope that it will help 

eventually to open market barriers in China for the European industry, 

which is existing, not so much in the mobile space, more in the online 

space. 

 

Christopher Kassulke: Just one thing, if you are a developer, do not 

wait the EU. Just buy your ticket, fly to China, make your business 

contacts. Do not wait on the European Union. 

 

Dr. Malte Behmann: I think that is a good idea. So please you have 

the word. 

 

Nour Khrais: So if you are coming to the Middle East, start Jordan, get it 

localized and test it locally there. Then move to U.I.E You will have better 

numbers, just a better monetization and for the big shot go to Saudi Arabia. So 

I would select those three countries and those will take your games. Instead of 

a European company to go into the whole Middle East of market, because 

those markets are the main key for the other markets in region.  

 

Dr. Malte Behrmann: Thank you. So now you have the last words. 

 

Andrei Dementjev: I would say definitely go to Brazil, go to Nigeria and go 

to Indonesia. And at least I know three examples of companies, who are all 

located not far from here, who are European or Russian, who achieved really 

great success there in foreign markets just by trying and finding their nieche 

and using their know-how and they are now in great positions there.  

 

Dr. Malte Behrmann: Thank you very much. This was the second edition of our 

today´s workshop. We now have a short break of fifteen minutes and then we will 

come back to our last session.  
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4.3.3 Session 3: Standards and Mobile Games 

 

The keynote by Jean-Charles Point 

 

Dr. Malte Behrmann: So, hello everyone this is the third session of our workshop 

from the Mobile Game Arch Project on the Nordic Game Conference and we have the 

subject of our third workshop is standards and mobile games. So we are actually 

having the discussion about different standardization possibilities. As always in the 

games industry, the world has been designed without thinking about the games 

industry. So we have different standardization activities going on different ends, which 

are touching the game subjects, more specifically the mobile game subject. And we 

are trying to find out whether this is actually a useful activity for the games industry or 

not. So, Jean-Charles Point, who is the leading our consortium, will reap up the 

situation. And we are still missing one panelist, who walked away maybe he will come 

back very soon. You have the floor. 

 

 
 

Jean-Charles Point: Okay. Thank you Malte. So in my presentation I will take three 

topics. 
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Jean-Charles Point: So, first I will remind some basic features about what are the 

benefits and issues of standardization. Maybe it is quite basic, but maybe it is useful to 

remind them in this presentation. Then I will go through some issues and initiatives 

that we have discovered in our project concerning mobile games. And then we will see 

how to deal with that within the mobile game community, because obviously we saw 

that game developers are skeptical about standards. They do not know how to proceed 

to influence standardization. So we tried to give some ideas on how to proceed.  
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Jean-Charles Point: So about the benefits, as seen as an issue. First, I can start by 

giving a statement from my experience. So… the success of standardization can need 

two things. Either it needs commercial need and also consensus between the main 

stakeholders to be a success; otherwise I think it is useless to go to standardization. 

And the second reason, why there can be standardization is the push from the 

regulation, then you have no choice. There are other reason why you have to 

standardize something. So about the benefits. Obviously, what standards can do is to 

reduce development time for game developer, reduce fragmentation, increase market 

potential, but also it is about unities for the players to introduce their ideas into 

standardization and exploit them. So it is an additional benefit. And also it is not 

always mentioned, but it is a way to meet also and to exchange ideas; so it gives also 

commercial opportunities often.  
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Jean-Charles Point: About the issues… Fragmentation indeed can occur even if you 

have standards, because of course big players are attracted to make variants, property 

variants of the standards. So you still need a big market coordination to avoid standard 

diversions. You have seen that with HTML for instance and with many other 

standards. It also lengthy and time consuming process; so not really meeting with the 

needs of mobile game developers, which have more short time objective. But 

however, it is quite important from our point of view to follow standardization and to 

be ready for the next step. We’ll come with some example on this. Of course many 

standards are not implemented... So… There is a big quest of time on doing 

standardization. There are many standard bodies, and for us it is kind of jungle or for 

somebody who comes into this standard arena. And last but not least, there are 

intellectual property issues, which can be linked to standards. So people have to think 

about that when going to standardization.  

 



 

Summary Report on Third Workshop and Impact Assessment  
Mobile_Game_Arch_D2.4_06_December_2013_v2.0.docx 

 

 

Mobile Game Arch 
FP7 – ICT– GA 288632 

Page: 103 of 165 

 

 

 
 

Jean-Charles Point: Now I will talk again some standard initiatives from our point of 

view, which are important.  
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Jean-Charles Point: Cloud from our point of view, is quite important because it 

really needs standardization and in the long term, as we discussed in the last session, 

this is really an important topic and maybe one of the future on mobile gaming. And I 

really go fastlym because this was discussed before: HTML5 middleware and also 

audiovisual and graphic initiative, which are going. So about cloud, the abused 

advantage of cloud is that you can manage it heterogeneous population of mobile 

devices. So it is quite much potential for mobile game developer. It is also an 

advantage for the operators. They come back into the play, as they have to run all 

these cloud themselves. And also an important advantage is that… this was mentioned 

before… it removes complexity limit. We talked about African market; for instance 

you can run very complex application on low key mobile device, which is quite 

interesting.  
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Jean-Charles Point: Of course, as also was discussing previous session, is that 

mobile game… at least triple A mobile game… require very stringent … let us say… 

constrain of latency in bandwidth. So it is quite challenging for cloud and the solution 

would be a decentralized cloud for mobile gaming.  
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Jean-Charles Point: So if you look at the network architecture… let’s say… classical 

cloud use very centralized cloud and the idea here would be to… let’s say… have the 

idea of decentralizing the cloud App to the subscriber. For example, the mobile device 

could use a PC or…let’s say…. a mobile console to run this application or a part of 

this application. It is very appealing, but of course it is very complex… as you can see: 

so you must detect the device, authenticate the device… let’s say… detect the results, 

which are available around you…. If you move, the application has to move with you, 

so you must have some kind of handover of application. So this framework is very 

complex by itself, but very appealing, because, as we said, it opens a lot of new 

possibilities.  
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Jean-Charles Point: Here I will not to go too much in the details. So there are quite a 

lot… let’s say… technical hurdle to reach… let’s say… to have these kind of 

framework. But indeed, all the all the technology bricks, which are necessary to enable 

this mobile cloud exist. So the only to-do is to build an overall framework with all 

these bricks together. So really, it needs standardization frameworks. So this is really a 

topic, where standardization is very important; otherwise you loose all the benefits of 

avoiding fragmentation: having just one development for all the device because each 

player would… let’s say… require different APIs for the cloud.  
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Jean-Charles Point: About the business models of cloud, of course it introduces new 

complexities, but also new opportunities. So in cloud, of course, the network operator 

becomes necessary again, because cloud has to deal with quality of the service and 

latency. So the cloud provider has to deal with the network operator for this. Of course 

ISP cloud providers are still into the game, but of course the interaction between all 

these stakeholder can become more complex. So more complexities, but more 

opportunities as well.  

 



 

Summary Report on Third Workshop and Impact Assessment  
Mobile_Game_Arch_D2.4_06_December_2013_v2.0.docx 

 

 

Mobile Game Arch 
FP7 – ICT– GA 288632 

Page: 109 of 165 

 

 

 
 

Jean-Charles Point: So I try… I will not go again in too much detail, because I will 

not have much time. But as you see here, I just try to described the technical relation 

between all the different stakeholders. So if there are technical relation, they need 

standardization of the interface. So, as you can see, standards are needed and also 

more complex business relation, can be build from this framework. 

 

Dr. Malte Behrmann: What is the difference between a gamer and an user? 

 

Jean-Charles Point: A user, for instance, is somebody, which holds resources. 

So you have a home. The home contains a PC and a game console. So a user 

can be a kind of operator for the gamer, because it provides both content and 

application resources to the gamer in this new architecture.  
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Jean-Charles Point: Now I will go very fastly through middleware… HTML5 topics 

as they were extensively discussed. But as we saw, of course standardization is going 

on in the W3C about HTML5. Many features still remain to be defined, There is 

already browser fragmentation issues, as everybody knows. Performances issue were 

also mentioned; of course you cannot run high performance games in HTML5. So 

there are quite a lot of issues still to discuss and unfortunately, as usual, mobile game 

developers are not too much involved in these initiatives. About payment and minor 

protection I will not speak about. That because payment was mentioned last session 

and minor protection will be discussed by Annie.  
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Jean-Charles Point: I will also go fastly through that. In fact in MPEG, there is an 

interesting initiative going on, which is called augmented reality application forum. So 

you know MPEG for the streaming and coding, video coding area, but there is defined 

a whole framework for augmented reality application development. Of course this 

framework, as usual, is defined, but the success will depend on industry support and 

also on authoring tool availability. So, as usual, as you see, this is kind of 

standardization initiative, which is going on without… let’s say… clear reference on 

market needs. So… let’s say… the framework exists, but nobody knows, if it will be 

successful.  
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Jean-Charles Point: Now I will talk about possible action to improve game 

development position in standardization.  
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Jean-Charles Point: So of course we have the classical situation, but I will talk 

about… let’s say… the idea of installing a forum, which will deal with standardization 

topics for game developers.  
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Jean-Charles Point: So currently what you have is, as we saw, many standardization 

bodies for different topics. So you have W3C for HTML5, you have ETSI for 

network, cloud and middleware related topics, but Patrick will discuss about that, 

MPEG for the audiovisual augmented reality graphic topic, we have the Khronos 

group for low level API… So for game developer it is quite a jungle, as we said, and it 

is quite difficult for them to be involved or have any influence on these arenas.  
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Jean-Charles Point: So the idea would be instead of chasing all standard developer 

organisations… Would be to organize a kind of specification forum or game 

development forum with different levels on specification. So the first level would be 

to define the game developer requirement: so use cases, scenario, technical 

requirements and commercial requirements on different topics. Second level, if it is 

successful, would be of course to write specifications. And an ultimate level, would be 

of course to certify a product or software, which will be developed according to this 

specification. Of course we think that it is not realistic to go with this free level for 

game development. But level 1 with some part of level 2 could be realistic for game.  
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Jean-Charles Point: So here I just draw… let’s say… a diagram of what it would 

mean. So the beginning of standards… let’s say… development you have uses case 

and scenarios definition, commercial requirements… let’s say… linked to this use 

case and technical requirements, which are linked there. So this forum could deal with 

this topic and interact more efficiently with a standard organization. So it would be 

already a first step, which would more strongly reflect the game development 

community requirement. Of course, as I mentioned, the second step, if it is successful, 

would be to write specification on their own and still interact with the standard body 

of course. And third step would be to certify products.  
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Jean-Charles Point: So here to ask just about the organization, but here just what I 

wanted to say is that what could be organised in this forum. We could have a few… 

let’s say… specialised people who would take care of this and who would reflect the 

whole game development community requirement. So from the game developer point 

of view there would not be much energy spend in this kind of initiatives.  
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Jean-Charles Point: So about the benefits, we see just benefits of that. So this forum 

would represent exactly the game community needs. They could contribute efficiently 

to standard developer organization, low overhead and an easy way to advertise for 

game developer. So we just see advantage to this kind of initiative.  
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Jean-Charles Point: So if I run to summarize the whole presentation. We see two 

kinds of standards in the game development. We have standardization on high layer, 

where a part of this, the feature, can be standardized. But as soon as standards are 

linked to network performances, really standardization is more necessary. So that is 

where cloud, for example, require standardization. So, as we saw, cloud gaming can 

be quite challenging, but require standardization. As I said, of course a game 

community does not have a lot of influence, but a very simple form of organisation 

could much improve the situation from our point of view. And maybe some standard 

body, like ETSI, can help this kind of forum to be set up and to be represented. So that 

is all what I had to say. 
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A presentation by Patrick Guillemin: 

 

Dr. Malte Behrmann: Yes, thank you very much for this very nice presentation. 

Applause. And maybe we will the whole panel to the stage now. But Patrick can 

already stand and he also has some slides to show, so you take over the microphone, 

but Annie and Thierry you can come to the floor. Maybe before Patrick starts talking 

we will introduce the panelists so that we, so maybe Thierry you start. You are a game 

developer since many years. How many years you are doing games already? 

 

Thierry Platon: 28. He likes to ask this question every time. So Thierry 

Platon, my company is called Big Media and now this company has ten years 

and well we are doing mobile like evervybody, but most concern. 

 

Dr. Malte Behrmann: Okay, Annie. 

 

Annie Mullins: Annie Mullins, I have just finished working for Vodafone for 

10 years and I have global content standards theme and set of policies for 

games, music also to policies and I managed a lot of the regulated issues with 

the European Commission and various other governments across the world. I 

produced a lot for education as well for parents, and I will speak a little bit 

about that later. 

 

Dr. Malte Behrmann: So Patrick, it is your turn. Introduce yourself and then you can 

start with your slides. 
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Patrick Guillemin: So, as you can see, my name is Patrick Guillemin, so you cannot 

pronunciate it, it is French. I am working for ETSI, European Telecommunications 

Standard Institute. This is the mother standard maker of GSM, LTE, Mobile and so on. 

So let me put on the slides. 
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Patrick Guillemin:  Just… I will not read loudly, but a standard is a consensus that 

complement the market. When you have developed your innovations you need a 

standard to complement the market. But you need consensus from the stakeholders 

while you identify the common requirements… So a totally agreement with Jean-

Charles. So usually we go with a performance, test methods, interoperability…and I 

think this is your domain. Here, I will make some proposals to you about that. And 

some statement, which is very important for me; the standard maker should be close to 

the standard users. If you let someone else develop your standard, it will not work. It 

would be disconnecting from the market. So I am talking to you, the game developers.  
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Patrick Guillemin: So just an illustration. This is a lifecycle of innovation and 

research. Where is the standard? 10 years ago that was after. Now, I can provide, this 

is my job in ETSI. I am closet to research and innovators from the applied research 

face. I am involved in that project that is why I was supporting Mobile Game Arch.  
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Patrick Guillemin: And I saw a teaser of these sessions and I saw this statement that 

would like to challenge. It was written: “It can basically be taken as a given that 

SMEs, and especially mobile game or application developer studios, have no 

discernible influence on standards.” So I hope at the end of my presentation, you 

would be like me, disagreeing with that.  
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Patrick Guillemin: So also premindset of people… So… People think sometimes that 

standardisation is very boring, like my presentation, only text and no game, exact 

opposite of game innovation and creativity and performance and open source. This is 

wrong, completely wrong. Since many years I have created prestandardisation grous. I 

have been in touch with Maarten Noyons and Malte Behrmann and Jean-Charles Point 

to support mobile game standards and we are proposing prestandardisation; so, 

something to do before knowing the standards and I would like to propose you to 

create an industry specification group linked to your activities.  
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Patrick Guillemin: Now I think here LoL… I hope this makes you happy that I think 

this standard should be about characterisation of the infrastructure performances, the 

security and the portability and performance. The goal is to develop an open API for 

game developers, to have another platforms… but that is another story… so the 

resilient, easy-to-use and robust services. So only you, the people designing and 

developing games, can express these requirements to influence the providers.  
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Patrick Guillemin: And I have one example, which is here this proposal. So you are a 

community, you could work on prestandardisation, you can express your 

concentrations on this requirements before you know exactly, what to make a 

standard.  

So this requires the support of users and you can all together, from your perspective of 

user or game developers… What you want to qualify as a good platform or a good 

development environment and then you can define a benchmark and key performance 

indicator. And you measure that performance against available platforms and you 

publish it. So you publish two things: a way of calculating performance security and 

you measure it with a performance and you publish it; you will see the provider 

moving not to be the last one in this list. It is a way to push them.  

So I agree we could not take all developers to do that, but I need a association of game 

developers, who are elected and someway representative to be in the group. This 

group, it can be the prestandardisation group, involving the stakeholders you have 

identified. That is my proposal.  

So we did it already, it is not a new concept at all. In ETSI we made ISI, IT Security 

indicators a group. These people were had enough of the IT Security and measurement 

done by the IT providers. I am talking about alliance, the mobile operators, the banks. 

They were using IT Security, the defined KPI, the middle standard above it. And they 

measured what how it was implemented in their own data centres and the security 

provider… I have seen this publication and the results and that what connected to an 

association of users, like you. You are an association of users. And the people 
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involved, interested in providing good security, were anxious to see, if they had a good 

ranking in this kind of collections. Now they were influenced by this measure and so 

on. So you can make an analogue with your problems.  

We did the same for the future tax carbon. You know that one of these days we will 

pay tax because of pollution we are making. So the people providing energy 

managements to the data centres and network centres… there are water cooling system 

and so on… they define KPI, they measure the KPI of the different offers and they 

publish it. And the European Commission said if you make tax carbon, we will not 

make tax carbon with the providers measurement, but of these group indicators. So I 

think I’m clear enough here to see what is my proposal. So you can attack cloud 

networks, infrastructure that way and specially the delay.  

 

 
 

Patrick Guillemin: So you can think using me. This is my job in ETSI… To do that 

job I have everything ready. I just need four ETSI members and all the other non-

member will have access to the group and then you can work together on protection of 

minors, next subject, over payments or lack of communication between hardware, 

operating system, ecosystems, marketing, payment, cultural issues. We have 

localization system standardization group in ETSI. And we can help you to become 

truly global. 
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Dr. Malte Behrmann: Thank you very much. This was very helpful, thank 

you very much. I have a question to Thierry. If you look at this, you are 

developing how many games per year? 3 or 4? 

 

Thierry Platon: Per year 4, 5, 6. 

 

Dr. Malte Behrmann: 4, 5, 6 games, would you have time to go to these kind 

of standardisation meetings, as the vice president of the French developer 

association? 

 

 

Thierry Platon: Yeah, forgot this. No, not me, but look at the previous panel 

you asked this question to three bigger companies than me and they say “good, 

yes. It is good… such an association.” Of course it could help, but it is not the 

main goal… I mean… of course it could help and it is a good dream but I think 

we have no time and no money for that.  

 

Dr. Malte Behrmann: As a company… As vice president of the French 

Developer Association would you think that the French Developer Association 

should be involved in these kinds of processes? 
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Thierry Platon: I think maybe; a big mobile company like PurplePix could 

maybe interested. I do not know; not sure really, but not the small studios 

definitely. 

 

Dr. Malte Behrmann: Jean-Charles?  

 

Jean-Charles Point: I think that this association, if active on standardization, 

should be at least at the European level, because here we are talking about 

standardisation on the world wide level … I think that an association at 

national level is not enough and it could be quite complex on one hand, 

because you could have different view from the different associations from 

different countries. So, is it better… I think… to work at least on the European 

level, why not …? 

 

Dr. Malte Behrmann: We observe in different national traditions, of course, 

different interests. So the UK is very strong in console, Germany is good in 

Online, France is good in probably also console and Online, the Nordic 

countries are very good in mobile… So we have different interests from 

different national organisations. But I agree that it could be that in the future an 

organisation like the EGDF is stronger involved in this on behalf of the game 

developer community, because we have a certain mandate, we are actually 

elected from the national association. The SNJV, Syndicat National du Jeu de 

Vidéo, were you are the vice-president, it is actually very well recognized trade 

body in France…direct exchanges with the president´s office and the 

parliament and also national ministries of economics and so on. I think it could 

be interesting to have this exchange. 
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A presentation by Annie Mullins 

 

Dr. Malte Behrmann: Before we move on on this subject, I would like you Annie to 

have the opportunity to show your presentation, because it is… I think one thing is 

very important for the game developer and the whole game community that is the 

issue of protection of minors. When we achieve there, we will make it everywhere 

basically, because out there in the political world games are constantly confronted by 

issues of protection of minors, And there has been an interesting debate about 

standardisation. […] There has been an interesting debate about how far can we have 

technical standards for protection of minors. This is a special subject for the 

standardisation people, but it is very important for us. So Annie, please, could you 

very quickly go through the subject? 

 

 
 

Annie Mullins: I have done too many slides but never mind.  
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Annie Mullins: I think we… I first met Malte, as most of us, in the European 

Commission. They keep… there is a lot of initiatives around child protection in the 

internet. That includes something called a CEO coalition. 26 of major companies 

across Europe were asked to go to that with the European Commission coming up 

with a whole lot of standards and things that the industry may implement. Lots of the 

arguments and issues around that. We also as an industry let something called the ICT 

coalition. Again 26… 24 companies coming together to have an alternative so that we 

can self-regulate, because we were in agreement with the kind of things we were asked 

to do as an industry, which is stifling not really going to help us with progress as 

things are changing.  
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Annie Mullins: That is a little bit about me. I have been in Vodaphone for ten years, I 

have worked in Yahoo. I have been around, sort of doing varies things, projects in 

particular with young people and technology and parenting.  
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Annie Mullins: These are sort of things that are going on at the moment in the world. 

I have just done a little overview of working with one of the big games company about 

what is going on in the world as they look to going to different markets, as you see 

there was a class action in the United States against Apple around micro payments 

issue and there is a whole federal trading investigation and in that developers. Some of 

the big ones have been taken to task and will be fined for COPPA violations. COPPA 

is coming in to practice in July. I think it is… there is a lot of controversy and the 

industry has asked it to be delayed until the next year, but that is not happening and 

that makes every App-developer have to verify child that wants to purchase, have an 

app. So for those who target the education games under 13-year olds; any of those 

kind of apps, the drawing apps whatever, coloring apps, nice games… they going to 

really come on to some difficulty as the July 1
st
.  

Through to South Korea, where they are looking at really implementing… legislating 

that games be considered equal to gambling, guns and sex. There is not another way to 

put that really. But yes, there is a lot of issues and I think some fusion is happening 

around this. Sort of online gambling games… a long side, so some of the gaming, just 

the games really. So I think, some interesting development is taking place.  
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Annie Mullins: Protection of minors has always been an issue since I have been 

around. So about 2000, I kind of came into Yahoo at that point in Europe.., And you 

can see across the piece there has been also concerned by regulators from internet 

access, chatrooms, search engines, mobiles…  

When I started to work with Vodaphone, we spend a lot of time with European 

Commission. At the bottom you can see some initiatives that have taken place over 

that time around the different technologies and access points and delivery platforms 

and some of these are still continuing at the moment… around particular UCG, video 

sharing sides, WIFI, apps, social gaming they are all under scrutiny at the moment.  

Largely we have tried to engourage the industry to be self- regulating rather than be 

pushed into actually having to regulate. And I think the regulators pretty much have an 

agreement with that, but they want to see initiatives, they want to see things happening 

and I think more than ever we are being held to account… you know.  

And I have led some of the social networking principles, got the big players together 

Google, Facebook and Myspace, as existed even Bebo at the time to sort of formulate 

a good practice guide lines. Standards, really important to have some shared standards 

that this is how we manage minors coming into our services. That might mean putting 

profiles under 18’s friends only and not being shared on search engines and stuff like 

that. So lots of issues and it continues and prime ministers and very important people 

get involved in this issue. It is quite…you know… politically important, as a lot of 

headlines, politicians need to be seemed to be doing something about it and enhances a 

lot of time in Europe.  
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Annie Mullins: These are kind of some of my summaries of some of things are going 

on at investigations going on at the moment particularly the UK, US. Think again the 

whole micropayment issue, it is a real issue.  

Office for trading in the UK is doing an investigation into games, app developers and I 

know they are talking to Apple and Google, the platform providers, but I think this 

scrutiny is going to be falling on the App developers, for features such as you know 50 

pounds […?] gap, a game tool to help you with the next level to get or whatever and a 

feeling that there is a lack of transparency, do children understand that this is money 

what you are paying when you use your parents… whatever payment mechanism you 

have got, because your parents have let you use their phone or your phone to get that.  

Through to Japan, I think they really… Some of the gaming there has gone…been 

quite tricky… It was interesting, earlier this afternoon, about the cultural context and 

certainly some of the regulation is culturally specific and I think it was […?] 

guidelines, I don’t know if you know about this, but the industry there has to get 

together to put some guidelines together and some standards around the bill shock. So 

they need gaps, there is a lot of issues around gaps putting on expenditure and so on.  

Through to China, lots of issues around internet addiction; a lot of that is around 

gaming. I think the cafés… this report to the kind of headlines will be on young man 

spend 6 years living in a café, another one has killed his family because of trying to 

help him or stop him gaming, another one had to ask the police to arrest him and take 
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him away. Chinese have got 15 ministries together, which has saying. They got a 

strategy for three years to do something about internet gaming addiction. Not sure it 

looks like what it means. They have had some camps in China, where this controversy 

about the fact that some young people will be giving electric shock treatments in some 

places in China. I think that is now in kind of in reviewing all of that. 

So you can see a diverse sort of range of issues, but I think it is important to 

understand that these regulators do come together, they do observe what is going on at 

the US, the UK, will affect different markets and you know they will be looking to see 

what the US, the UK have done around things like micropayment, this kind of 

standards, a lot of concerns around data protection and what are you doing with 

children’s data. Are the parents really understand that you are monitoring, taking from 

the app also lots of information? I think the FDC have looking at define person 

information in this context, photographs, browser history, all that kind of stuff. So all 

that really is a sort of big bowl of concern at the moment.  

 

 
 

Annie Mullins: I think this is important about to understand, because if you have 

conversation with people. Parents give them a device, they give them the pin 

number… well hey… you know… what the problem? You know… it is their fault, but 

actually… I mean… it is a big issue I think, because parenting is changing. A sort of 

in the Western world we go from…  
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If you characterize back in 2000, it be more dictating, protecting, putting on filters. If 

you look at it now, it is really all about advising and guiding… you know… trusting 

your children. They want them to have access to technology, devices, because they 

want them to be educated, part of a new economy. They understand that. And they are 

looking us to provide help to guide their children in the use of technology, to do still 

good judgments and… you know… play their part. 

 

 
 

Annie Mullins: I will not go through this.  
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Annie Mullins: But I think tehre is lots of reactions to how you can do this in terms of 

as an industry managing it. It can be reactive, stick with the pack. You can start trying 

to give some tools to parents within the App and set some limits. So have you 

through… you know… sort of trying to develop some tools with education and 

reaching out the stakeholders?  

And begin to tell your own story, because I think what happens in my experience is: a 

lot of providers sit back and wait for the accident rather than take them out [?] and you 

know what we do need to educate our users. There are parents out there; our games are 

appealing to children. I mean if it was buying lingerie, ladies lingerie [?], you can 

charge whatever you like cannot you? 500, 1000 it does not matter. It is a luxury item. 

But if you got, you have not got… Lingerie is not appealing to children in the same 

way and new games are. 
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Annie Mullins: And I have kind of… you know…  this is a presentation I did for one 

big gaming company to think about how you might position yourself, which is that 

you should kind of match the competition. You do not want to go away about your 

competition, but you may want to try and… sort of… do some leadership… you 

know… develop your story about what you have got in place already, because a lot of 

people do not understand, particularly regulators, and… you know… I think there are 

some opportunities to start thinking about how you could building some different 

optional charging for parents, if they want to set some limit so they want to have a 

game that has got… you know.. some particular features that perhaps appropriate for 

children.  
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Annie Mullins: A next slide, from one game I have been playing, which is Panda and 

I think it shows a bit of Pandajam… I mean I wish not pick on them particularly, but 

this is where I started think fusion around … 

 

Dr. Malte Behrmann: You have only 2 minutes left. We have a discussion, 

too. 

 

Annie Mullins: Okay. What you sort of see… It looks like… It is a new a game. It is 

a sort of slot machine game, but I think for people in…you know… a public opinion 

leaders and regulators seeing the kind of fusion what would looks like a bit more like 

gambling towards look like a very appealing to a child. This one of the bottom from 

the FTC report, where you got a 4+ rated game for children, or anybody really, it is 

really a drawing with a promotion around singles and dating. That just does not work 

and it really sort of leaves the industry quite vulnerable.  
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Annie Mullins: Do not bother with that. 
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Annie Mullins: Again, I think the data privacy is really important and I am just 

highlighting here that things like the privacy policies. One has not got it over here, that 

was King. They got their privacy policy, if you link through license agreement, then 

you get a privacy policy. But when you read them, they are pretty awful. How does a 

parent really understand and make a decision; that much less a child about how their 

datas are going to be used?  
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Annie Mullins: This was stuff I did about with the European Commission last year 

about we were put implement PEGI across Europe. European Commission has 

sponsored and really pushed for PEGI on console games and really want to do extent 

that to online games. We came… at the time Vodaphone had an appstore or one day 

we thought we are going to rule the world content, but suddenly we found out we are 

not and we […?] canceled that… but at the time we had been under pressure never 

targeting appstores that were not part of Google, Apple, Blackberry and so far and 

basically trying together to implement that.  
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Annie Mullins: So I did a study looking at how these things had happened and 

basically come to a conclusion that all of the big players had about four categories, 

which you could put on… that is the Google one. 
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Annie Mullins: That is the Apple one… and you could see one, two, three, four. We 

did not want the developers to be under any more scrutiny and unfortunately PEGI had 

five and it just did not match commercially… you know… It was not in a way to 

attract them app developers to the different stores that were not Google or Apple or 

Blackberry or whatever so … hence I think at that point we kind of convinced that 

actually PEGI was not very commercial, particularly with an industry that is growing 

and developing at this moment in time. 
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Annie Mullins: This is where I kind of put the regulator’s dream: set the password, 

capping costs, time settings, limit Facebook and social media access, limit access to 

more games, limit advertising and alert parents. That would be their dream and not 

suggesting that is the kind of…you know… formal, but I think an issue. It is certainly 

the things that are occupying their minds and some of these things might need to be 

addressed by game developers and games. It is just a sort of avoid some of the difficult 

potential regulations like the COPPA one that is coming down the line. And what are 

people are going to do with that when they see in different countries.  
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Annie Mullins: I think education is critical and everyone, but who should do 

education? Governments? I do not know. I am… I did this thing, I have a few copies 

with me of Digital Parenting. I stopped talking about child protection, because I did 

not think it really charmed the parents.  

Actually, kids are in the digital world now and it is being about being a digital parent. 

I covered everything from gaming, social networking, devices… It is a sort of really 

start. I am managing that in a way that is appealing and not scaremongering, which is 

the problem about who does education. I think the industry needs to do it. I think the 

gaming big companies need… sort of… start […?] pace with that. You can see Google 

of had to do that. Vodafone, we had to get an app to… sort of… manage the whole 

issue. I think on of the Commission’s expectation was that we would put an app on 

default on some. In UK at the moment WiFi is going on at default…not quite on 

default, but on active choice to setting place blocking and filtering. In the same way 

when we turned up to the European Commission 18 months ago, they wanted the 

default set on all mobile phones to child safety standard, so really difficult.  

 

Dr. Malte Behrmann: Is there any technical standard you can come across? 

 

Annie Mullins: I think the thing that we did at Vodafone, was we developed a 

guardian App. And that meant that we technically developed an App that again gives 

the choices to set… you know… default so whatever you want around you: who has 
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contact, is there a parent, is there a password, managing the seal to override the  

contact of the parents and to manage the apps as well that you can switch on and off…  

Give parents the tools to switch on and off, which Apps they want and they do not 

want. Not similar to Apple, you could say that got in there, but they have not got 

filtering. It is either on or off things like the Internet. And I actually do think we need 

to give kids access to the Internet and I do not think blocking is the answer really. But 

things like this are the kind of where you end up technically building apps that kind of 

overwrite the functions and capabilities of the access devices.  

 
 

Annie Mullins: That is about it.  

 

 

 



 

Summary Report on Third Workshop and Impact Assessment  
Mobile_Game_Arch_D2.4_06_December_2013_v2.0.docx 

 

 

Mobile Game Arch 
FP7 – ICT– GA 288632 

Page: 150 of 165 

 

 

 
 

Annie Mullins: I don’t think I do not need to say anymore.  
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Annie Mullins: These are just sort of really just pushed points. 
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The panel 

 

Dr. Malte Behrmann: Thank you very much. What is really important for us is the 

technical aspect of this. Do you think there will be a possibility, Patrick, to implement 

some kind of technical standard in the mobile system, ecosystem where you could 

have some kind of technical API dealing with this kind of protection of minor issues? 

 

Patrick Guillemin: In the lifecycle of a standard you start with requirements 

and you design with the available technology. So it is a creative exercise. I am 

supporting standardization; this is a job for the experts. My experience is that, 

if you bring the stakeholders together, you provide the users, there will find the 

solution. […?] Certainly every developer must have an access to a kind of API, 

where you can use pre-qualification and classification, the rating you have seen 

here might be classified the same way with the same understanding by 

everybody just for sure. That is where the standard really works. There will be 

a common definition and a common use age of that.  

 

Dr. Malte Behrmann: Thierry, is that frightening? 

 

Thierry Platon: No, no, no it is good. Of course it is an important matter, but 

just to talk about console a little bit. On console or on Nintendo, they are the 

worst, because they are Japanese and very… They ask you to have rating for 
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every country you release your game. So when you are a game developer, you 

have to pay the PEGI, you have to pay the USK. You have to pay the ESRB for 

America, the Korean one, the Japanese one and the Australian one… And it is 

a lot of money. And of course, if you have a parental control inside your 

console who can avoid us to spend this money just to… more less value … 

organization. I mean somehow really stupid, when you receive your rating… 

you just do not understand sometimes from PEGI… you know… and of course 

it will be also a dream… 

 

Dr. Malte Behrmann: I think it is an interesting observation, because what I learned 

is that many of the parental control mechanisms make a business out of what they are 

doing. PEGI is actually living very well, USK is also making a profit, the American 

parental control mechanism is actually profitable enterprise so. I think that is 

something we need to see that if we want to overcome this if you want to have an 

international standard then these people have less money and that is why they will try 

this not to happen. We have time for one single question from the floor. Is there 

anybody who wants to say something about this discussion? This is not the case. So 

then I will as in every single presentation I will start from here. You can have one or 

two little sentences about your observation, final words and then we will finish the 

conference, Thierry, you can start. 

 

Thierry Platon: It is a good idea to change the rating. That is my sentence.  

 

Dr. Malte Behrmann: Annie. 

 

Annie Mullins: I think that the games world needs to get more active in public 

affairs and regulatory and be more proactive and take leadership, ownership. 

 

Patrick Guillemin: I would like to propose one simple idea. I follow training 

on gamification and I think the charter of this prestandardisation group could 

be used for a gamification to attract game developers to participating this 

organisational side. 

 

Dr. Malte Behrmann: Okay, into a game, yes. 

 

Jean Charles Point: I think EGDF should think about organising 

standardisation for game developer and try to launch an initiative of this with 

some low level ambition first but to sure the interest and the efficiency of this 

kind of organisation towards standardisation. 

 

Dr. Malte Behrmann: Thank you very much. This was the final workshop of the 

mobile game arch project in Malmö, Sweden, on the 24
th

, Friday. So it is now the end 

of the conference and the end of the workshop. Thank you very much to all the 

panelists. Thank you for the podium, thank you for everybody who has organized this. 

Good evening and have a good weekend.  
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4.4 ANNEX 4: PHOTOS FROM THE WORKSHOP 
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Maarten Noyons (NCC, France) giving his keynote presentation.  

 

 
 

Members of the audience. 
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Members of the audience. 
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The presentation of Gemma Paris (ARM, United Kingdom) 
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Bogdan Tudosoiu (Mobile Heights, Sweden) and on the right hand side Jani Kahrama (Secret 

Exit, Finland) participating in a panel in a session 1. 
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The keynote of Andrej Dementiev (Fortumo, Estonia) 
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Audience taking photos of the slides.  
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Dr. Malte Behrmann (EGDF, Sweden, on the left hand side) leading a panel discussion of 

Christopher Kassulke, Handy Games, Germany), Nour Khrais (Maysalward, Jordan) and 

Andrej Dementiev (Fortumo, Estonia)  
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The keynote of Jean-Charles Point (JCP-Consult, France) 
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Dr Malte Behrmann (EGDF, Sweden, on the left hand side) leading a panel of  Thierry Platon, 

(SNJV, France), Annie Mullins, (former Vodafone employee, United Kingdom), Patrick 

Guillemin (ETSI, Franc) and Jean-Charles Point (JCP-Consult, France) 
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The presentation of Annie Mullins, (former Vodafone employee, United Kingdom), 
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Dr. Malte Behrmann (EGDF, Sweden) moderating the day.  

 


