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Introduction

One of the possible applications for MVG in the EMS space is interactive gaming.  MVG makes interactive gaming easier for developers of such games who wish to use the MVG API.  Rather than necessarily simply transmitting a graphic showing the state of the game, MVG provides two textual tags which help may help 3rd party developers write games knowing that they have a fixed type of rendering available on the handset.  Note that the MVG API does not specify what kinds of games should or can be written it only aims to provide a defined mechanism to make some types of games easier to write.

Using Tagged Text

In MVG the Tagged Text object facilitates the transmittal of metadata.  The Tagged Text object also has sub tags which identify the meaning (if possible) of the textual data being transmitted.  Two of these sub tags may be used for gaming applications. These two subtags are Vendor_ID, and Game_Move.

Vendor_ID is used by the game developer to determine that the move is something that his game understands, while Game_Move transmits some game data, the meaning of which is defined by the game developer.  One possible example would be an interactive chess game between two EMS players.  First the Vendor_ID tag is used to send messages back and forth between the two client phones to insure that they are running a compatible version of the game (for example in chess might be written by multiple different vendors each of whom use a different notation system for representing moves).  Since the game developer can make a tag such as “Chess 1.0 By Lexicus Division” as the vendor ID, when he receives this tag he can know that the other handset is running the same, and hence compatible version, of chess.  Then using the GameMove tag he can transmit game move information.

Note that at any time the developer can send MVG drawings with any of the game moves.  This allows the game developer to use a simple mechanism to take advantage of both text metadata and a well defined graphical API that support animation at the same time.  With EMS handsets one could accomplish the metadata simply by using SMS.  However, in the future, if the data from the handset must be transcoded for any reason, such as a mobile EMS user communicating with an MMS user or a browser based wireline client, then some of these more SMS based methods of data tagging may be difficult to use.  By using the built in MVG tags, the game developer only needs to know that when he receives an MVG packet that he can extract the necessary data to properly play the game.

More detail on the MVG game tags and tagged text is in the Lexicus 23040 CR.
