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CHAPTERI

INTRODUCTION

This chapter will describe the whole project briefly. It is very important to

understand this project before proceed to next chapter which will be discussed in more

details. The most important part to understand is the project background, problem that

bring out this project, the objectives of this project, scope for this project and project

significant. This chapter will only give an overview for this project and more details for

this project will be discuss on next chapter.

1.1

Project Background

Nowadays, mobile phone had become more and more popular. The
mobile industry moves even more quickly than the PC industry. The techonology
for mobile phone also had become more and more advance everyday. Modem
mobile phones are small computers, with limited processing power by desktop
standards, but power enough to run a small game. Most of the people today, have
mobile phone, and its already become part of their life. The most popular
application that being use by user on mobile phones is game. It is because by

using mobile phone, they can play games everywhere they go.

This project is to develop an action game called ‘Silat Lagenda’. This

game will use flash lite as it platform. This game is intended to be use for series



60 mobile phones which support flash lite. This project was develop using flash
lite rather than other technologies like BREW (Binary Runtime Environment for
Wireless), C++, Java, XML, Flash, J2ME is because this new flash lite
technology for mobile can give more featu;es and function for the application

developed compare to the others. The advantages using flash lite, are :

e Developer Side
a. Easy to develop

b.  Various type of content

e Client/ User Side
a.  More attractive
b.  Easy to use and user friendly
c. Smaller size
d. Doesn’t need any installation

e.  Better quality display

Today’s phones can also consider as a networked computers which has
the efficiency of sending and receiving digital data. Primarily geared for voice
data, they can send and receive other kinds of data as well. This inherent ability
for sharing information offers a unique opportunity to design games where
players can interact with other players, even on the other side of the world. In
terms of processing power and capabilities, the current generation phones is
close to the second generation of arcade machines, early 1990s home computers,

and early handheld game machines.
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Problem Statement

Most of the mobile game now are international, and there are no mobile
game that represent our own culture. All the éame that we have now use other
martial art like Karate, Tack Wan Do, Boxing and other fighting and self defense
skills. Hence, this game will use Silat as its martial art technique as Silat is one
of our heritage culture. By developing this game, it will help our new generation
not to forget our own culture. By playing this game, they will be exposed to the
silat technique and get familiar with it. The character for this game will wear our

traditional costume and use ‘Keris’ as its weapon.

Other than that, this game also will help to promote malaysia and its
culture to the outsider. Since this game will use english language, it can be play
by people all around the world. By playing this game, they will see something
new, and see our culture inside the game. It will gain their interest and get to
know our culture. Maybe before this they don’t even know what is Silat, as Silat
is not as popular as other martial art. So this game is one of the way to promote

and exposed our heritage culture to the world.

Objectives
The objectives of the project are as follows :
. Develop action game for mobile phones

Develop an action game for mobile phones series 60 using Flash Lite. The

game will be an action game and can be play on mobile phones.



14

Attractive and fun game
The game interface is very attractive, and it will attract user to play the
game. Its attractive game design and colourful character, background and

interesting storyline make the game fun to play.

Can transfer and play on mobile
The game can transfer into mobile phone using cable, bluetooth or other

wireless devieces.

Easy to use and control
The game developed is easy to use and easy to control, with simple menu
interface and easy to understand instruction. Few button used to control the

game and this will make it easy to control.

Doesn’t need any installation
The game developed will be ready to play and doesn’t need any installation
on the mobile phones to play the game. The game is ready to play after it is

saved into the mobile phones.

Scope

There are few scopes for this project, which are :

The game is only for series 60 mobile phones
The game developed can only be play on series 60 mobile phones and
mobile phone which support flash and have flash lite player. The screen

size is 176 x 208 pixels.
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. Single player action game
This game only for single player, and doesn’t support multiple player.
This player doesnt not support multiple player game using bluetooth or

other wireless technology.

J Suitable for age 7 and above
This game will only suitable for anyone with age 7 and above because
there will be instruction and game menu selection. The menu selection
and instruction will require them to make selection and understand the

instruction in order to play the game.

. Target user will be anyone who use english language
The language for this game is english, so the target user also will be
anyone who use english language in order to understand the instruction

and game menu.

Project Significance

This actione game for mobile will give user a new experience playing
flash platform game. The advantages using flash lite on the developer side, they
can develop an interactive game with a small budgets. Other than that, shelf lives
are shorter, development cycles are reduced and team sizes are smaller. While on
the user side, user can enjoy more feautures and elements on the games. Besides,
by using flash lite to develop game, this flash platform game doesn’t need any
installation to play the game. User can get the game and ready to play. With the

creation of this game, it will add a collection to the tradional game in the market.



1.6

Conclusion

As a conclusion, this action game will use flash lite platform and can only
be use on series 60 mobile phones and other mobile phones which can support
flash lite. At the end of the project, hope that all the objectives can be achived
and the game can be develop successfully. Other details about the development

of the game will be discuss on chapter two.
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CHAPTER 11

LITERATURE REVIEW AND PROJECT METHODOLOGY

Introduction

This chapter will briefly review specific factors that and research which
have been done to get usefull information for developing this project. Other than
that, a research also been done to get information on how to develop an
interactive game and on game planning. All the information are gather from
various sources include books and internet. The suitable methodology to develop
this game is using instructional design. In this chapter also, there will be a list of

the software and hardware requirements that will be used for this project.

Fact and Finding

All the information in fact and findings are gather from various sources
such as book, article and internet. The in formation in fact and finding are
information which is related to the mobile game development and flash lite

application on mobile.



2.2.1 Introduction to Mobile Game Development

Modern mobile phones are small computers, with limited
processing power by desktop standards, but power enough to run a small
game. If you have a recent phone, you have more processing power in
your pocket than ran the Lunar Lander. Today’s phones are also by their
very nature networked computers, efficiently sending and receiving
digital data. Primarily geared for voice data, they can send and receive
other kinds of data as well. This inherent ability to share information
offers a unique opportunity to design games wherein players interact with

other players, perhaps even on the other side of the world.

In terms of processing power and capabilities, the current
generation of Java™-enabled phones is close to the second generation of
arcade machines, early 1990s home computers, and early handheld game
machines. RAM is generally limited—typically 128 KB to 500 KB—
although some smart phones, like Nokia 3650, have as much as 4 MB of
memory. They also have, by comparison to PCs, limited mput and
display capabilities: small screens (many still black and white), keypads
optimized for phone dialing rather than text entry, and limited sound
handling. What they lack in raw power they more than make up for in
connectivity and sheer installed base. ( http:// sw.nokia.com/id/3f4d7e31-
f200-46db-8f10-61153485e¢8/Mobile Game _Intro vl 1.pdf)




2.2.2 How Games Are implemented for Mobile Phones

There are few ways on how to implement mobile game into the

mobile phones. The ways are by embedded games from factory, SMS

games, browsing games, C++ applications and J2ME and other
interpreted languages. (htip:// sw.nokia.com/id/3f4d7e31-f200-46db-
8f10-6111953485e8/Mobile_Game_Intro_vI_1.pdf)
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Embedded Games

Some games are programmed to run natively on a phone’s
chipset, installed on the phone at the factory, and shipped with
it. Snake, available on many Nokia phones for more than four
years, 18 the most famous example. New embedded games
cannot be installed by the consumer, and they are becoming less

prevalent.

SMS Games

Short Message Service (SMS) is used to deliver short text
messages from one phone to another. Users typically pay about
10 cents per message. SMS games are played by sending a
message to a phone number that corresponds to the game
provider’s server, which receives the messages, performs some
processing, and returns a message to the player with the results.
SMS 1s not a particularly good technology for games, because it

1s dependent on text entry by the user, and thus is, in essence, a
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command-line environment. It is also expensive for a game of
any depth, since a mere 10 exchanges with the server will cost a

user $1 or more.

Browsing Games

Just about every phone shipped since 1999 includes a
Wireless Application Protocol (WAP) browser. WAP s, in
essence, a static browsing medium, much like a wvastly
simplified form of the Web, optimized for the small form
factors and low bandwidth of mobile phones. WAP games are
played by going to the game provider’s URL (usually through a
link on the carrier’s portal), downloading and viewing one or
more pages, making a menu selection or entering text,

submitting that data to the server and then viewing more pages.

One version of WAP (1 x) uses a unique markup language
called WML and allows users to download collections of pages
called decks. The new version of WAP (2.x) uses a subset of
XHTML, delivers one page at a time, and allows better control
over display formatting. Either version of WAP offers a
friendlier interface than SMS, and is generally less expensive
for consumers who pay for airtime only, rather than by the
message. But it is a static browsing medium; little or no
processing can be done on the phone itself, and all gameplay
must be over the network, with all processing performed by a

remote server.
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Phones will continue to contain WAP browsers, and
developers may find WAP useful to deliver more detailed help
or rules to players than can be contained in a game application,
since most games are still subject to strict memory limits.
However, game develof)ers are moving to the richer capabilities

of the J2ME platform.

J2ME and Other Interpreted Languages

Java 2 Micro Edition (J2ZME) 1s a form of the Java
language that is optimized for small devices such as mobile
phones and PDAs. Nokia (and most other phone manufacturers)
have made a strong commitment to Java phone deployment.
Tens of millions of Java-enabled phones are already in
consumers’ hands. J2ME is limited by comparison to desktop
Java, but 1t vastly improves the ability of mobile phones to
support games. It allows far better control over the mterface
than either SMS or WAP, allows sprite animation, and can

connect over the air network to a remote server.

Because of its capabilities and the widespread and
growing deployment of Java-enabled phones, it is a natural for
mobile game development today, and we will examine JZME
game development in detail here and in subsequent documents.
J2ME 1s not the only interpreted language deployed on phones,
but 1t 1s an industry standard backed by many manufacturers and
therefore offers a large and growing installed base. Some
proprietary interpreted languages have significant regional

presence, including Qualcomm’s Binary Runtime Environment
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for Wireless (BREW) in North American and a standard called
GVM supported by some Korean carriers. Games initially
developed for the large JZME mstalled base can be recoded m
these proprietary ianguagefs if a sound business case presents

itself.

22.25 C++ Applications

Mobile games can also be developed in C++, a language
that compiles to native machine code. Compiled languages in
general offer better control over the Ul, direct access to the
phone’s hardware, and greater speed for the same processing
power when compared to an interpreted language. Development
in C++ enables rich, high-performance games. C++ developers
can target Series 60 Platform devices. Series 60 Platform 1s a
multi-vendor standard for one-handed smart phones that
supports application development in Java MIDP, C++, and

browsing environments.

2.2.3 How Mobile Game Development Differ from Conventional Game

Development

There are a few factors that makes mobile game development
differ from conventional game development. The factors are like team
size, budget, development cycles, network devices, open devices and
deploment. ( http:// sw.nokia.com/id/3f4d7e31-f200-46db-8110-
611f953485e8/Mobile_Game Intro_vI_1.pdf)




