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* [Npoekt DarkStar 1 ocHoBaHHble Ha HeM Wonderland,
MPK20,

» Game APl 8 MIDP 2.0.
* Mobile 3D Graphics AP
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Buaeo urpbl

* 28 MUNnMapaoBs 40NNapoB — PbIHOK BUAEO Urp.

* PbIHOK BUAEO0 Mrp nobun MysbIKy, KHUIW U Apyrue
Pa3BneyeHnst, Koome unbLMOB.

PacTeT pbIHOK Urp Ha apXMTEKTYPe KIMEHT-CEPBEP T.€.
multi-player.

Sun Microsystems nmeet BupTyarsHoe
npeacraBuTenscTBo B Second Life.



[lpoekT Darkstar

» Darkstar — 100% Java becnnatHbIn C OTKPbITbIM KOOM
UrPOBON MHTEPHET CEPBEP.

* KnueHntckue nHtepdencel: JSE, JIME, C++ (Win32 +
PlayStation).

* MHppacTpykTypa (ocHOBA) A4/19 NOCTPOEHNUS aCUHXPOHHBIX,
napannenbHbIX MHOrOMOb30BATENBCKUX UMp.

* ABcTpakTHbIn npoTtokon Ha 6a3ze TCP, UDP nnn HTTP.

* [logaepxka TpaH3aKUmMn, aBTOMaTUY4ECKON NEPCUCTEHLIUM.

» MaclutabupyemocTb (Knactepusauus).

* HapexHocTb 5 neBAToK. bes ocTaHOBKM Urpbl MOXHO
n0obaBnaTb/yoansaTb cepBepa, UCNPaBnsaTb CEPBEPHbLIN KO,
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Sun Game Server (SGS)

OgHonoTo4Has Modenb NPOrpaMMUPOBaHKSI.
CobbITUiHAs Moaenb NPorpaMMnpPOBaHKS.

Game Logic Objects (GLOS), Hanpumep: mey, MOHCTP,
KOMHaTa 1 np.

[NepcucteHTHoe xpaHeHnne GLOS.
KoMMyHUKaLmMs: MexaHn3m nyonukaumm u noanmcku.
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Pabouue npocTpaHcTBa Nnoaen
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Paboune npocTpaHCTBa KOMaHA
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Paboyune npocTpaHCTBa KOMNaHUN
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Ayauo n Buaeo




PaboTta ¢ npunoxeHusimu
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PaboTta ¢ JOKyMeHTaMu




Game API B CLDC 1.0 n MIDP 1.0

» OtcyTcTBME APUIDMETHKM C NNaBatoLLEN TOUKON.

* HeT noaaepxku ayamo, TONbKO NPOCTble CUCTEMHbIE
CUrHanbl.

¢ I'Ipmno>|<eHV|e HE MOXET YnTaTb/nncaTb OTAEJIbHbIE
MUKCETN.

» Knacc Graphics He nogaepXvMBaeT Npo3payvyHoCTb.
* KOMMYHMKaLMOHHbIW NpoToKoN Tonbko HTTP.
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Canvas

public class MyCanvas extends Canvas implements Runnable {

public void run() {
while(true) {
repaint(); // update the game state

}

public void paint(Graphics g) {
Il code for painting

}
protected void keyPressed(int keyCode) {
Il respond to key events
) s,

} o
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Game APl B CLDC 1.1 1 MIDP 2.0

* javax.microedition.lcdui.game
» GameCanvas - byepun3auus 1 3anpoc COCTOSHUN KNaBuLL

* Layer - nonoxeHxwve, paamep, BUAUMOCTb

> Sprite — gpenmbl, TpaHcdopmauwms (drvn, NoBOpoOT),
KOHTPOMb KONnuaunn. Onsg nepcoHaxen.

> TiledLayer — Tabnuua kaptuHok. Ans doHa.

» LayerManager — aBTomatu13auua npoLiecca peHaepuHra,
KOHLIEMUWA «OKHAY.



GameCanvas

public class MyCanvas extends GameCanvas implements Runnable {

public void run() {

Graphics g = getGraphics();

while(true) {
Il update the game state
...
int k = getKeyStates();
Il respond to key events
flushGraphics();

Java
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TiledLayer
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Mobile 3D Graphics API for JME

* OnumoHaneHbIn naket JSR 184

He obsizatenbHa annapatHas nogaepxka 3D rpacukm 1
BbIYMCNEHM C NNaBatoLLen TOUKou

high-level - retained mode

low-level - immediate mode cootBeTcTBYeT OpenGL for
Embedded Systems

* TpebosaHue: 150Kb namsti, UMMOPT CLIEH, TEKCTYP
* javax.microedition.m3g
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