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A Study on Mobile Game Programming based on GVM

Hyun-Ok Pack, Jae-Hun Kim, Yun-Sung Nam, Jae-Wook Lee and Tae-Kyung Cho
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Abstract This paper is demonstrated about VM that means a circumstance where a application is no dependence of
hardware and GVM which is selected by SKT as flatform, thus we developted portris-mobile game based on GVM.
this game was embodied(actualized or given to actualized form) by Mobile C and process procedure of Event Drivnen
type game that is a characteristic of Mobile C is showed by flowchart.
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void main()

{
int i = 8, j = 8;
ClearWhite();
initFunc(); /7 ZEJ|ESHC}
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case SWAP_KEY _LEFT :
noveBack(); showu();
break;

case SUAP_KEY OK:
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break;

case SUAP_KEY_RIGHT :
mnoveForwvard{); show();
break;

case SUAP_KEY_RIGHT :
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break;

case SUAP_KEY_UP :
Up(); shou();
break;

case SUAP_KEY_DOUN :
Doun{); show();
break;
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