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Fig 1. Memory Dump of Mobile Game DLL
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class GameCacheClass
{
private Integer securityKey=0;
private Integer haveCache=0;
private Integer encryptCache(Integer cache)
{
securityKey=rand.nextInt(100000);
return cache+securityKey;
}
private void displayCache (Integer cache,
GameData data )
{
data,displayCache(cache-securityKey);
}
public void inGameCache(GameData data)
{
haveCache=encryptCache(data.getCache());
displayCache(haveCache);
saveCache(securityKey);

}

Fig 2, Obfuscation Example of Ingame Data
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[II. Conclusions
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