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Abstract The big issue according to the advance of wireless internet is the design of on-line game under
mobile computing environment. The current mobile games have constraints in implementation of on-line game
due to the low performance processor. small
one-button games which are simple and easy to manipulate, have attracted great interests. In this paper, we
designed and implemented the trandition Jeki-chaki game, which is a kind of one-line game, using a mobile

memory size and short battery time. Therefore, nowadays

handset.
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\(/oid usCreatelmage(char+ filename, simgData* img)

M_Byte buff(256); /Al A4A

M_Uint32 mBufiD; //&{HID

M_Int32 size; {/e{E AO| =

M_Int32 ret; /IMC_grmCreatelmage 2|E1%4
MC_kniSprintk(buff, filename); //Bimol} m}2) o x| &

img—>resiD = MC_kniGetResourcelD(buff, &size); //EtUH2 2 size
mBufiD = MC_kniCalloc(size); //ai & ololX| size?td SHEE
MC_knlGetResourcelimg—>resiD, (void)mBUfiD, size);

[regst oael F4o32 mBufiDAl resiDoll SAH
ret=MC_grpCreateimage(&img->img, mBufiD, 0, size): //0|o|X| A
img->loaded = 1; /imgTZ&2| O[D|X|RERT Flag MA
MC_knIPrintk("Load image > ret: %d, buf id: %d, size: %d\n”, ret,
mBufiD, size); /Citi1& 24 &Y

) img->resiD = mBUfID;  /img 7 =& rediDoll o 22| Font MH

123 1. FrameWork& O|0jX] MA tna|&
Fig.1. Image generation algorithm for framework
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i{nt usJekiRushSprite()

J/EALE B}
ifpGameMain—>m_i lmgHeady =24)
22 ZHg Edsts 2t ClE AZ2I0lEE 0|8

pGameMain->m_imgHeady = 0;
pGameMain->m_imgBody.y = 0
pGameMain->m_imgLegy = 0;

}
?Ise /M2 grEste] sin] AMFIE EH.

pGameMain->m_imgHeady = 24;
pGameMain->m_imgBody.y = 40;
pGameMain—>m_imgLeg.y = 40;

/Tic Toc
?(pGameMain—>m_Rush‘ﬁc > pGameMain->m_RushToc)

pGameMain->m_RushTic = 0;
pGameMain->m_sRush.RushStateCnt++;
}e!se

pGameMain—>m_RushTic++;
retun O;

a3 2. M7Ixt7] ojo)x] Rtedsat goelE
Fig. 2. Afterimage effect algorithm in Jeki—chaki
game

}/oid usinitClet()

appMemID = MC_knICalloc(sizeof(CletApp));
Ao MBEE HEES ZET Cot 7EHE MA
IMC_kniCallocS 2 SHEEsto2 M 23 5t

pGameMain= (CletApp*MC_GETDPTR(appMemiD);
pGameMain->bpl = MC_grpGetScreenfFrameBuffer(0); .
MC_grpInitContext(&pGameMain—>cxt); /12 E ZEIAE X735}

(z2y

/loln|x] 2=
usCreatelmage(IMG_BG,&pGameMain->m_imgBg); /81 &1
usCreatelmage(IMG_BG2,8pGameMain->m_imgBg2);  //8i 212
usCreatelmage(IMG_TEXT,&pGameMain->m_imgText); /o &2
usCreatelmage(IMG_HEAD,&pGameMain->m_imgHead);
[H71%t7| Fi2e] ofg] 2=ajo|e

usCreatelmage(MG_BODY, Main->m_imgBody):
JHIR| FlEe B AxZelole
usCreatelmage(IMG. LEG ,&pGameMain—>m_imglLeg):

s 7H§IF-1 clzl 2=ajolE

/l;sCrea‘t‘elmage(lMG DANPOONG,&pGameMain->m_imgDanpoong);
ChZul A

usCreatelmage(IMG_JEKI &pGameMain->m_Jeki.m_imgJekil; /¥ 7|

usCreatelmage(IMG_GAUGE &pGameMain->m_imgGauge);  //A{0lx|

usCreatelmage(IMG_MAIN,&pGameMain—>m_imgMain); J/ell el st

usCreatelmage(IMG_LOGO,8pGameMain—>m_imgLogo); /21

(B4
!

a3 3. M7)k7) AlQAs ool 2nalE
Fig. 3. Main algorithm of Jeki—-chaki game
execution
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Fig. 4. Background of Jeki—chaki game and a
character
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Fig. 5. Execution and end of Jeki—chaki game
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