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Development of iPod Game Using Cocos2d Engine
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Abstract By the recent success of the iPhone and the App Store, software developers from all over the world

challenge to list their applications on the App Store and sell them worldwide. And major mobile companies in
Korea are following the Apple by opening open markets to distribute software products running on their mobile
devices. In this paper, we describe the development of an action game for iPod 'Hexa-Samkukgi'. The game is

developed using Cocos2d engine.

Key Words :

.4 &

20094 12€ <ol A3AMI ofo]E(iPhone 3G)e] &
HEA, @l EE ofolEat ofBe] Asa Yrk
A 102 Tl ) o] 109HhE ol AwA,

IFEHN Al ool E AEFoE B WF U

[€) T U—0

>,

RS
1o
o
L
31

L 3l

W 3lo] =4l 01]% ) 2<% (App Store)7} At
th g 2Eold= el 109 o] of &z
o] TEHo] glom, 7o BE FHe| HelE Al
fEef Aol dEol THIHO i e FRE A
Atk =] olF Bl A Foska gl
AR AZE B Bl 2 shellA ALl
IZEgo] MAAEL, ol ofFe] QEnA
271 AFRAL F8 Sl JAES FEA o

o
Al
o
2 T

Y
)
=

{1

].

(&
Moo

M to X ol of
l‘>

to o X W
o

i

*

AN
o
ofol
(4
o
=]
o
1]
g I
ox
f
offt
r,
o
o
X

of

N
>

i)

}
pghs

N

iPod, iPhone, App Store, Cocos2d engine

Al Al =g YAl AIE] e H2 HE
AV 1 7S F=HlEkaL Qi

A §) 2Eool= B 9 ofZgAlelde] 5
Ho fr& e FEE ARl A vjE Far glon of
2 1Mo §) 2B dulE ofFE| Ao
TS 191014 10091704 E3gskar gk o] vl <=9
= fEYA IS theirS u) ALExtEe] &4A A
g 4= gl A Holth ] AEojoA e ofZelA ol
v Ak AFEAES] P2 o Fo] WEE: dv
T97F AdiAoleta & 4 gitk

ofZe] g 2Eoj= FA oF 137k 7o) of A o]
o] 525 o] Arh20099d 12¥ 7|5 B 1 3%). 1 5
AL oF 2 WiE A ofEeAel e o 17% & AF
Askal glom, ) 2Eol9] {10 oA oA A7t Al
Jd AEE g wEFS AAen ot

n=o] EE] = ekl A AL A
(http://www.comscore.com/)2] A&l w2 ofo]E

e

o

3l

Faa10]

- 31 -



gk ofolgt Alde] A

2RSS oF 30%7F Aol = g 714 o] o] AYE o}

TEE SRl R FUlE ARA 7 e A9 v

= AR HFS o 4% o BT, Ay ez
agkE AZESJo] A Al wiE A1 g2 ot

F 1. ) 2B ofZg Al FF7(2009 12€)
Table 1. Types of Applications in the App Store
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Table 2. Types of Games in App Store
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