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B =FoMds Y9 (WIPI, Wireless Internet Platform for Interoperability) =& Aol A
+&5 = 2D/3D HEl= AZE 9% AL TE AASH, 2D 2 3D API & AHgeke §8 TR
A S AH APt AeAE =g =F(Drag & Drop), X Eto]E 7wl (Sprite
Blitting), ~X2}o]E 3] H(Sprite Rotation), API F7}/AHAl 7]%, ZE= HlE 59 7)|%5& o &
sto] Jlet 9 7] A4S A=Y HE stuE &G4 AT 5 A "k APT F7H/AHA 7
T ol &3t V& S &4A AL AY, A4 ARES ZE A2 7]L° o]-g-ste] skt
o] jar Y E ke AT ¢ A vk, 23xepolE A 2D/3D B VT2 AY T Aelx]
Z= A4 A 284S A T ARG B =EddAE oYt Vs s 7}1 2198 ﬁEiE SR
S35 AAs AltEkdtt.
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o] SK-VM(XVM)[9], AAAZES GVM[10], =&

$18l HDML(Hand-held Device Markup Language)[1]°]
1997 d W3C °f &7i8 olF=2 74 AFHl vhad
ol o)== WML(Wireless Markup Language)[2], mHTML][3],
cHTML[4], sHTML[3], XHTML Basic[5] 52 Z7}4] ]
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g 5 gl Fol vwsl eQAA Slo) AFHE AP
59 o gatol PHHE LAY a6t F
B Ems] Sl TRRE 2k wdss, ol

o] MAP[11], O}EU} AMX EQ] 7]E| & A (KittyHawk),
SUN 9] KVM o] glow, oefgt F4 <IgY &
FES 4 olE Al T B gAlE o] vkt
A Aul2 Hojgkth. & #H(Qualcomm)e] CDMA(Code
Division Multiple Access)[12] 7]& it gk we), &
A w3 BREW(binary Run-time Environment for
Wireless)[13]Z 2001 ol KTF 2 %af Aw ). 3=
AREAN7|2HI(TTA)N A E 2002 F 5 Ho] ARE
A EFO 2 93] (Wireless Internet  Platform  for
Interoperability)E *| 78} Al € Th14].

AWkA 2l 2D API & X(Line), AH2F3 (Rectangle), E}
Y(Ellipse), Z(Arc), °©|P|X], EE T dy¥bzel A

S " F5E e, A4 A Tz
NA &= 2Epo]E(Sprite) 716 B F7FAR] Al W

EwW #d g5 FET15].
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mrld 3D Helxe Hdoew FAY
(Polygon)= Lo} 942 V%OJ ALEHE wEAUH, 2 %
4 MEHE7E Hudoezg F2ol=d Hl&] IS
624 FHsha, Bk X}T"r*aﬁﬂ A= = A}
e wd Y ol Znkd 3D AP = AE
AE stolEel e A9 ALE L WA NS
A s A71aL, GAA A}o]uq YA EES F)
FolA 7|9 Ad= 58 7FestA g6

A9 A ol Fa AUl FAFOZ, SKT &
GVM, SK-VM(XVM), WI-TOP & A}&3&}al, KTF &
MAP ¥} BREW &, LGT & KvVM %
JavaStation(KittyHawk)=  AF83Fa  A3le=dl, o]t
thekeh A QIEY ZHREFLS At AR Al B}
AEsta vpgdk AulaE ATdvtes SHdAe &
9 WA, olF T4l AWX} HE, Aol 54
oy FAlAt A FAIZ M2 U EP%_ 7l M2, A
E4 > A A A (CP, Contents Provider) E°] 27 Afo]sh

ALl Fx9 API £ o] 83le] AMn]x~ §§ 2
239 Anslelol due, Faw Auze T4
M T2 9 a2 Q1gk s 717 A 5o ofed
o= OMX% o Y AR SO g 9 A
AEY FAdste] AylEo] F3 FAld 1 Hlitir*é
o] T 3

ol st st 2 JIEY &=

S&stal gk
%ﬂ%ﬂluﬂ FH HE 2 Al

AA A-e AEskaat,
?51-% T gy Z=3)
HEA71=3|(TTA), AoAT
%(ETRI) ol FFo] Hof 2002
o -H «4 (Wireless Internet Platform for Interoperability)Tf2]
10 & ARSACHI) A% FAL o B4 B
o gAY & ZEIHS TR F Ue FES

A F st UHPO‘ iE FAFoR AAHUG 919
TASE UEse makd EAEe 9EU8 §8 =
23 H%‘XMMI Ad= 534S wHgsta, Fo
Gy] gl Al EHE o)A e golde Alest
™, duk ARg Al thFetal FE-g AdwRl= AN
2o Ags HAoz AAFHA

Application
Mahagee
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o Handset Hardware & Nathve System Software %
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ERE SHEWNH REAE FAMA AN Ty
BASSE YN MOIHEE HALTI A Native

[gezzom nens #e APizM cot Java ‘
A AT FEA KA E R KW,

M E RF KEMC

1 1) A9 A A=

3.1 HAL (Handset Adaptation Layer)

YT o4S AT H=elo] Hyy A Aol
™, o]=H D‘r“‘ﬂ 485 7hsetAl gtk HAL o
%38 API 52 é%‘\‘% gholBef]o] Egreofof 8t
M, HAL £9 A T@s]oF 8= APl = ofHt

3.2 7] API (Basic API)

Clet == Jlet & o83l & Z=13 24 A
of AF&¥ = AWA <l API oW, ANSI C $1E o] =9}
FUg 7|24 xFE C golEeEE x¥etal, 7]
2249l AMF]  Core System(java.lang), High Level
I0(java.io), Utilities(java.uti)E X 3$Fslal 9lom, C <}
JavaAPI = 7|5 & 553 API & Al 3T

33 54 ¥ ZUY (Dynamic Linking Loader)

SHES 7 BE Fste] APL & FUtebAY 7Y
Ae 4= gla, o3 APL 5 AHAIE Y] A7kA] v
7] Well frA Eofok ghrh

3.4 U B2 (Multi-tasking)

A9 FAEFLS Al Ay e & TR
TFdE F v FAEES ATsoF 3, & T2
Atolel ¢ +=91E5 Ak v =3t A Thse )
F Ee A Y 8 ZRaEE ddslor st

Z %L PUBLIC 57+, CP 7+, Al2=8l =39 B
ob #S Al FaH, PUBLIC oA A|~Elow 42
A W97 Az

3.6 A9l 22w <lof

9] EHEFLS C 9 Java 7 7HA] Ao E A e,
Zhzel gk AA @ FEl= Clet 3 Jlet & F3k4

o] oyt

=z g g eo] ALR3l= 3 (HEAP) W
mgle] AF A, wxe 7 WAH(Compaction), A}
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718 x| A & (Garbage Collection), AFH} 2~ (Stack) 7|
o Aafof gt

Puppet

Object Bitmap Effect

3.9 t=of A

ZAELS Awp 8 T2 AgE fy=
(Unicode), =AY (Locale), &3 FUZ= 5
of 3tH, st=rol & 98l EUC KR A4l (Character Set)
S 7 A WEsle 7es AlEsloF ot

Object Object
Def ref

Collision
Check

(¥ 2) EHld 3DAPI A=

Clet 22% £L7 04 =& e toe zd
(codec) Tz HF Bu 5o AAE dlAdstal, Jlet & ¢ ojm 7|ut mHI HEIX
25 UFEe gt §8& 2% S oAtk
WIPI & AOTC(Ahead-On-Time Compilation)& #| ¥ 3}7] . . -~
uFof, 712l Java VM(Virtual Machine)©] 2 H A E (12 3)7 #el Zi_X_}E:rLE i
(Object) LEE Falats Smd nate] Axg sx  ° 28R A Ay REole L A= 2w
Mol &S Z=rH14]. (Coloring)s HE3ol= A2=FE ot E(Source Code

Editor), F7Fg API & st Ay 9 dAgshs
APl #He] BE, M2 ZRAES 44 A7 3 A
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= 2D ghroln, B S AZgfo]|EVE dnbA o A2 AZzsi 072 AAZ= 7
2 @o] AFg¥rt} ofu] W o] H(Animation) Z=Ze}o]E
o= UYEWY % (Double Buffering) 7]Wo] AF&% a1,
stedlo Aol B3-S EgE B9 Y (Triple Buffering) HE XY a5
¥ ]l 27]% (Frame Skipping)= ©]-&3dto] 323}
Al fTH15]. ol ¢ 22 Eutd AlY-E 2D API =2 Al
d A= Jhdre] golAdd aEAHS HTh
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5. 2Hi2 3D API MA|

3D API = AlQ] A" S 98] HA ) Hojof b,
Radio Lighting A2], B2H(Texture)E ¢t =3
(Morphing), & #J(Blending)S A YalloF 3ta, H8 4
3 World 718722 98] Portal AT =S X Lajof (1% 3) AHpiete] A=f
gttt Z 2] (Polygon) 2 ™|+ (Mesh)o] =& WA st

7l 96 sky & rAom Agelof g, A Awa T ARETE C1F Hsh ge BHw wdd
5% 98 Seaae 394e 2 Adae A AN TEE NFHAEdpeT JIem @ S
Be Q@16 (1% ) AbE 3D AP A o (Plugindl Z2AES Ayeis GH2 ool d
2% nojzn. Aelth, TRAEE AYsA @ Y71t 1REe
et FAL U ARAT £ At AUz AT
Fu, ALGAE o] AL VRO FlHE PEE
FY3stal o] A2 PEM(Program Execution Module)S &

sto] &hto] jar A2 W ES 5= YA @t
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