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ABSTRACT

Along with the development of mobile technology, mobile game has undergone a change from
downloadable game to network game, where a large number of users connect to server and play
real-time game with a mobile phone. In order to develop these mobile network games
economically, a proper, suitable game engine is needed. This study proposes the result of design
and implementation of RWMMO-GE(Realtime Wireless Massively Multiplayer Online RPG Game
Engine) that is used to develop a mobile network game,  The structure of RWMMO-GE, which is
the research result of this study, consists of major components such as Network/Client Module,
Object Module, Map Tool, Script Editor, and Character Editor, The characteristics of the multiplayer
mobile game developed by this engine is that a large number of players can play real-time game in a
single map, which implies a possibility of a new business model in this area, This research is a result
of the  RWMMO-GE supported by 2006 1T Excellent Technology Support Project(No:A1300-0601-
0125) of IITA(Institute Information Technology Advancement)
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