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Design and Implementation of Wireless Network based On-line
Realtime Game Contents
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Abstract

Recently PC games are trending toward online. But, mobile games are not using network actively. Because
there are two problems that low speed of mobile network and low specification of mobile device in wireless
internet environment. But, solving problems by these started HSDPA services and increased performance of
devices. In this paper, we implement mobile on-line real time game for develop mobile network in wireless
internet environment.
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Table. 4. Waiting for message receive
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Table. 5. Login request
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if (con_user_cnt == 0) // A AF&A}

printf("Hi Userl¥n");
con_table[0].bebe_link = bebe_list->next;
con_table[0].gender = 1;
con_table[0].mySock = accept_sock;
con_table[0].tolndex = 1;
strepy(con_table[0].charid, userid);
con_user_cnt = 1;

else if (con_user_cnt == 1) // B AF&%}
printf("Hi User2¥n");
con_table[1].bebe_link = bebe_list->next;
con_table[1].gender = 2;
con_table[1].mySock = accept_sock;
con_table[1].tolndex = 0;
strepy(con_table[1].charid, userid);
con_user_cnt = 2;

else // AB B%F A& & oA A& 94 & AL

printf("max connection overflow¥n");
exit(1);
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Table. 6. Send event message
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if (con_user_cnt == 0) // A AF&A}

printf("Hi Userl¥n");

con_table[0].bebe_link = bebe_list->next;
con_table[0].gender = 1;
con_table[0].mySock = accept_sock;
con_table[0].tolndex = 1;

strepy(con_table[0].charid, userid);
con_user_cnt = 1;

else if (con_user_cnt == 1) // B AF&%}
printf("Hi User2¥n");

con_table[1].bebe_link = bebe_list->next;
con_table[1].gender = 2;
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con_table[1].mySock = accept_sock;
con_table[1].tolndex = 0;
strepy(con_table[1].charid, userid);
con_user_cnt = 2;
else // AB BF A& & A A% 24 & 4$

printf("max connection overflow¥n");

exit(1);
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Fig. 4. Game controller for administrator
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