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ABSTRACT

The game engine has executed an application after making a mobile 3D game engine
which is based on mobile 3D standard graphic API using openGL-ES so far. But, We
could not do it satisfactorily that contents compatibility of various types as a various
low-level’s function is supported.

At this point, This study introduce a mobile 3D game engine which is based on
mobile 3D standard graphic API using JSR-184 that supporting a high-level’s API more
than openGL-ES and optimizing to Java environment on JZME in the center of GSM
phone. Also, We shows that the proposed skinned-mesh scheme for enhancing the
process speed of a 3D object on JSR-184 engine. The experimental results are shown.
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