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The abolition of WIPI installation duty makes domestic WIPI developers get a chance to
enter into smartphone development environment. Specially, iPhone has a big possibility for a
new game application market but traditional domestic WIPI developers have difficulties to get
in because there are no standard game development methodology. Therefore, a method is
necessary to develop iPhone game application effectively for traditional domestic WIPI
developers. In this paper, we compare and analyze development methodology of WIPI and
iPhone application and suggest a new methodology for iPhone application development with
adaptation of WIPI architectures. Using this methodology, traditional domestic WIPI developers
can develop iPhone game applications with ease.
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CGImageRef imageRef = image;
CGSize imageSize;
imageSize . width = CEImageGetWidth{imageRef);
imageSize_height = CGImageGetHeight({imageRef);

CGContextDrawImage{context, CGRectHake{d, B8,
imageSize.width, imageSize.height), imageRef)};
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-{void) drawAnimation {
frame++;

[drawImage:® y:8 image-bg];
[drawImage:frame y:frame image->character];
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- (void) awakeFromNih:
(UIApplication *)application

[window addSubview:viewController.view];
[window makeKeyAndVisible];
|

srandom(time(NULL));

mainTimer =
[INSTimer scheduledTimer®ithTimeInterval:0.05
target:self

selector:@selector(onTimer:)
userInfo:nil
repeats:YES] retain];

g = [[util alloc] init);

ing = [[In\t mage alloc) init];

nusberCalculation = [[NumberCalculation alloc] imit];

gunshooting = [[GunShooting allac] init];

train = [[Train alloc] init];

[self initGame];
[train InitTrain];

[O& 12] AIJoIA &St awakeFromNib()

o Zg]Ale] o] Hd¥ UlApplicationMain()
o] AAHHA AMAE gt 99 Ed AA
AAgt gl Aelds
olFAZIAA 2= B OE}

-
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awakeFromNib() ol 7
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Zo] onTimer()+ setNeedsDisplay()& Z &3l
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drawRect()2] &2 =3}
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= (void) onTimer:(NSTimer *)aTimer

{
}

[23l 13] o|O|X| &2 ZETA|7|= onTimer()

[self setNeedsDisplay];

drawRect()= setNeedsDisplay()oll &J&) A<
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- (void)dromRect : (NSRect)aRect

context = UlGrophicsGetCurrentContext();

srond(time(NULL));

switch (gameState)
{
case LOGD:
[self drawlogo];
break;
case INTRO:
[self drowlIntro];
break;
case MENU:
[self dromMenu]:
break:
case GAMEMENU:
[self cholceGame];
break;

[O& 14] O] WAl Z X2|§t drawRect()
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- (void) drawIntro

frame++;
[drawImage:@ y:@ image:titleBG];
if (frame == 7)
[drowImage:@ y:11@ image:superman];
else if (frame == 8) {
[SetImageAlpha:3];
[drowImage:6@ y:119 image:superman];
}
else if (frame >= 9 && frame <= 15) {
[SetImageAlpha:@];
[drawImage:135 y:110 image:superman];
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