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Abstract With the rapid growth of recent wireless mobile computing application technology and handheld
mobile terminal device development technology, one of the big issue in these fields is to design online games
in wireless mobile ad hoc network environment. Online games in mobile computing environment have lots of
constraints for developing online games because mobile terminals have many limitations such as low
performance of processor, limited memory space, small bandwidth of wireless communication, and confined life
of battery power. Therefore, most of mobile games are restrictive in the function of online and multi-play up to
date. In this paper, the online MMORPG game, capable of multi-play with many other mobile users using
mobile terminals in wireless mobile computing environment, is designed and implemented. Proposed mobile
online game uses bluetooth to construct temporary wireless mobile ad hoc network with other mobile clients,
and designed to carry out online MMORPG game with these clients. It also supports multi-play among them.
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// StylusDown() PDA Ee| A3ZIE EX|
void StylusDown(int X, int Y)
{

switch(Game_Mode)

{

case Game Title:

I AAste B2stEe A

if(RectStart.left <= X
{

& RectStart.right >= X)
if(RectStart.top <= Y && RectStart.bottom >= Y)

{
ResetGame();

break;

a9 4. 239 99X B dags
Fig. 4. Screen Location Aware Algorithm
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void Animate(HDC hdc)

static BOOL bFirst = TRUE;

int n;

if(bFirst)

{ // olelx| Mz
csChar->SaveUnder(hdc);
csMonster[0]->SaveUnder(hdc);
csMonster[1]->SaveUnder(hdc);
csMonster[2]->SaveUnder(hdc);
bFirst = FALSE;

}

// olo|x] =7
csChar->RestoreUnder(hdc);
for(n=0; n<3; nt++)

{
csMonster[n]->RestoreUnder(hdc);

}

a3 5. MEY 2 7l daEs
Fig. 5. Character Animation Algorithm
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DWORD WINAPI Bluetooth_Server(LPVOID arg)

{
if(ServSock ==socket(AF_Bluetooth,
SOCK_STREAM, 0)) == INVALID SOCKET)
Err_quit(_T("Socket")); / SOCK_DGRAM ALEE7}
/Mlinger option A& X
ling.l_onoff = 1;
ling.1 linger = 10; // 10& CH7|
if(setsockopt(ServSock, SOL_SOCKET, SO_LINGER, (char*)&ling,

sizeof(ling)) == SOCKET_ERROR) Err_quit(_T("Linger Setting"));

// Bind
/I Listen
//Read
if((hThread[0] = CreateThread(NULL, 0, ReadThread,
(LPVOID)ClIntSock, 0, &ThreadID[0])) == NULL)
{
MessageBox(chat hWnd, T("#2|= A&} 27}, T("2F),
MB_ICONERROR);
State.MyState = S_NOT;
EndDialog(chat_hWnd, 0);
§
/IWrite
if((hThread[0] = CreateThread(NULL, 0, WriteThread,
(LPVOID)ClIntSock, 0, &ThreadID[0])) == NULL)

{
MessageBox(chat hWnd, T("ME|E Al 2719, T("2F”),
MB_ICONERROR);
State.MyState = S_NOT;
EndDialog(chat_hWnd, 0);

}
/| M E ZE 7]

/lclosesocket
closesocket(ServSock);
return 0;

}
a% 6. EYCINE MY F B4l duEs
Fig. 6. Communication Algorithm in Game Server
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