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Design and Implementation for Android Game Framework
Using the Linked Observer Pattern®

Moon-Seog Seo™*

B Abstract &

The changes in the game platform is appeared since the advent of smart-phones. Apple’s i0S or Google’s Android
platform is gradually expanding their territories in the mobile game area. Android’s platform fragmentation and the
absence of game development framework act as barriers for game developments. In the development of game
applications on the smart-phone, the standardized development procedures under game framework can achieve the
productivity improvement. In this paper, we propose a new design pattern suitable for the design of a framework for
new areas of application through the expansion of existing framework. The design and implementation of the Android
game development framework is presented by taking advantage of existing design patterns and a proposed pattern.
Also we propose the standardized development procedure of game applications under the proposed framework.
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public class GameScene implements IScene {
GameManager app;
private ArrayList<GameObject> m_list;
private Actor actor, actorl;
public GameScene() {
super();
app = GameManager.getInstatnce();
m_list = new ArrayList<GameObject>(); }

public void registerObject(GameObject object) {........... ()
m_list.add(object); }

public void removeObject(GameObject object) {........... @)
int i = m_list.indexOf(object);
if( >= 0) m_listremove(i); }

public void init() {

actor = new

Actor(app.getBitmap(R.drawable.soldier_comes),this);
actor.initSpriteData(200, 200, 10, 13, 100, 0); }

public void Update() { ... (©)
long GameTime = System.currentTimeMillis();
for(int i = 0; i < m_list.size(); i++){
GameObject spr = (GameObject) m_list.get(i);
spr.update(GameTime); }}

public void render(Canvas canvas) {.........occvmeernnne. @
for(int i = 0; i < m_list.size(); i++){
GameObject spr = (GameObject) m_list.get(i);

spr.render(canvas); } ... )
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